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Introduction 


The rules in the Duxceows & Daacows* core rulebooks 
are not enough for you. Your game promises more than 
what the rules can contain. Your plots run deeper and 
your imagination burns stronger. Twenty levels of power 
are too few, character options are too limited, and the 
monsters are too weak. Until now 


Welcome to the next level of power. 


WHAT IS AN EPIC 


Put plainly, an epic character is one who has achieved 
atst character level, Though the ndbook 
describes character progression up to 20th level, legend 
and literature are replete with heroes and villains who 
have gone beyond normal limits. Now your character 
gets to oin them and assume a role in legend. 


THE EPIC LEVEL HANDBOOK 


This book gives you everything you need to create and 
play epic characters, including epic items, epic spells, 
and even epic foes. It features the following chapters 

‘Characters, Skills, and Feats (Chapter 1): This chap 
ter provides instructions for developing epic progressions 
for nearly any class or prestige class. It also provides spe 
cific epic progressions for the classes in the Mayers Hand 
took, as well as ће prestige classes found in the Doscaow 
Masriis Gutde and the psion and psychic warrior from the 
ionic Handbook. Chapter 1 also reveals epic tasks for many 
of the skills in th offering skill check 
Difficulty Classes (DCs) only an epic character could hoy 
to make. Finally, Chapter 1 provides more than 150 new 
еріс feats—enough feats to provide well over one hun. 
dred levels of advancement for any character. 

Epic Spells (Chapter 2): Chapter 2 reveals how to 
leave the standard levels of magical power behind and 
begin to cast epic spells. A few dozen epic spells are pro- 
vided asa sample, but Chapter 2 gives player characters 
(PCs) the ability to create their own epic spells. Sample 
epic spells include damnation, time duplicate, edolon, and 

Running an Epic 


layer's H 


ime (Chapter 3): This chapter 
discusses how epic ch п best be 
handled in the game. Advice ranges from specifics such 
asinformation on walls of epic strength to general tips on 
how to structure your campaign and handle characters 
who accumulate significant wealth. The Encounters and 
Rewards sections provide tables for constructing epic 
encounters and awanding experience points to characters 
who overcome the epic challenges you set for them. 
Epic Magic Items (Chapter 4): The difference 
between epic magic items and artifacts is that artifacts are 
unique items generated by а one-of «kind event or forg 
ing. Many epic magic items are just as powerful as arti 
facts, but epic characters know how to make them, and 


fers and creatures 


such items have established prices in epic markets. E 
magic items include armor, weapons, scrolls, rods i 
staffs, and wondrous items. And because epic charac 
often find themselves in the presence of artifacts, Cha 
4 includes more artifacts to use in your epic camps 
Monsters (Chapter s): Here you will find mons! 
of sufficient power to challenge, awe, and perhaps ei 
scare epic characters. Favorites from earlier versions 
the D&D* game include the demilich and the win 
wight. Mostly, new monsters are provided, includi 
many abominations (a new grouping of outsider), bi 
dragons, stronger golems, and creatures born direct) 
nightmare. A few templates such as the paragon are 
provided so you can create epic monsters from th 
Monster Manual and other sourc 
Setting (Chapter 6): To help start up ang 
campaign, youll find epic organizations that develop 
prestige classes from Chapter 1; the city of Union, wh 
provides a base of operations; an adventure starting 
the city; and several other adventure ideas. 
Appendices: If you include epic rules in your ga 
youll want the nonplayer characters (NPCs) from y 
campaign to be likewise enhanced. That's why wl 
done the work for you and provided versions оГ 
illustrious figures as Elminster (from the Foncorg 
ReAiats campaign setting) and Mordenkainen (from 
Gavin campaign setting) in all their epic level gh 
Finally, NPCs from all the clases in the Players Ha 
are provided from levels 21st to 30th in the st 
NPCs in Chapter 2 of the Duncron Masters Guide 


WHAT'S NEW? 

There's no ceiling to the levels you can attain any 

and no limits on the power of the foes you face, Yo 

find enough feats, spells, items, and abilities to proi 

endless play. Now no matter how good your chara 
4s, theres always something more. Theres somethi 

more for your character to strive for, and somethi 

more to stand in your way. 

That said, youll find a lot of the Epic Level Hand 
familiar, Epic feats work like regular feats, and ¢ 
magic items work like their more ordinary counterpi 
They're just better. Likewise, the experience and trem 

les look like the ones youre already using The bi 
departure from the D&D rules youre familiar with is 
Spell Seeds section in Chapter 2. 

If you've played high-level rules for previous edit 
of the D&D game, you may notice a few elements f 
previous systems. Most notably, the section on e 
spells was inspired in part by true dweomers in еН 
Lael Handbook: D&D is such a vital, resilient, and ve 
tile system that we discovered that we could go furi 
than we ever could before. The rules inherent to 
D&D game provide the essential ballast for the Epi 
Handbook, ensuring balance no matter how wild ога 
the epic abilities become, 

Do not fear the Epic Level Handbook. Rather, embrace 
and all the power it off 
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faba Naga, Солана Birbarian;Cu САФ А. 21sr level” Some Dübifcon Masters (DMs) snight 

Ейлат Бос Siadowiale. Elric of Ме} ЫЙ; simply allow a character to reach 21st level by gain 

На andl ihe Су Mouser. Gandalf С ing the 210,000 XPndtestel on Table} -2: Experi 

"Hiat, Odysseus, ence and Level-Deperidenr Benet’ However 

1 Же dre pant of power. Мате оГ, > this option may Be tóó ЙАН for some players 

ў М А / and DMs, who prefer thar the transition to epic 

йез йе сабра (ште heroes gaming be accompanied by a suitable event such 

hive Gone буо ће ёа дий fskill, bare 9 as a holy quest, series of tests, dr similar great 

E pads, and асаав still mortal beings, ^ challenge C ‘hapter 3; Running an Epic 
5 dividuals = xa iare ee them-— wield powers | mmore information on this topic 


E tiber charierers (Gyn 20th-level ones) can only 
dli dour. ZLASS AND LEVEL BONUSES 
lo haracters ficssripells that kill withoyrSgEfure 1° Regatdless of tht method by which you 
EIOS Sound, wield ийе weapons so süpsfbly hat whole achieve 23, level, once you reach that point 
liga Wry to emulate their technique skipinto and but, ("you ar& considered an epic chatacter. Epic 
Sfimpenetrable fortresses challenge a ts moni auttior- Бе дифз those whose character level is 
ityand write songs that will be sung а housahdyedrs/ $ 216b bigher—are handled slightly differ. 
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| omnipotence. Given timê they rival the porters bgp caua ro gain most of the benefits of gain 
DL. This book is about those powers, and iow your chat — ing levele,somup benefits are replaced by 
F ап do more than dream about hen. alternative gains 


Despite thé/20th-leyel limit indicated in 

the Payer Handbook, you can advance a class 

1^ etel beyond 2üib byusing the rules in this 

When a character reaches 20th level, your ndenidl pro. Боо You can also advance the class level of a 
gression ends. However this is by no means the end of ° ten level prestige clas (such as those pre 

the Character’ саге But how can a chatacterachieve sented in the фила MATER, Cub 
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beyond 10th level, but only if your character level is 
already 20th or higher. You cannot advance the class 
level of a class with fewer than ten levels beyond the 
maximum described for that class, regardless of your 
character level 

Epic Save Bonus: Your base save bonus does not in- 
crease after your character level reaches 20th. However, 
you do receive a cumulative +1 epic bonus on all saving 
throws at every even-numbered level beyond 20th, as 
shown on Table 1-1: Epic Save and Epic Attack Bonuses 
In other words, you have a +1 epic bonus on all saving 
throws at 22nd level, a +2 epic bonus on all saving throws 
at 24th level, and so on. To qualify for any feat that 
requires a minimum base save bonus, use the sum of your 
base save bonus and epic save bonus 

Epic Attack Bonus: Similarly, your base attack bonus 
does not increase after your character level reaches 20th. 
However, you do receive a cumulative «1 epic bonus on 
all attacks at every odd-numbered level beyond 20th, as 
shown on Table 1-1: Epic Save and Epic Attack Bonuses. 
То qualify for any feat that requires a minimum base 
attack bonus, use the sum of your base attack bonus and 
epic attack bonus 

Experience Points: This column on Table t 
Experience and Level-Dependent Benefits shows the 
experience point total needed to achieve a given char- 

level. For multiclass characters, experience 

points determine overall character level, not individual 
class levels 

Though Table 1-2 only shows experience point totals 
through 30th level, you can easily calculate the experi 
ence points needed to reach 31st level and higher. Simply 
add your current level times 1,000 XP to the experience 
points required for your current level. For instance, 
reaching 31st level would require an additional 30 x 


BEHIND THE CURTAIN: EPIC LEVELS AND 
PRESTIGE CLASSES. 

These rales allow you to go beyond the normal level limit in a 
prestige class, but only if it is a ter-evel class. Why саг" you 
add levels to a prestige class with fewer than ten levels? 

Ws Too Easy: Maxing outa телее! prestige class takes alot. 
of time and effort, detracting significantly from your pursuit of 
the Player's Hondbook classes. If you could gain авд tional 
levels in a prestige class with only five levels, for instance, you 
haven't taken more than a short detour from your main class 
or casses. 

Is Not Significant Enough: Characters with ten levels in the 
blackguard prestige class undoubtedly think of themselves 
as blackguards, regardless of the fact that they also have ten 
levels in one or more other classes. If you've taken fewer than 
ten levels in а prestige class, those levels represent a smaller 
fraction of your character's identity. 

Its Hard to Build an Epic Progression: With only а few levels 
to guide you, irs hard to determine what эп appropriate 
progression of class features would be for the class. The rate of 


1,000 XP (or 30,000 XP), taking the character's XP total 
from 435,000 ro 465,000. 

Class Skill Max Ranks: The maximum number of 
ranks а character can have in а class skill is equal to his of 
her character level +3 

Cross-Class Skill Max Ranks: For cross-class skill 
skills neither associated with nor forbidden to the char 
acter’ class), the maximum number of ranks is one-half 
the maximum for a class skill 

Feats: Every character gains one feat (which may be an 
epic or nonepic feat at the players choice) at every level 
divisible by three (21st, 24th, 27th, and so on). These feat 
are in addition to any bonus feats granted in the class 
descriptions later in this chapter 

Ability Increases: Upon gaining any level divisible by 
four (20th, 24th, 28th, and so on), a character increases 
one of his or her ability scores by 1 point. The player 
chooses which ability score to improve. 

For multiclass characters, feats and ability increases 
are gained according to character level, not class level 
Thus, a 13th-level wizard/tith-level fighter is a 24th 
level character and eligible for both a feat and an ability 


TABLE 1-1: Epic SAVE AND Epic ATTACK BONUSES 


‘Character Epic Save Epic Attack 
Level Bonus Bonus 
та +0 E 
22nd л 1 
E x E 
E 2 
E s 8 
E з з 
2% 3 а 
E ч 
E “ 3s 
30th 5 5 


improvement of a special ability might be too fast to extrapo 
late over an infinite number of levels, or there might simply be 
тоо few class features to bulld unique epic progression. Epic 
dass progressions are described later inthe chapter. 

That sad, if your DM wants to allow a character to gain epic 
levels in a prestige class with fewer than ten levels in ts progres: 
sion, that's okay Work together with your DM to create an epic 
progression for the class (see the Behind the Curtain: Building 
an Epic Progression sidebar later in this chapter) 


NO UMITS 
Although most of tne tables inthis book only зло informa 
tion up toa certain level (often 10th), that level is by no means 
the limit of a character's advancement. Because of space 
limitations, we generally show advancement only ten levels 
beyond what's given in the Players Handbook, Once you've 
теза this chapter, you should know how to calculate the 
proper values for levels beyond those shown сп the tables 
You can generally assume that any patterns on a particular 
table continue infinitely 


Tunt 1-2: EXPERIENCE AND LEVELDEPENDENT BENEFITS 


Class  CrossClass 
Character Skill Max Skill Max Ability 
led Хр Ranks — Ranks Feats Increases 
d» 190000 23 т? — Sth 
Tw 210000 24 CREER. | — 
Trà 231,000 25 uy — = 
ld 253000 26 з — 

de 276000 27 BI2 9h 6 
2 300000 28 м — 
2 325000 29 141/2 = 
T 300 30 15 O — 
d 375000 n asy = Th 
29h ою NE в — - 
MM. 435,000 3$ * 1612 mm 

«4 Nox + "102 е perd +1 pers 


current level 
Pu can choose an epic feat or a попері feat 


LASS FEATURES 

cause the Players Handbook only contains information 
onadvancement up to 20th level in any class, this book 
өө, each class progression of class features beyond 
ЗО level. In addition, this book presents an expanded 
advancement for each of the prestige classes presented in 
the Duscto Mosis Guide 

Many, but not all, class features continue to accumulate 
afer 20h level. The following guidelines describe how 
the epic class progressions in this section work. 

* Asnoted earlier, your base save bonuses and base attack. 
onus dont increase after 20th level. Thus, there are no 
columns for base save bonuses or base attack bonuses 
for these clases. Instead, use Table 1-1: Epic Save and 
Epic Attack Bonuses to d the characters epic 
bonus on saving throws and attacks. 


BEHIND THE CURTAIN: A LIMIT TO ATTACKS 
AND SAVES 

Why don't base attack bonus and base save bonus increase 
Mer 20h level? Ultimately these are game play issues. 

If base attack bonuses continued to increase, every charac 
Jer would eventually have зо many attacks per round that the 
ame would slow to a crawl. What's worse, only the first few 
attacks would be significant, because the drop-off in attack 
bonuses means that later attacks have almost no chance to 
hit For this reason, the rules establish a cap on а character's 
ase attack bonus, because the base attack bonus determines 
the number of attacks per round a character can make, After 
10% level, your base attack bonus never improves. You gain 


if «рэпа other bonuses to your attack rol, but these don't ever 


add tional attacks. 
This limit doesn't apply to the base attack bonus derived 


E your base attack bonus and thus never grant you 


tral Кот a monster's Hit Dice. For instance, a titan with 21 
[HD using the monster advancement rules in the Monster 
Manual has a base attack bonus of +21. Thus, another cap 
fists: A high base attack bonus never grants a creature more 
[gon four stacks wih any given weapon using the ЫТ tack 


+ You continue to gain Hit Dice and skill points as normal 
beyond 20th level 

* Generally speaking, any class feature that uses your 
class level as pact of a mathematical formula, such as a 
paladins lay on hands ability, the Difficulty Class (DC 

to resist a monks stunning fist attack, ora bard’ bardic 
knowledge check, continues to increase using your 
class level in the formula. A 22nd-level paladin with a 
Charisma of 20 (+5 bonus) can use lay оп hands for (22 
x 5) 110 hit points per day. The DC to resist a 24th 
level monks stunning attack would be 10 + 12 (half 
the monks level) + Wisdom modifier. A 30thlevel 
bard would add +30 (plus his Intelligence modifier) to 
bardic knowledge checks. 

Any prestige class feature that calculates a save DC 
using the class level (such as the assassins death 
attack) should add only half the characters class 
levels above 10th. Thus, the death attack of a 24th 
level assassin with an Intelligence of 18 (+4 bonus 
would have a save DC of 31: 10 (base) + 4 (Int) + 10 
first ten class levels) + 7 (fourteen class levels 
beyond toth at 1/2 per le 
For spellcasters, 
increase after 20th 
casts as а 23ге 
paladins caster level is 12th (one-half her class level), 
However, your spells per day doni increase after 20th 
level. The only way to gain additional spells per day 
(other than the bonus spells gained from a high abil: 
ity score) is to select the Improved Spell Capacity 
epic feat. 

* The powers of familiars, special mounts, and fiendish 
servants continue to increase as their masters gain levels 


1 
your caster level continues to 
tel. Thus, a 23rd-level wizard 
character, while a 24th-level 


——— 


(such as hoste, certain feats, and class 
abilities such as the monk's special unarmed attack progres 
sion) may grant additional actions or attacks that exceed this 
imit. But regardless of how high a creature's base attack 
bonus gets, it can never make more than four attacks with that 
weapon using a full attack action 


‘option. Other effec 


The limit to the base saving throw bonuses is also a game 
play issue. Because saving throw bonuses progress at different 
rates ("hgher" versus "lower" saves), the difference between a 
haracter's base save bonuses wil eventually grow зо great 
that two diferent situations with the same save DC would 
present two threats of wildly differing magnitude. The differ. 
lence between the higher and lower saving throw bonuses for a 
‘0th-evel character, for example, is 12 points (+32 versus +20) 
Add in the bonuses from high ability scores and magic items 
that a character probably has, and you can expect the gap to 
widen further. This leads to situations where a character might 
succeed at a given Fortitude save with a де roll of 2 or higher 
but might require а roll of 20 to succeed at a Reflex save 
against the same DC. For this reason, base save bonuses don't 
increase after 20th level, although the epic save bonus 
increases at a fixed rate for all epic characters. 


ass features of the new class, as well as a Hit Die of the 
In addition, the character gets th 


* Any class feat 


the number o the new class, Just as with standard mul. 


i adding the second class does nor confer some 


nefits for a istlevel character, including maxi 


hit points from the first Hit Die, quadruple the per 


ill points, starting equip 


animal companion. 
pic 


acter does not gain th 


ained when 
g a second class. Instead, an еріс charac 


í ses the epic attack bonus and epic save 
bonus prog n Table 1-1: Epic 

Save and Epic Attack Bonus. When: 
ever an epic character is allowed to 


‘described in eac 


nonepic levels 


feat every two, three, f pick up feat as part of character level 


чи, he can choose either a 
at or an epic feat (see Table 
Experience and Level-Depen: 
All class descriptions 
t of bonu 


20th. This augments each advancem 


of class features, because nonepic 


otherwise improve class feat 
2oth level. You must 


thar class, the When you have to choose from а 
nonepic fighter selects his {bonus feats in your second 
bonus feats from the specif class, you can also choose 


list in the Players На from the bonus epic 


bonus feats a eats described for each 


feat that specific class bel 


every three leve 
as per Table 1-2: 


C BARBARIAN 


Е 
Dependent Benefit 


The epic barbarian is a terror to 


The very incarnation of rage, this 


You arent limite 


pponents to 


п your class list when you select ribbons wi 


h awe-inspiring ease 


ats from Table 1-2 


* You 


ecause there arent any new clas 


Focus on incteasing the power of your 


atures described for these le mage-resisting) power. Chaotic 


made for the epic 
unarmed damage) a 
that have a limited 


features barbarian. Epic Tough: 


ness, Damage Reduc 
tion, and Fast Healing 
allow you to continue fighting 
g after others have dr 


do not improve as yo 


ment lead, while the leaps of a barbarian with Legendary 


Likewise, class feature ped 
at a single level (such a 

do not improve. stupendous, 
ength and Co} 


s to qualify for 


эш need ability bı 


Other Options: Consider selecti the 

Attack feat path, eventually ting 
are poor, think about Epic Resis 
nce, or Energy Resistance. And if 


htening barbarian, Blinding Speed 


‘When your single-clas 


pick up a new class at ist level. T aking Deva: 
multiclass characters in the А 

but epic characters must keep 
The epic character g 


epic advan fi 


weapon proficiency, armor Hit Die: di? 


Tutte 1-3: THE Eric BARBARIAN 
Barbarian 
Level 
Tut 
Zind Uncanny dodge (+5 against traps) 
Bed ^ Damage reduction 5/-. 
Uth Rage 7/day, bonus feat 
25th Uncanny dodge (+6 against traps) 
26h —— Damage reduction 6/- 
mo 
20 Uncanny dodge (+7 against traps), bonus feat 
9ih Damage reduction 7]- 
wh — 


Special 


Skill Points at Each Additional Level: 4 + Int modifier 
Barbarian Rage: The epic barbarian gains one use 
таре per day every four levels after 20th (24th, 28th, 
32nd, and so on 
Uncanny Dodge: The bonus on the bar 
barian’ saving throws against traps 
Increases by +1 every three levels 
above 1th (22nd, 25th, and so on 
Damage Reduction: The 
«pic barbarians damage reduc 
tion increases by 1 point 
every three levels above 
20th (23rd, 26th, 29th, 
nd so on) 
Bonus Feats: The epic 
barbarian gains a bonus 
feat (selected from the list 
of epic barbarian bonus 
feats) every four levels 
after 20th (24th, 28th, ™ 
32nd, and soon), 
yc вот 
Feat Lit: Armor Skin, 
Chaotic Rage, Damage Re 
diction, Devastating Critical, 
Dire Charge, Epic Endurance, 
Epic Prowess, Epic Speed, Epic 
Toughness, Epic Weapon Focus, 
Fast Healing, Incite Rage, Leg 
'endary Climber, Legendary Leaper, 
Legendary Rider, Legendary Tracker, 
Legendary Wrestler, Mighty Rage, Over 
Whelming Critical, Ruinous Rage, Terrifying 
Efe Thundering Rage 


PIC BARD 

The epic bands music can move even the cruelest, most 
[юше creature, or inspire his allies to the heights of 
[power and bravery. 

First and foremost, you must focus on improving your 
ic bards ability to perform his bardic music. Epic Skill 
Focus (Perform) is the obvious choice, bur Lasting Insp 
оп and Inspire Excellence are crucial as well. Gaining 

йога! spellcasting ability is useful. Dont forget that 
oul still be in combat from time to time, so Epic Prow 
bs isa good selection. 


SSS 


Put most if not all your ability increases in Charisma, 
because thats the key to most of your powers. Of course, 
an occasional boost to Dexterity or Intelligenc 
bad idea 
Other Options: If you already have combat-related 
feats such as Weapon Focus or Point Blank Shot, consider 
picking up the epic feats that use them as prerequisites 
Improved Spell Capacity lets you work your way toward 
otb-level spells (and that in turn allows access to the auto 
matic metamagic feats) 
Hit Die: dé 
Skill Points at Each Additional Level: 4 + Int modifier. 
Spells: The bards caster level is equal ro his clas level 
The bards number of spells per day does not 
ath level. The bard does not learn 
al spells unless he selects the Spell 
dge feat (see the Feats section below 
Bardic Music: The bard gains no new bardic 
music effects from his Perform ranks. However, 
һе may select epic feats that grant new bardic 
music effects (see the Bonus Feats section 
below 
Bardic Knowledge: Add the bard's class 
level + Intelligence modifier to all bardic 
knowledge checks, as normal 
Bonus Feats: The epic bard gains a bonus 
feat (selected from the 
list of epic bard bonus 
feats) every three levels 
after 20th 
Epic Bard Bonus H 
mented Alchemy, Deafening 
Song, Epic Inspiration, Epic Lead. 
ership, Epic Reputation, Epic Skill 
Focus, Group Inspiration, Hinder. 
М... ing Song, Improved Combat 
Casting, Improved Meta 
magic, Improved Spell 
Capacity, Inspire Excel: 
lence, Lasting Inspira 
tion, Master Staff, Master 
Wand, Music of the Gods 
Permanent Emanation, Polyglot 
Ranged Inspiration, Rapid Inspiration, 
Reactive Countersong, Spell Knowledge, Spe 
Stowaway, Spell Opportunity, Tenacious Magic 


List: Aug 


TABLE 1-4: THe Eric BARD 


Bonus feat 


Bonus feat 


Bonus feat 


EPIC CLERIC Spectral Strike 
Ina typical world, the epic cleric stands as one of his detys 

most elite servants. In an adventuring party, he must also 

stand as the solid center of the group, providing power and 

assistance to his companions. Taste 1-5: THe Ене Сікис 
Like most spellcasters, you should consi roving ак 


pell Stowaway, Spell Opportunity 
Spontaneous Domain Access, Spontaneous Spell, Tena 
cious Magic, Undead Mastery, Zone of Animation 


your spellcasting ability at regular intervals Epic Spell. не Special 

casting is a must, and metamagic feats help fill your ЖЩ 

higher-level spell slots. Think strongly about increasing — 7284.  BorusTest 

your turning ability as well, such as with Planar Turning. — 245 — — 

Epic Skill Focus (Diplomacy) can help you change ene. БРУНА 

mies into allies 26th Bonus feat 
Your Wisdom controls your splleasting mm = 


power, so that's where you should put your abil нави 
iy increases, Charisma is a reasonable second йй» җи Bonus eat 

option, particularly if you use your turning or a 
rebuking powers frequently. EPIC DRUID 

Other Options: А combat-orie The epic druid is a mighty symbol of the power. 
cleric can look to Epic Weapon Focus, of the natural world, able to focus the primal 
Epic Toughness, and Armor Skin to forces of the elements to do her bidding. 
enhance his fighting capability. Eff: Take Improved Spell Capacity to gain 

nt Item Creation can help you Ф higher-level spell slots. Broaden your wild 
pump out powerful magic items shape horizons by picking up Beast Shape, 
at an increased rate. If your Improved Elemental Wild Shepe, and other 
cleric rebukes undead rather wild feats, To improve your ability to cast 
than turning them, he should spells while in another form, focus on the 
consider Undead Mastery Automatic Still Spell and Ignore Material 
and Zone of Animation, Components feats (or pick up Improved 

Hit Die: ds. Metamagic). 

Skill Points at Each Boost your Wisdom to 
Additional Level: 2 + Int х WU" improve your spellcasting 
modifier. power. Most other abilities аге rea- 

Spells: The cleric's sonable second choices, but they all pale 
caster level is equal to his beside Wisdom, 


class level. The clerics | Other Options: If you dont 
number of spells pe care about spelleasting while in 
does not increase after V YY wild shape, consider picking up 
20th level Y  — different metamagic feats, such as 

Turn or Rebuke Un- A Automatic Quicken Spell. Weapon. 
dead: Use the clerics class =) Focus (claw) and Epic Weapon 
level to determine the most Focus (claw) can apply to the nat 


powerful undead affected ural attacks of a wide variety of 
turn ог rebuke check wild shapes, 
and the turning damage, Hit Die: d4, 
justas normal D, Skill Points at Each Addi- 
Bonus Feats: The epic tional Level: 4 + Int modifier, 
cleric gains a bonus feat (selected 
from the list of epic cleric bonus feats) every three levels 


Taste 1-6 THE Epic Druin 


5 Druid 
after 20th. ой 
Epic Cleric Bonus Feat List: Armor Skin, Automatic — 3g 
Spell, Automatic Silent Spell, Automatic Still 22nd 
Spell, Bonus Domain, Enhance Spell, Epic Spell Focus, — Md 
Epic Spell Penetration, Epic Spellcasting, Ignore Mate 24h 
rial Components, Improved Alignment-Based Casting, E — 
Improved Combat Casting, Improved Heighten Spell, tL 


Improved Metamagic, Improved Spell Capacity, Inten- ӘН Sonus f 
sify Spell, Multispell, Negative Energy Burst, Perma- fa 
nent Emanation, Planar Turning, Positiv Wild shape эда 


Spells: The druid's 
caer level is equal to | 
her class level. The 
druids number of 
spells per day does iy 
not increase after 
20th level 
Animal Companion: 
The druid may 
inum number of animal 
Companions equal to twice 
her class level, as normal 
the epic 
his ability 
to take the form of an 
animal one additional 
time per day every four 
levisafier 18th (22nd 
еб, and so oi 
Note that 
m eic — 
e) 


becomes. 
Bonus 
Feats: The 
epic druid gains a 


bonus feat (selected from the list of epic druid bonus 
after 20th. 

pc Druid Bonus Feat List: Automatic Quicken Spell, 

‘Automatic Silent Spell, Automatic Still Spell, Beast 

Companion, Beast Shape, Colossal Wild si 

tive Wild Shape, Dragon Shape, Energy Resistance, En 


feats) every four le 


Diminu: 


hance Spell, Epic Spell Focus, Epic Spell Penetration. 
Epic Spellcasting, Fast Healing, Fine Wild Shape, Саг 

[итап Wild Shape, Ignore Material Components, Im. 
proved Combat Casting, Improved Elemental Wild 
Shy, Improved Heighten Spell, Improved Metamagic 
Inproved Spell Capacity, Intensify 

Spell, Magical Beast Shape, Multi 

spel, Perfect Health, Permanent 

[Enaation lant Shape, Spell 
Stowaway, Spell Opportunity 

[ Spontaneous Spell, Tenacious 85 

be Vermin Shape. 


PIC FIGHTER 
The epic fighter is a combat 
machine, a master of more battle 
maneuvers than any other character in the 
рте. More than a mere sword-swinger, the 
pc fighter knows how to best his opponents. 
jn any arena 
Like the class name says, you're all about fight 
ng so theres no point in ignoring Epic Weapon Focus 
lind Epic Weapon Specialization. However, the epic 


fighter who forgets to pick up defensive abilities may 
Think about Epic Toughness and 
Armor Skin (or Damage Reduction and 
Fast Healing if you meet the prerequi 
sites). Because your saving throws, par 
ticularly against most spells, are your 
weak point, consider Spell Resistance 

and Epic Resistance 
Strength is the ability score you 
should increase, though you should 
boost Dexterity if you favor ranged 
combat. Extra hit points always help, 
so Constitution is a good occasional 


not live to regret 


choice as well 
Î Other Options: The fighter 
who focuses on ranged weapons 
can ignore a little defense in 
favor of offensive feats such as 
Uncanny Accuracy and Hail of 
Arrows. You might also consider 
pursuing the Dodge and Exper 
tise feat p 
previously disdained them 
Eventually you can gain Im. 
proved Whirlwind Attack. 
Hit Die: d10. 
Skill Points at Each Addi 
tional Level: 2 
Bonus Feats: The ej 
fighter gains a bonus feat 
list of epic fighter 


Int modifier 


lected from the 

1s) every two levels 
after 20h. 

Epic Fighter Bonu 

Feat List: Armor 

Skin, Com: 

bat Archery, 


Taste 1-7: Tue Epic FIGHTER 
Fighter 


ly ability scores you shouldn't worry abo: 


Special 


are Intelligence and Charisma, unless youre 
2 very atypical monk. Wisdom, Dexterity 
ngtb, and Constitution are all viable places to 
Other Options: Beef up your staying power with 


nu Epic Toughness, Damage Red 


Bonus feat 


tion, and Fast Healing 


E: d Epic Weapon Focus (unarmed strike 
with the fighters, Shattering Strike i 

Bonus feat 

= g through doors and walls, as well as 

Bonus feat 


destroying your opponents’ weapons and shield: 
Speed Climbing lets you scamper up a wall faster than 
ic Hit Die: ds 
Skill Points at Each Additional 
Level: 4 + Ini 
Armor C 
bonus to Ar 


harge, Distant Shot, Ep 
Leadership, Epic Prowes 
Weapon Focus, Epic Weapc 
Exceptional Deflection, 1 
Reflexes, Improved Manyshot, Improve 
Stunning Fist, Improved Whirl 
wind Attack, Infinite De 


ss Bonus: The monks 


Class when ur 


xored increases by +1 every 


five levels after ah 25th ЗО, 
lection, Instant Reload ind son) 

дши Commande &. Unarmed Strike: The 
Legendary Rider, Leg. damage for a monk's un. 


armed strike d 
after 16th leve 
Stunning Attack: Use the 


monk’ class level when deter 


B wining the DC to resist this 


attack, as normal. 
Fast Movement: The 
еріс monk's speed when 


whelming Critical 


trate Damage Reduction, 
Perfect Two:Weapon Fight: 
ing, Reflect A 


Harrier, Storm 


з, Spt 


Throws, Supe 
rior Initiative, Swarm o 


Arrows, Two-Weapon Rend. 
Uncanny Accurac 


In addition to the feats on by 10 feet every three levels 
this list, the fighter may treat after 20th (23rd, 26th, 29th 
any feat designated as a fighter and so оп). The unarmored 
bonus feat, but not listed here, as speed of Small and dwatven 
being on his bonus feat list. 


monks increases by 5 feet 
every three levels after 20th. 
Wholeness of Body: 
The epic monk can cure up to 
twice her class level in hit 

points each day, as normal. 
Ki Strike: The monks ki strike 
ability does not automaticall 
increase with class level after 16th 
level. However, the monk can select 


PIC MONK 


he epic monk has achieved. 


characters cant even dream of 


ler speed, power, grace, and 


тсе of will are unmatched b 
mortal beings. 
ur epic monk has a wide var 


the epic feat Improved Ki Strike to increase 


best for you to focus on a few ar the effective enhancement bonus of her un 


improvement, at least early in y 
career, Improved Ki 
rely on anything oth 
damage creatures, whi 
Exceptional Deflection, A: 


level of this ability, as 


tion, and Fast Heal el +10, аз normal. 

in a fight. Improv Quivering Palm: Use the monk's class level when 
make your unarme a determining the DC to resist this attack, as normal 

the maneuverability p 4 


" Empty Body: Use the 


оп class level when deter. 


lets you deal with those pesky fiends that keep getting 


Monk Unarmored 
led Bonus® ial in your wa 

zd c Strength, and Wisdom are all good choices‏ = سا 
2nd 4 ) for ability increases‏ 

28 1008. (87А) Other Options: If you enjoy spellcasting, consider 
E пов 006) Improved Spell Capacity and metamagic feats. Epic 
за MOR. (00) Вов Ы а Leadership can get you a pretty big dragon to ride, and 
к HOR. OR) mething few paladins refuse. 1f you have a hig 
d илл фый something fe paladins refuse, 1f you havea high 
cy ü К: Constitution score, consider Fast Healing and Damage 
ee 1208 GSA) Reduction. Epic Skill Focus (Diplomacy) can turn 
4h 6 130%. (BOR) Bonus еи. would-be enemies into allies to the cause 

“This igure plus the monk's Wisdom той ihe HitDie:did 

moti Armor Class (f hs figure plus the monk s Wisd Skill Points at Each Additional Level: 2 + Int 
төйи is nota positive number, do not add > modifier 

bd te monk lve Lay on Hands: Each day a paladin can cure a total 


‘The number in parentheses indicates the speed of Small and 
Bench. ^ д number of hit points equal to her Charisma bonus (if any 


Bonus Feats: The epic monk gains a bonus feat Smite Evil: The epic dds her class level to 


age with any smite evil attac 
adin can use remove disease 
vels above 


selected from the list of еріс monk bonus feats 
Remove Disease: The epic p 


E every five levels after 20th. 
nus Feat List: Armor Skin, Blinding 
Reduction, E 
Resistance, Epic Prowess, Epic 

Spei, Epc Toughness, oo MN 
Exceptional Deflection, 

Fast Healing, Improved 
Combat Reflexes, Im 
proved Ki Strike, Improved 
Spell Resistance, Improved 
Stunning Fist, Infinite 
Deflection, Keen Strike 
legendary Climber 
Legendary Wrestler 
lle Arrows, Right 
tous Strike, Self 
Concealment, 
Shattering 
Strike, Vor 


undead as a cleric of 


Па 
Spdle The ple came level equ too 


т class level, as normal. The paladin’s number of 


ease after 20th level 
paladin's special mount 
wer. Every five levels after 


s per day doe 
Special Mou 


t: The 


gains +2 bonus Hit Dice, its 


th adjustment increases by +1, and its 


by «1. The mounts spell resist 


Intelligence incre 
equals the paladin’ class level + 5 
Bonus Feats: The ¢ 
from the 
20th (23rd, 26th, 29th, and so on; 
Epic Р us Feat List: Armor Skin, Devastating 


paladin gains a bonus feat 


epic paladin feats) every three 


Critical, Epic Leadership, Epic Prowess, Epic Reputation, 
Epic Toughness, Epic Weap 
Holy Strike, Improved Aura of Courage, Improved 


1l Capacity, Legendary 


i. Improved Sp 
Legendary Rider, Overwhelming Critical 
ation, Planar Turning, 


b, Permanent Em 


paladin stands at J 

ae 

the battle against chaos 

and evil in the world, 

Еа 

hope to all who fight the a 

ТН niii REE 
К е мы, youl 

‘want to improve your combat 

ibility (Epic Weapon Focus 

and Holy Strike) while 


4 


Taste 1-9: THE Epic PALADIN 


defense (Epic Tough 
kin, Energy Resistance, 
Resistance), Planar Turning 


Favored Enemy: The epic ran 
tional favored enemy (and his bonuses against all exis. 

nemies go up by +1) every three levels aft 
1, 26th, 29th, and soon 


Bonus Feats: The epic ranger gains a bonus feat 


т gains one addi 


elected from the li 


t of epic ranger feats) every three 


ıs Feat Lis: Rane of Enemies, Blinding 
Speed, Combat Archery, Death of Enemies, Distant Shor 
Epic Endurance, Epic Prowess, Epic Speed, Epic Tough 
ness, Epic Weapon Focus, Fast Healing, Improved 
Combat Casting, Improved Favored Enemy, Improved 
Manyshor, Improved Spell Capacity, Legendsry Climber 
Legendary Rider, Legendary Tracker, Perfect Health, Рег 
fect Two-Weap 


Permanent Emanation, Spon: 
ows, Swarm of Arrows, Two. 
пу Accuracy 


We 


n Rend, Unc 


Taste 1-10: THe Epic Вамскя 
Ranger 
Level Special 


Bonus feat 


6th favored enemy 


Bonus feat 


isa trickster and a thief, a trap-detector 


EPIC К, inner. Her skills are legendary, and her tales 


Wheths 
bunte 


sunning ing-do even more so. If you listen to the stories, 


of the we hing she cant do 


Your epic rogue must split her attention among three 
through the natural world ense, defense, and skills, Improved Sneak 

Like the epic paladin, you should divid ts jering Damage, and Sneak Attack of Oppor 
between improving your offensive p 1 feats for the battle-minded rogue 
Weapon Focus, Bane of Enemies, and Death of Enemies Dodge and Self-Concealment help protect 


hile remembering the value o se (Epic To 
ing). Epic Skill Focus (Wilderness 


Lore) isa must for any serious trac 


anger. Epic Skill Focus is useful in an 
lls (particularly Hide), while other skil 
based feats such as Trap Sense and Speed Climbing 


ness and Fast He 


Improve your Dexterity and Wi come in very handy 
ity increases, while throwing an n 
Strength or Constitution Тави: 1-11: Tet Eric ROGUE 
Other Options: If you like ro cast spells, think about Rogue 
picking vp Epic Spellesscingand ont от mie жи кн „еы, 
King EB Epic puce ara 2st Sheak atack «1166 


magic feats. Epic Skill Focus (particularly for 


n, and 


her scouting skills) can be quite 


L Sneak алас +1246, uneanry dodge (+5 against 


eo EIS 
Hit Die: d10. SETI 

Sail Points at Each Additional Level: 4+ Int mod И 
рте Shea — 
amer eal Tbe ange [7 


day does not increase after 20th leve Oh — 


Formost rogues, its all about the Dexterity score. How 
ever, dont neglect Intelligence and Wis 
dom, because many key rogue skills use 
those abilities. Fast-talking rogues 
should improve Charisma as well. 
Other Options: Trap-minded rogues 
should pick up Epic Skill Focus 
(Search) and Epic Skill Focus (Dis 
able Device). If you find yourself 
in combat Frequently, think about 
Epic Frowess and Epic Toughness 
Consider completing the 
Dodge and Expertise feat 
progressions if you hi 
already, eventually reach: 
ing Improved Whirlwind 
ck. The various ranged 
tick feats (Distant Shot 
Uncanny Accuracy, and so 
on) are useful for rog 
prefer to fight from a distance. 
Hit Die: d. 

Skill Points at Each Addi- 
tional Level: 8 + Int modifier. 
Sneak Attack: The epic 

rogues sneak attack dam 

age increases by «1de at Р, 
every odd numbered lev 

(о, 23rd, and so on). 

Uncanny Dodge: Th 

bonus on the rogues 

ring throws against traps 

Increases by +1 every three 

кф above 20th (23rd, 26th, and so on) 
Special Abilities: The rogue does nor gain 
ditional rogue special abilities after 19th level, but 


jn 


es who 


FAMILIARS AT EPIC LEVEL 
Special abilities granted to a familiar continue to grow as the 
lee of its master increases beyond 20th, as shown on Та 
1-13: Epic Familiar Special Abilities, Even though the tat 
shows advancement only to 42nd level, that is not the lim 
The patterns in the table continue infinitely Familiar special 
abies gained at less than 20th level also continue to 
Improve. For instance, the familiar's spell resistance is 26 If her 
miseris 21 level 


familar Spell The familiar gains the benefit of the Familiar 
Spel epic feat for the spell you choose. 


hoose a rogue special ability from the Players Hand: 
book (crippling strike, defensive roll 
improved evasion, opportunist, skill 
mastery, or slippery mind) instead of 

a bonus feat. 
Bonus Feats: The epic rogue gains. 
a bonus feat (selected from the list of 
epic rogue feats) every four levels. 

after 20th, 

Epic Rogue Bonus Feat List: Blinding 
Speed, Combat Archery, Dexterous 
Fortitude, Dexterous Will, Epic Dodge, 
Epic Reputation, Epic Skill Focus, Epic 
Speed, Improved Combat Reflexes, Im. 
proved Sneak Attack, Legendary Climber, 
Self-Concealment, 


Lingering Damage, 
Sneak Attack of Opportunity, Spellcasting 
Harrier, Superior Initiative, Trap Sense, 
Uncanny Accuracy. 
The rogue may choose a special rogue 
ability from the Mayers Handbook instead 
of a bonus feat. 


EPIC SORCERER 
The epic sorcerer has honed his natu: 
ral arcane ability to mythical levels, 
but the need for ever greater 
power never ceases 
At first glance, your epic 
sorcerer's path is clear 


improve your spellcasting 
ability through Epic Spell 
Focus, Epic Spellcasting, 
Spell Knowledge, and 
metamagic feats. But you 


must also give at least a passing nod to defensive feats 


Taste 1-13: Epic FAMILIAR SPECIAL AmiuiTies® 


Master Natural 
Class Level _ Amor Int Spechl 
2st-2nd am 16  Familar Spell 
2rd 24th Kn 17 

25th-26th E 18 

БОЕ Kn 19 

БА as 2 

Зи л ЕП 21 Familiar Spell 
331d-34th a n 

3$th-36th К n 

370-38 лз и 

39h 40h mo 25 

418-4204 +21 26 Familiar Spell 


А psion's psicystal uses part of this table, Natural armor 
does not increase, but the psicrystal's hardness increases by 
1 point at 21st level and every additional two levels there. 
afer (231d, 28th, 27th, and зо on) The psicrystal's 
Intelligence improves эз indicated. Familiar Spell is gained 
ints “psionially favored” version: Psicrystal Power 


Intensify Spell, Master Staff, Master Wand, Multispell 
Permanent Emanation, Spell Knowledge, Spell Stow 


E. away, Spell Opportunity 

Bonus feat EPIC WIZARD. 

- To the epic wizard, knowledge is power, and the quest for 
кышты knowledge is never-ending. The secrets of greater magic 


and the creation of artifacts tempt the epic wizard, who 
pursues these secrets across the planes, 
Your epic wizard has more options than an 
epic sorcerer. In addition to the obvious (Epic 
“ч Spell Focus, Epic Spellcasting, and meta 
Toughness. e magic feats), Efficient Item Creation is 
Finally, Epic Skill Focus (Spelleraft isnt a # extremely useful, Multispel is an absolute 
bad choice must-have; if you dont already have Quicken 
A sorcerer success begins and ends with his. Spell, get it first. Dont forget some defense, such 
Charisma score, though an occasional boost as Epic Toughness. 
to Dexterity and Constitution can help The wizard must place most or all of her 


long-term survival ability increases in Intelligence. Constitution 
‘Other Options: If you favor spells and Dexterity can help survival prospects, but 
that require ranged attacks, think without spelleasting 
about Epic Weapon Focus (Ray youre useless 

Armor Skin Other Options: Epic 
works just Weapon Focus (ray) can be 
as well for a useful, depending on what 
sorcerer as fora your favorite spells are, Energy 
fighter, and En- Resistance and Spell Resistance are 
ergy Resistance can strong defensive feats, and Perm 
help protect against those nent Emanation can make 
pesky meteor swarms. If invisible dangers a thing of 
you ever want to pick up the past. Spontaneous. 
Multispell, youll have to "waste" a 

feat slot on Quicken Spell first. never without your 
Hit Die: d4. favorite spell 

ill Points at Each Additional Level: 2 Hit Die: d4 

Int modifier. Skill Points at Each Addi- 
Spells: The sorcerer’s caster level is equal tional Level: 2 + Int modifier 

to his class level. The sorcerers number Spells: The wizards caster level 
spells per day does nor increase th is equal to her class level. The 
level, The sorcerer does not learn addi wizards number of spel 
tional spells unless he selects the Spell per day does пог 
Knowledge feat increase after 20th 
Familiar: The sorcerers familiar con level. Each time the 
tinues to increase in power. Every two 
levels beyond 20th (22nd, 24th, 26th, and so 
on) the familiar’s natural armor and Intelligence each 
increase by +1. The famil is equal to 


pell means you're 


wizard achieves a new 
level, she learns two new spells of any spell 
he can cast (according to her new level), 


spell cesistan 


the masters class level 
Bonus Feats; The epic sorcerer gains a bonus feat 
selected from the list o 

three levels after 20th. 
Epic Sorcerer Bonus Feat List: Augmented Alchemy 
Automatic Quicken Spell, Automatic Silent Spell 
Automatic Still Spell, Energy Resistance, Enhance 
Spell, Epic Spell Focus, Epic Spell Penetration, Epic 
Spellcasting, Familiar Spell, Ignore Material Compo- 
nents, Improved Combat Casting, Improved Heighten 
Spell, Improved Metamagic, Improved Spell Capacity 


х bonus feats) every 


Bonus feat 


Familiar: The wizards familiar 
Continues to increase in power. 
very two levels after. 
26h (22nd, 24th, 26th, 
and so on) the 
familiar’ natu 
til armor and 
Intelligence each 
increase by +1. The 
familiars spell resist 
ance is equal to the 
masters level + 

Bonus Feats: The epic 
wizard gains a bonus feat 
(selected from the list of 
epic wizard feats) every 
three levels after 20th 

pic Wizard Bonus Feat 
List Augmented Alchemy. 
‘Automatic Quicken Spell, 
Automatic Silent Spel 
Automatic Still Spell, Combat 
Cisting, Craft Epic Magic 
Arms and Armor, Craft Epic 
Rod, Craft Epic Staff, Craft 
Ере Wondrous Item, Efficient 
Item Creation, Enhance Spell 
Epic Spell Focus, Epic Spell 
enetrrion, Epic Spellcasting, 
Fania Spell, Forge Epic Ring, 
Ignore Material Components, 
Improved Combat Casting 
Inproved Heighten Spell, Ins 
proved Metamagic, Improved 
Spell Capacity, Intensify Spell 
Multspell, Permanent Emanation, Scribe Epic Scroll 
Spell Focus, Spell Knowledge, Spell Mastery, Spell Pen 


тайор Spell Stowaway, Spell Opportunity, Sponta 
neous Spell, Tenacious Magic 

In addition to the feats on this list, the w 
select any item creation feat or metamagic f 
listed here 


ard may 


PIC ARCANE ARCHER 

The epic arcane archer i a living extension of the b 
‘capable of achieving wonders of archery that c 
beings to gape in awe 

Asan epic arcane archer, the 

depends greatly on the path you took to 

tls This example assumes that you focused on 7 
fombat abilities, picking up spellcasting only as an 
afterthought. In this case, Epic Weapon Focus is you 
Tint stop, with Distant Shot and Uncanny Accuracy 
Coming soon after. While any archer hopes to never 
need defense, you dont have the luxury of igno 
such as Epic Toughness and Energy Resistance 

Forability increases, the arcane archer has three 
кой choices 


and all of them are Dexterity. If you're 


determined to look elsewhere, a Constitution boost can 
give much-needed hit points 
Other Options: If your spellcasting powers are more 
than a mere afterthought, look to additional 
Improved Spell Capacity and metamagic feats 
You might also need to improve your defen 
sive capabilities more than noted here, in 
which case you should consider Armor Skin 
Also, consult the epic paths for your other 
Hit Die: ds 
Skill Points at Each Additional Level: 4 + Int 
modifier 
Enchant Arrow: For every two levels beyond 9th, the 
potency of the arrows fired by the arcar 
increases by «1 (+6 at 11th 
Hail of Arrows: In lieu of her regular attacks, once 


ative options. 


archer 
at 13th, and so on} 


per day the arcane archer can fire an arrow at each 
and every target within range, with a maximum 
number of targets equal to her arcane archer class 
level, as normal 
Bonus Feats: The arcan 
feat (selected from the list of epic arcane archer 
feats) every four levels after 10th, 
Epi Arcane Archer Bonus Feat Lit: Blinding Speed, 
Combat Archery, Distant Shot, Epic Prowess, Epic 
, ness, Epic Weapon Focus (any 


archer gains a bonus 


bow other than a 
crossbow), Im: 
proved Arrow 

of Death, 


п, Improved М. 
пу Accuracy 


13th 
140 
15th 
Tm 
8th 
19th 
20h 


EPIC 


attention to offense 
improvement as 
Death Attack and 1 


Blinding Speed as we 


Focus (Disguise, Hi 
and Move Silently 
an ensure that you 
fight until you 
The assassin 

can use ability in 


res, including 
Dexterity, Intell 
gence, Wisd 
ind Charisma 
Other Options: 
An epic assassin 


who finds himself in 
the midst of combat 
with frequency should 
ttack capability 
£ Armor Skin, 


n fav 


Self-Concealment, and 
other defensive f 
proved Spell Cap. 


proved Combat Cast 
таа 


TABLE 1-15: THE Eric ARCANE Ancien 


Arcane 
Archer 

Level Special 

Th Enenant arrow 


Like the epic rogue, the epi 


ur foes), while Epic Sl 


weLight TABLE 1-16: THE Epic Assassin 
БИ Assassin 
Level 


ve your spellcasting capability. Depend 


ther skills you favor, additional Epic Skill 
ts can greatly improve your aptitudes, 
Also, consult the e 


Hit Die: dé 

gin Skill Points at Each Additional Level: 4 + Int 
behin Sneak Attack: The epic assassins sneak attack damage 
assass " eases by +196 every two levels after 

defense, and skill oth (11th, 13th, and so on. 
һ to power Death Attack: The assassin count 
of Improved only half his class levels beyond 
ak / 10th when determining the DC to 


Spells: The assassin’ caster 


velis 
equal to his class level The assassins 


spells per day does not 
increase after 10th level, Each time 
the assassin achieves а new level, he 


rns two new spells of any spell 
г T 


vels that 
his new level 


Uncanny Dodge: The assay 


bonus on 


doesnt 
er 10th level 


during the 


mal ten 
level progression, 

Saving Throw Bon 

against Poison: The assas 


wo levels after 1 
and so on 
Bonus Feats: The 


insa bonus feat (selected 


by +1 every 
12th, 14th, 


f epic assassin feats) every four le 
after 10th 
Epic Assassin Bonus Feat List; Dex 
terous Dexterous Will, 
Improved Combat Casting, Im: 
ved Death Attack, Impro 
Sneak Attack, Improved Spell Са 
pacity, Legendary Tracker, Lingering 


Damage, Sneak Attack of Opportunity, Spell Kn 
Spontaneous Spell, Superior Initiative, Tenacio 
Uncanny Accuracy 


EPIC BLACKGUARD. 
‘he epic blackguard is a twisted reflecti 
Paladin, radiating evil 
power from every pore 
af his body 

The epic blackguard 
should focus on his 
combat prowess, in 


cluding such feats as 
ple Weapon Focus, 
Unholy Strike, and tm 
proved Sneak Attack 
He can boost his ability 
tocommand undead by 
Picking up Undead Mas 
fey and Planar Turning, 
allowing him to lead 
an army of undead 
and fiends, Finally 
defensive feats such 

a Epic 
and Armor Skin en 
Sure that hell survive 
the battle and plague 
the lores of 


another day 

The blackguard needs 
a high Charisma score 
but Strength and Wis 
dom can also use ability 
Increases from time tc 
time 

Other Opt 
epic blackg 
ested in commanding 


ns: An 


to Epic Leadership. Improved Spell Cap: 
ity expands the blackguard' meage abilin 
Spell Resistance allows him to withstand his foes 


cal powers 
Also, consult the epic paths for 
classes for alternative 
Hit Die: dro. 
Skill Points at Each Additional Level: 2 + Int 
modifier 


our other class c 


Spells: The blackguards caster level is equal to h 
level The blackguands number of spells per day 
h level 


increase after 1 
Smite Good: The epic bl 
to damage with any smite 
Command Undead: The blackguar 
Mead a cleric of two levels lower, as n 
Sneak Attack: The ер 
damage increases by 


blackguar 
thre 


1dé е 


13th, 16th, 19th, and soon 


Fiendish Servant: Up to 2 


th character level, a 


ts masters charac 
s level. After that, the 
level. For eve 


depend on his blackgua y five black 
toch 20th, and so on), the 
h servant gains 


2 bonus Hit Dice 


by +1 
Fallen Paladins: 
A blac 


guard who 
е than 
ten levels of paladin 


can gain more than 
ten levels of black 
guard, but only if hi 


igher 
Bonus Feats: The 
ic blackguard gains 


a bonus feat (selected 
from the list of epic 
blackguard 


feat 
after 10th. 
Feat List: Ar 
Epic 

Prowess, Epic Repu 
tation, Epic Tough 
ness, Epic Weapoi 


and Bom 
vor Skin 


s Critical, 
ceadership, Epic 


Focus, Great Smiting, 


Improved Aura of 

Despair, Improved 

Combat Casting, Im: 

wed Sneak Attack, Improved Spell Capacity, Leg: 
endary Commander, Legendary Rider, Lingering Dam. 
ge, Negative Energy Burst, Overwhelming Critical 


Perfect Health, Permanent Emanation, Planar Turning 


Undead Mastery, Unholy Strike 


air, Zone of An 


Widen Aura of D. 


Taste 1-17: THE Eric BLacKcuARD 
Blackguard 
Level Special 


EPIC DWARVEN DEFENDER 
The epic dwarven defender be- 
comes the very definition of 
immovable ob- 
ject. This stal- 
wart warrior can 
stand his ground 
against virtually 
any foe imaginable. 

Your epic dwar 
ven defender’ first 
priority is improv 
ing his already 
impressive defen 
sive capabilities with 
feats such as Epic 
Toughness, Fast Heal 
ing, and Damage Re 
duction. Boost the 
power of your defen. 
sive stance with Bul 
wark of Defense and 
Mobile Defense (you'll 
probably have to fy 
spend a feat slot 
on Spring Ас 
tack aswell) 

Dont forget 

to increase 
your offen. 

sive ability with 
Epic Weapon Focus 
aswell 

While Constitution seems the default choice for the 
dwarven defender, chances are good that youve already 
‘got more hir points than anybody else in the group. Соп 
sider Strength or even Wisdom (the better to spot or hear 
your foes) 

Other Options: Take a close look at other defen- 
sive feats, such as Energy Resistance and Spell Resi 
tance. If you have Weapon Specialization, pick up 
Epic Weapon Specialization as well 

‘Also, consult the epic paths for your other class or 
classes for alternative options. 

Hit Die: d12. 


Taste 1-18: THe Ерс DwARVEN DeFeNDER 
Dwarven 
Defender 
Level 
Mth 
Th 
13th 
Th 
15th 
16th 
Vth 
18th 
19th 
20m 


Special 
Defensive stance 6/é3y 

Defensive stance 7/day bonus feat 
Damage reduction 9/- 

Defensive stance 8/day 

Bonus feat 

Defensive stance азу 

Damage reduction 12/- 

Defensive stance 10jéay, bonus feat 


Skill Points at Each Add 
modifier 

Defensive Stance: The epic dwarven defender gains 
one additional defensive stance per day every two levels 


^ 


ional Level: 2 + Int 


above rh (11th, 13th, and so on) 
Defensive Awareness: The dwarven 
defender’s defensive awareness bonus on 
И, saves against traps doesnt increase after 10th 
level, because it shows no pattern during his 
normal ten-level progression. 

Damage Reduction: The epic dwarven 
defender’s damage reduction increases by 3 
points every four levels above 10th (14th, 18th 
and so on) 

Bonus Feats: The epic dwarven defender gains 
a bonus feat (selected from the list of epic dwarven 
defender feats) every three levels after 10th. 
Epic Dwarven Defender Bonus Feat List: Armor Skin, 
ulwark of Defense, Damage Reduction, Devastat 
itical, Energy Resistance, Epic Endurance, Epic 
Prowess, Epic Tou Epic Weapon Focus, Fast 
Healing, Improved Combat Reflexes, Improved Dark: 
vision, Instant Reload, Mobile Defense, Overwhelming 
Critical, Perfect Health, Spellcasting Harrier. 


EPIC LOREMASTER 
1f the epic loremaster doesnt know 
something, it probably isnt worth 
knowing, This champion of 
secret tales stores the 
teachings of the ancients 
in her mind 

You need to 
balance the need 
for more spell 
power (with Epic 
pellcasting 
magic 
feats) with the 
improvement of 
your skills (with 
Epic Skill Focus) 
Other feats that 
expand your pow 
ers include Per 
manent Emana 
tion (for your 
wide variety of 
BA divination spells), 
Spontaneous Spell 
(so you're never 
caught without a 
ying or legend lore) 
and Polyglot (to 
help decipher that 
strange map you 

just found). 


The loremaster' choice for ability increases depends 
Willy on which ability score controls her spellcasting 
ineligence, Wisdom, or Charisma 

Other Options: Loremasters who focus on combat 
вау want to sacrifice some knowledge for offensive and 
defensive capabilities (such as additional metamagic 
fas or Epic Toughness). Those who like to create magic 
lens should consider Efficient Item Creation and the 
wrious epic magic item fe 

Also, consult the epic paths for your other class or 
кез for alternative options 

Hit Die: d4, 

Skill Points at Each Additional Level: 4 + Int 
войдет 

Spells: The loremasters caster level is equal to the sum 
other class levels of loremaster and whatever 
other class her spellcasting is derived 
fiom, The loremaster does not learn 
allitional spells unless she selects 

the Spell Knowledge f 


Secret; The loremaster 
doesnt gain additional 
сезет 10th lev 


because there is a built-in 
linit to the number of 
setts that can be gained, 
hut you can choose a lore 
master secret instead of a 
onus feat. Remember 
that you can't select the 
Lore: Add the loremaster's 
lis level + Intelligence 
modifier to all lore checks, as 
normal 
Bonus Feats: The epic loremaster gains a bonus 
fet (selected from the list of epic loremaster f 
three levels after 10th, 
pc Loremaster Bonus Feat List: Augmented Alchemy 
Automatic Quicken Spell, Automatic Silent Spell, 
Automatic Still Spell, Craft Epic Magic Arms and 
Armor, Craft Epic Rod, Craft Epic Staff, Craft Epic 
Wondrous Item, Efficient Item Creation 
Enhance Spell, Epic Spell Focus 
Epic Spell Penetration, Epic Spell 
fisting, Forge Epic Ring, Ignore 
Material Components, Improved 
Combat Casting, Improved 
Heighten Spell, Improved Meta 
Magic, Improved Spell Capacity 
Intensify Spell, Master Staff, Master 
Wand, Multispell, Permanent Ema 
ation, Polyglot, Scribe Epic 
Scroll, Spell Knowledge, Spell 
Stowaway, Spell Opportunity, Spontaneous Spell, Tena 
lous Magic 
In addition to ће feats on this list, the loremaster can 
selecta loremaster secret instead of a bonus feat 


Taste 1-19: THE Epic LOREMASTER 
Loremaster 
Level 


Special 


Bonus feat 
lath 
Ish 
16h 
Ym 
18th 
20th 


Bonus feat 


EPIC SHADOWDANCER 

While the epic assassin uses the shadows, the epic 
shadowdancer becomes the shadows, indistinguishable 

from the dı 
Your best bet is to focus on stealth and defense with 
feats such as Legendary Dodge, Spell Resistance, Self 
Epic Skill Focus, leaving combat for 
the less subtle. However, Blinding Speed 
and Improved Combat Reflexes make you 
a formidable opponent 
Dexterity is а shadowdancer's 


kness cloaking her 
Concealment, а 


best choice for ability increases, 

though Strength and Constitution 
can be useful, too 

Other Options: Other 

Epic Skill Focus feats might 

be appropriate, based on your 

skill selection. Epic Prowess. 

can help in combat, and if 

you started out as a rogue, 

Improved Sneak Attack 

makes an attractive choice 

Also, consult the epic 

paths for your other class 
or classes for alternative 
options 
Hit Die: ds. 

Skill Points at Each Addi 
tional Level: 6 + Int modifier 
Uncanny Dodge: The shadow 

dancer's uncanny dodge bonus on 
saves against traps doesn't increase 
after 10th level, because it shows no 
pattern during her normal ten-level 
progression 

Summon Shadow: Every three 

bh, and so оп), the shadowdancer 
an additional shadow and adds «2 Hit Dice 
and the requisite base attack and base save bonus 
increases) to all her shadow companions. 

Shadow Jump: The total distance of a shadowdancers 
shadow jump doubles every two levels after 10th (12th, 
14th, and so on 

Bonus Feats: The epic shadowdancer gains a bonus 

rom the list of epic shadowdancer feats) 
ee levels after 20th 


levels after och (12th, 


feat (selected 


Taste 1-20: THe Epic SHaDOWDANCER 
Shadowdancer 


does rot increase after 20th level. Instead, each time the 


s sion achieves a new level, he gains 34 power points 
Level Special P res ane LI power р, 

лїї 26 Psicrystal: The psion's psicrystal continues tà 
12th Summon shadow (four of 8 HD each increase in power. Every two levels after 20th (22nd 


shadow jump (320 f.) 24th, 26th, and so on), the psicrystal’s hardness and 
13th Bonus fat Intelligence each increase by +1, The psicrystals power 
Ja Shadow jmp (640) — resistance is equal to the masters level + 5, 
пав рттар Bonus Feats: The epic psion gains а bonus feat 
Da = selected from the list of epic psion feats) every three 
TR ‘Summon shadow levels after 20th, 
shadow jump (2.560 f.) Я us Feat Lis Augmented Alchemy, Ашо 
э Bonus fet matic Quicken Spell, Automatic Silent Spell, Automa 
20 Shadow jump (5.120 ft) û Still Spell, Combat Casting, Craft 
ЎЎ Epic Magic Arms and Armor 
Epic Shadowiancer Bonus Feat Lit: Blinding gf Ê Craft Epic Rod, Craft Epic Stal 
Speed, Dexterous Fortitude, Dexterous Will, ^ e Craft Epic Wondrous Item, Efficien 
Epic Dodge, Epic Skill Focus, Epic Speed gy Item Creation, Enhance Spell, Ері 
Exceptional Deflection, Improved Combat Ў Spell Focus, Epic Spell Penetration, 
Reflexes, Improved Darkvision, Improved Epic Spellcasting, Familiar Spell 


Whirlwind Attack, Infinite Deflection, е Epic Ring, Ignore Material 
Legendary Leaper, Reflect Arrows, Self Components, Improved Combat 
Concealment, Spellcasting Harrier, Supe : Casting, Improved Heighten 
rior Initiative S Spell, Improved Metamagic 


Improved Manifestation, Inten 
EPIC PSIONICS sify Spell, Multispell, Permanent 


The Prionicy Handbook has information оп Jf Emanation, Scribe Epic Scroll 
creating and playing psionic characters. 3 Spell Focus, Spell Knowledge 
you have the Ponts Handbook, use the fol Spell Mastery, Spell Penetration 
lowing epic progressions for the psion and Spell Stowaway, Spell Opportunity 


psychic warrior. Spontaneous Spell, Tenacious Magic 
In addition to the feats on this 


Epic Psion list, the psion may select any ite 
The epic psion has evolved his inborn creation feat or metapsionic feat 
mental abilities, achieving mental not listed here. For example, a feat 
mastery of lesser mentalities. Bur the called Craft Epic Crystal Capac 
path of the mind beckons still tor, which does not appea 

Asa psion, you are a specialist in 2 this book but which might 
one of six disciplines, but no eventually be published ot 


matter which discipline ЎЎ developed by the DM, 
you follow, youll want to could conceivably allow a 
enhance your manifest psion to create a crystal capac 


ing ability through Im itor with higher power point 
proved Manifestation, as 3 storage limits, 

well as psionic versions As noted in the Epic Feats 
of Epic Spellcasting, “ section later in this chapter, psions learn 


Spell Knowledge, and metamagic feats psionically flavored’ versions of feats, as appropriate 

Dont forget to continue to improve your key ability 
score, which provides power points, increased DCs to TABLE 1-2 
avoid your psionic powers, and all the usual benefits of a 


wt Epic Psion 


ий Special 
high score ma 
Other Options: If you favor powers that require HA — — 
ranged attacks, think about Epic Weapon Focus (ray). Фазлан Banus eat 
Energy Resistance is also likely to be useful E 
Hit Die: ds Bo. 
Sl Points at Each Additional Level: i f 9 
Powers: The psion’s manifester level is equal to his — 29 — anus fest 


class level. The psion’s number of power points per day — gom — — 


Epic Psychic Warrior Spells: The psychic warriors caster level is equal to 


You are a meld of mental and martial prowess. All fear her class level. The psychic warriors number of power 
your psionically enhanced blade points per day does not increase after 20th level. The 

Asa warrior, you should divide your efforts. psychic warrior does not learn additional powers. 
between improving your offensive po- unless she selects the Spell Knowledge feat 


tency (Epic Weapon Focus, Overwhelm though in psionic parlance, the feat would be 

ing Critical and Devastating Critical 7. called Power Knowledge. 

and defensive prowess (Epic Bonus Feats: The epic psychic war 
Toughness and Fast Healing fior gains a bonus feat (selected from the 
Improve your Strength with _ list of epic psychic warrior bonus 

most ability increases, but occa р feats) at 21st level and every 

sionally boost Dexterity and three levels thereafter 


Constitution. Epic Psychic Warrior Bonus Feat 
Other Options: So List: Armor Skin, Combat Archery, 
your psionic skills do not Damage Reduction, Devastating 
languish, consider taking ' Critica, Dire Charge, Distant Shot 

ew more Inner Strength | „ % Epic Endurance, Epic Leadership, 
feats (from the Psionis Epic Prowess, Epic Toughness 
Handbook to really pump Ф Epic Weapon Focus, Epic Weapon 
їр your power point re Specialization, Exceptional Deflec 


serve. Ifyou prefer thrown. tion, Improved Combat Reflexes, Im. 
weapons to archery, try > proved Stunning Fist, Improved Mani 
Storm of Throws. Distant festation, Improved Whirlwind Attack, 
Shot works equally well Infinite Deflection, Instant Reload, 
With any ranged weapon. Legendary Commander, Legendary 
Hit Die: ds. Rider, Legendary Wrestler, Over 
Skill Points at Each Addi whelming Critical, Penetrate Damage 
tional Level: 2 + Int modifier | Î Reduction, Perfect Two-Weapon Fight. 
Mane 1-22: THe Epic Psvenic Wannion анк пара ци 
ША ‘orm of Throws, Superior Initia 
an Special tive, Swarm of Arrows, Two-Weapon 
as Bonus feat Rend, Uncanny Accuracy 
2nd In addition to the feats on 


эч = this list, the psychic warrior 
ah Bonus feat р 


c m ghter ог psychic warrior 

E as a fighter or psychic warrio 
== bonus feat but not listed here 

c3 —— As noted inthe Epic Feats section later in this chapter 

эк = psychic warriors learn "psionically flavored! versions of 

p onus fet feats as appropriate 


CREATING CHARACTERS ABOVE 20TH LEVE Taste 1-23: STARTING EQUIPMENT FoR PCS ABOVE 
When creating a character above 20th level, use Table 1-23; 20TM LeveL 


Süring Equipment for PCs above 20th Level to assign a value Character Character 
forthe character’ starting gear. Level Level ‘Wealth 
For game play purposes, your ОМ might wish to rule that EI EI —: T 
fes cited character can select any singe tem that repre. 2288 METÀ 
ers more than 25% ofthat characters staring wealth. and 2a каше 
йо ore than three йет worth more than 10% of his starting а 3m 790000050 
yel. Thus, a newly created 22ndlevel character couldn't — 26 36th 820000082 
have ary single tem worth more than 400,000 gp and could {ЛН 3h 00000 gp 
ave no nore than three items worth more than 120,000 gp. 28h зан 11000000 gp 
This prevents characters from loading up with a few ultra. 2 3» — 1230000015 
fowelitems (which probably isn't а very realistic picture of ЮК Ah 13.600000 gp 


the average character). Of course, this doesn’t apply to char 
Aces who reach that level through normal play 


NEW EPIC PRESTIGE 


‘There are prestige classes, and then there are truly pres- 
tigious classes—epic prestige classes, to be exact. These 
are classes that characters cannot pursue until they 
have already become epic characters in some other 
fashion. Characters add levels of epic prestige classes 
using the same rules as when muleiclassing into a new 
character class at epic levels. In other words, base save 
and attack bonus progressions are replaced by epic save 
and attack bonus progressions. As with other epic 
classes, you can take as many levels in an epic prestige 
class as you desire. 


GENT RETRIEVER 

Finding items, especially long-lost ones, is an agent 
retriever’ specialty, A member of this class has a knack 
for hunting down unique and valuable items, unrelent 
ingly following every clue, every whispered rumor, and 
every trail, no matter how cold, until the object (or 
person) isin hand. He isthe ultimate bounty hunter, able 
to move among the planes in his quest. 

Although a d set of skills paves the way to 
becoming an agent retriever, several classes exhibit the 
talents needed to excel at this endeavor. Rangers, bards, 
and rogues most commonly take this epic prestige class, 
but spellcasters, especially those with scrying capabilities, 
also make good agent retrievers, Other classes rarely 
become agent retrievers, 

While many agent retrievers function independently, 
working for hire on a freelance basis, most work with the 
Gleaners (see Chapter 6), an organization that trains 
them in their unique abilities. 

Hit Die: do 


Requirements 
To qualify to become an agent retriever, a character must 
fulfill all the following criteria. 


BEHIND THE CURTAIN: BUILDING AN EPIC 
PROGRESSION 
Even though the classes are relatively balanced at levels Ist 


through 20th, simply continuing normal progression after 20th 
level would severely unbalance the classes. That's because not 
ail class features continue to accumulate after 20h level. For 
example, many of the monk's special abilities are gained only 
ata certain level and never improve afer that point. 

Thats why every class gets a bonus feat progression in add 
tion to the class features that accumulate. For some casses, 


such as the fighter, this borus feat progression is essentially t 
only class feature available at epic levels, зо tis very rapid at one 
feat every other level. For other classes, such as the monk or 
rogue, this feat progression is only one of several class features, 
so itis much slower at only опе feat every four levels 


Alignment: Any lawful 
Skills: Gather Information 24 ranks, Knowledge (the 
planes) 15 ranks 

Feats: Track 


Class Skills 
The agent retrievers class skills (and the key ability for 


each skill) are Appraise (Int), Decipher 
Diplomacy (Cha), Forgery (Int 
Cha), Intuit Direction (Wis), Knowledge (arcana 
Int), Knowledge (geography) (Int), Knowledge (his. 
tory) (Int), Knowledge (local) (Int), Knowledge (the 
planes) (Int), Listen (Wis), Search (Int), and Spot 
Wis), See Chapter 4: Skills in tbe Players Handbook for 
skill descriptions. 


cript (Int), 
her Information 


Skill Points at Each Level: 6 + Int modifier, 


Class Features 
The following are class features of the agent retriever 
prestige class 

Weapon and Armor Proficiency: An agent retriever 
gains no proficiency with any weapons, armor, or shield 
Spells per Day/Spells Known: At each agent 
retriever level, the character gains new spells per day 
and spells known, if applicable) as if he bad also gained 
level in а spellcasting class to which he belonged before 
adding the prestige class level. 1f already an epic spell 
caster, the character gains only the benefit noted under 
the Spells entry for that epic class He does not, however 
gain any other benefit a character of that class would 
have gained (improved chance of turning o destroying 
undead, metamagic or item creation feats, and so оп), I 
the character had more than one spellcasting class before 
becoming an agent retriever, the player must decide to 
А class to add the new level for the purpose of deter 

ing spells per day. 
‘Uncanny Location (Sp): When a agent retriever spends 
cone day attuning himself to a person or object he is seeking 


If you're creating an epic progression for a class other 
than the ones described in this book, you'll need to compare 
it to the classes here to assign an appropriate bonus feat 
progression. For example, f your class has essentially no 
class features (or a few very weak features) after 20th level, 
it's probably similar to the fighter. Thus, you might assign it 
а bonus feat progression of one feat per two levels, A class 
with plenty of features (or extremely powerful features) after 
20th level might have a bonus feat progression of one feat 
per four or even five levels 

The size of the bonus epic feats list is also significant, but 
larger list (such as the druid's) is worth more than a smaller 
ist (such as the arcane archer’) 


s important as the rate a class gains bonus feats. A 


(speaking with others who knew the person or object. 
examining items that belonged to that person or written 
descriptions of the object, researching histories, or the 
like) he automatically determines that person’ ог items 
lation as the dicem location spell Once he has established 
asense ofthe location, the agent retriever can maintain this 
tneanny link even if the target moves, ur only so long as 
he hunts down this person or item to rhe exclusion of all 
ber pursuits If he ever turns aside to undertake a second 
quis, the uncanny location ends, and the agent retriever 
т spend another day to reattune himself to the target 
Tracking Bonus (Ex): The agent retriever develops a 
leen sense of the path his quarry is likely to take and a 
beter understanding of how that quarry will attempt to 
shake pursuit, This keen sense gives the agent retriever a 
‘10insight bonus on Wilderness Lore checks to track the 
(фитту. This bonus increases by +10 every five levels 
thereafter (+20 at 6th level, +30 at 11th level, +40 at 16th 
level and so on). 
| Hane hift (Sp): The agent retriever can use plane shift as 
B Mlrlevel caster once per day starting at 2nd level, pl 
[one additional time per day every five levels the 
[Rh 12th, 17th, and so or 
Fine Sphere (Sp): Without the ability to capture a target, 
Ming i does no good. Gleaner training allows the agent 
evever to call forth a force sphere. The agent retriever ean 
етүп to enclose any creature or object he can see within 
feet The target is allowed a Reflex saving throw (DC 20 
#1/2 the class level of the agent retriever + the agent 
мече Dexterity modifier). Those who fail are then 
encapsulated in a sphere of force with a radius of up to 
S0fee(the sphere is only as large as it needs to be, up to 
Î maximum radius). Those trapped inside cannot escape 
[pet with methods that can bypass or destroy a wall of 
be The sphere persists as long as the agent retriever 


desires, up to a maximum of seven days. A captured target 
does not count toward the capacity of the agent retrievers 
plane shift ability, and the agent retriever can plane shift 
with the target despite the presence of the force sphere 

The agent retriever can use this power once per day at 
3rd level, plus one additional time per day every five 
levels thereafter (8th, 13th, and so on 

Ethereal Jaunt (Sp): The agent retriever can use cher 
jaunt эз а 14th-level caster once per day at 4th level, plus 
one additional time per day 
sth, 14th, 19th, and so on) 

Bonus Feats: The agent retriever 
sth level and an additional bonus feat every five levels 
thereafter (10th, 15th, 20th, and so on). These bonus feats 
must be selected from the following list: Epic Endurance, 
Epic Prowess, Epic Speed, Epic Toughness, Epic Weapon 
Focus, Fast Healing, Improved Combat Casting, 
Improved Spell Capacity, Legendary Climber, Legendary 
Rider, Legendary Tracker, Perfect Health, Permanent 
Emanation, Spontaneous Spell, Storm of Throws, Swarm 
of Arrows, and Uncanny Accuracy 


very five levels thereafter 


ts a bonus feat at 


Тави 1-24: THe Acer RevRiEvER 
‘Agent 
Retriever 
Level 
ist 


spe 
LT" 
tracking bonus +10 
кои: 
‘Bonus feat 
EU 
Ке 


Spells per Day 
+1 level of existing class 


2nd 
3rd 
[3 


+1 level of existing class 
+1 level of existing class 
* level of exsting а 

+1 level of existing cl 

71 level of existing class 
#1 level of existing dass 
+1 level of existing class 
‘level of existing dass 
=1 level of existing class 


uu . 


EPIC CHARACTERS IN THE Кокс 
CAMPAIGN SETTING 

The Forcorran REALMS Campaign Setting presents basic rules 
for characters above 20th level. While those basic rules 
formed a starting point for the rules in this book, characters 
Created using the material in that book won't match charac 
Jer created with the Epic Level Handbook. If you are using 
Buch Forcorren Riauus characters in your campaign, feel free 
lo change their abilities to take full advantage of the new rules 
presented here (particularly the epic feats) 

If you don't want to change the characters, that's fine too. 
The characters adhere closely enough to these rules that you 
‘shouldn't have problems. If they e only interacting with other 
шае of 21st level or higher who were also created using 
those basic rules, they'll be relatively balanced against one 
another 

Updated versions of the epic characters in the F 
Reais Compaign Setting are presented in Appendix 1 ofthis 
Book Youll also find bonus Gaeynawx campaign setting NPCs 
If renowm in Appendix 2 of this book 


TEN REALMS 


MONSTERS AS EPIC CHARACTERS 
As first introduced in the FORGOTTEN Ве мз Compoign Setting 
(and discussed in detail in Sovoge Species), the effective char 
acter level (ECL) of any creature more powerful than the stan. 
dard races in the Player's Handbook is equal to the creature's 
Hit Dice and class levels (Ғапу) plus Its level adjustment, This 
replaces the rule in the Monster Manual that states that a crea 
ture's "monster level is equal to its Hit Dice. 

Regardless of its ECL, a monster with class levels uses the 
base attack bonus and base save bonus progressions of its 
class (rather than the progression shown on Table 1-1) until it 
has 20 character levels. Beginning with its 21st character level 
it uses the progressions shown on Table 1-1 

In any other place in this book where "character level" is 
indicated, you can use effective character level instead. For 
example, a creature with a level adjustment of +5 who is also a 
Titivlevel Sghter Md-level blackguard is ECL 21 and eligible to 
select an epic feat provided he meets the prerequisites. 

Savage Species has level adjustments for most monsters in 
the Monster Manual. Use these modifiers to estimate appro: 
priate modifiers for other nonstandard PC races that you might 
choose to include. 


COSMIC DESCRYER. 
‘The cosmic descryer is interested in the infinite variety 
of the planes and fascinated by the different layers of the 
multiverse. She uses experimentation ro grow knowl 
edgeable in the whirl and gyre of the cosmos developing 
an extraordinary affinity forall things planar. Further 
more, she derives power from that fundamental under- 
standing. She is particularly adept in the summoning 
arts, able to call and command the most powerful out 
siders known. She can travel to other planes with ease. 
adapting herself to those otherworldly environments no 
matter how alien. 
spelicasters are the only classes eligible to 
become cosmic descryers. But most spellcasters, whether 
divine or arcane in nature, can eventually advance into 
this epic prestige class 

The cosmic descryer can serve a variety of capacities in 
an ongoing campaign. She isa useful part of an adventur. 
ing group that travels to different planes of existence or 
that has frequent need of an outsider' help. Even if she 
doesnt travel very often, a cosmic descryer can help. 
anyone who seeks knowledge through scrying or com- 
munication with outsiders. The Gleaners employ cosmic 
descryers, as does the Planar Cartographic Society (see 
Chapter б). 

Hit Die: d. 


Requirements 
‘To qualify to become a cosmic descryer, a character must 
fulfil ll the following criteria 
Skills: Knowledge (the planes) 24 ranks 
Feats: Spell Focus (Conjuration 
Epic Feats: Energy Resistance 
Spells: Ability to cast gate and any planar ally spell 
Special: Must have previously traveled to any other 

plane of existence 


Class Skills 

The cosmic descryers class skills (and the key ability for 
each skill) are Alchemy (Int), Bluff (Cha), Concentration 
(Con), Craft (Int), Diplomacy (Cha), Knowledge (arcana) 
(nt), Knowledge (religion) (Int), Knowledge (the planes) 
(Int) Profession (Wis), Sery (Int), Sense Motive (Wis) 
and Spelleraft (Int). See Chapter 4: Skills in the Players 
Handbook for skill descriptions. 


Skill Points at Each Level: 2 + Int modifier 


Class Features 
The following are class features of the cosmic descryer 
prestige class. 
Weapon and Armor Proficiency: A cosmic descryer 
gains no proficiency with any weapons, armor, or shields 
Spells per Day/Spells Known: At every other 
cosmic descryer level, the character gains new spells 
per day (and spells known, if applicable) as if she had 
also gained a level in = spellcasting class to which she 
belonged before adding the prestige class level. If 


already an epic spellcaster, the character gains only the 
benefit nored under the Spells entry for that epic class 

She does not, however, gain any other benefit a charac 
ter of that class would have gained (improved chance o 
turning or destroying undead, metamagic or item cre 
ation feats, and so on), If the character had more thay 
one spellcasting class before becoming a cosmic 
descryer, the player must decide to which class to adi 
the new level for the purpose of determining spell 
per day. 

Superior Planar Summoning (Ex): Beginning a! 
1st level, the cosmic deseryer can increase the power of 
any of the following spells—elemental swarm, gate, great 
planar ally, greater planar binding, summon monster 1X, o 
summon matures ally IX—to affect or summon outsiders 
of 4 Ни Dice higher than the spells normal limit of 
conjure creatures with 4 Hit Dice of advancement 
Thus, greater planar binding summons an outsider of 28 
HD rather than just 24 HD. Every four levels thereafter 
the cosmic descryer can increase the number of exti 
Hit Dice by 4. 

Naturalization (Ex): Starting at 2nd level, the cosmic 
descryer develops a natural affinity for one plane that she 
has visited, becoming resistant to any spells and spell ike 
effects that would normally affect any creature not native 
to that plane (such as banishment) Every two levels the 
after, the cosmic descryer gains naturalization to one 
additional plane (two planes at 4th, three planes at 6th 
four planes at sth, and so on). 

Enduring Gate (Su): Starting at 3rd level, as a full 
round action, the cosmic descryer can make any casting 
of the gate spell remain for a full day, rather than disap 
pearing after 1 round per caster level. Every three level 
thereafter, the cosmic deseryer can increase the duration 
of gteby one additional day (two days at th, three daysat 
3th, four days at 12th, and so on 

Bonus Feat (Ex): The cosmic descryer gains a bons 
feat at sth level and an additional bonus feat every five 
levels thereafter (10th, 15th, 20th, and so on), These 
bonus feats must be selected from the following list 
Augmented Alchemy, Automatic Quicken Spell, Auto 
matic Silent Spell, Automatic Still Spell, Combat Cast. 

ig, Craft Epic Magic Arms and Armor, Craft Epic Rod 
Craft Epic Staff, Craft Epic Wondrous Item, Efficient 
Item Creation, Enhance Spell, Epic Spell Focus, Epic 
Spell Penetration, Epic Spellcasting, Familiar Spell, Forge 
Epic Ring, Ignore Material Components, Improved 
Combat Casting, Improved Heighten Spell, Improved! 
Metamagic, Improved Spell Capacity, Intensify Spell 
Multispell, Permanent Emanation, Scribe Epic Scroll 
Spell Focus, Spell Knowledge, Spell Mastery, Spell 
Opportunity Spell Penetration, Spell Stowaway, Sponte 
neous Spell, Tenacious Magic. 

Cosmic Connection (Su): At 7th level, the cosmic 
descryer may join with the massive energy of the mult 
verse once per day plusone additional time per day every 
five levels thereafter (12th, 17th, 22nd, and so on). The 
cosmic descryer can remain connected for a number of 


minutes equal to her class level. The cosmic connection is 
atranscendent experience for the devotee, and she is 
Vonsfigured by i 

While connected, she is immune to critical hits, is a 
tative on any plane she visits, and can use dimension door 
at will as a 20th-level caster. Using her exceptional 
Knowledge, the cosmic descryer can draw off excess 
energy from the multiverse itself to increase her effective 
faster level or enhance any attack roll, saving throw, skill 
theck or ability check. Drawing off excess energy from 
the multiverse is dangerous, and it deals the cosmic 
descryer 5 points of damage for each «1 bonus applied to 
Asingle roll or +1 caster level on a single spell. For 
Instance a cosmic descryer could add a +5 bonus on her 
next attack roll or saving throw, but in doing so she takes 
25 points of damage 
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VINE EMISSARY 

Deities have need of powerful servants, many of whom 

re epic clerics, paladins, and other characters. Some 

pods also have special, handpicked agents who speak 

lh their authority. However, the same deities may 

hoe a single proxy through whom a little of their 
power flows 

Called divine emissaries, these characters are second to 
in the gods favor. They act with that gods full bless 

and some of its divine power. Divine emissaries who 
se their powers (in the eyes of the deity) may be 
ped of them, 

Divine emissaries are often instruments of war, and 
ladins and blackguards are often chosen to serve 
tole, However, some deities also choose clerics 
te being the highest representative of a deity, a 

emissary usually travels with comrades who sup- 
ent the emissary’ strength. 


When a deity gives an important decree to mortals, 
lesser agents often serve as that дейуз voice, But when a 
god needs to back up its decrees with force, a divin 
sary has a new mission. 

Hit Die: d10. 


To become a divine emissary the character must fulfill all 
the following criteria. 

Base Attack Bonus: +23 

Feats: Weapon Focus (deity favored weapon) 

Epic Feat: Great Smiting 

Skills: Knowledge (religion) 10 ranks. 

Special: Must have a patron deity: Furthermore, the 
potential divine emissary must complete some quest 
that furthers his deitys goals so much that it impresses 
the deity If the deity has no other divine emissary (or is 
willing to oust the current divine emissary), the god 
may choose the character. The DM makes this choice, 


The divine emissary s class skills (and the key ability for 
each) are: Concentration (Con), Craft (Int), Diplomacy 
(Cha), Disguise (Cha), Gather Information (Cha), Heal 
Wis), Intimidate (Cha), Knowledge (religion) (Int 
Profession (Wis), Search (Int), Sense Motive (Wis 
Spelleraft (Int), Spot (Wis), and Use Magic Device 
Cha). See Chapter 4: Skills in the Players Handbook for 
shill descriptions. 


Skill Points at Each Level: 4 + Int modifier 


All the following are features of the divine emissary pres 


tige class. 

Spells per Day/Spells Known: At each divine emis 
sary level, the character gains new spells per day (and 
spells known, if applicable) as if he had also gained a level 
in a spellcasting class to which he belonged before 
adding the prestige class level. If already an epic spell: 
caster, the character gains only the benefit noted under. 
the Spells entry for that epic class. He does not, however, 
gain any other benefit a character of that class would 
have gained (improved chance of turning or destroying 
undead, metamagic or item creation feats, and so on). If 
the character had more than one spellcasting class before 
becoming a divine emissary, the player must decide to 
which class ro add the new level for the purpose of deter 
mining spells per day 

Special Mount: If he has one, the divine emissary's 
special mount continues to increase in power. Every five 
levels after 1st (6th, 11th, 16th, and so оп), the special 
mount gains +2 bonus Hit Dice, its natural armor 
increases by +2, its Strength ad 
and its Intelligence increases by +1. The mounts spell 
resistance equals the divine emissary’ class level + the 
class level that provided the special mount + 5. 


istment increases by +1 


Granted Domain (Ex): A divine emissary gains 


access to one of his deitys domains, as well asthe рр 


granted power of that domain. The extra domain (md 7 
expands а paladins selection of spells, bur he does поп st 
gain the ability to cast higher-level spells than he oth- — 2nd 
erwise could. Clerics gain an additional domain bur — "did 
otherwise use the rules for preparing spells from their М 
domains normally ps 

Divine Inspiration (Sp): A divine emissary gains a +2 Sy 
luck bonus on his attack and damage rolls for 10 — am 
rounds, once per day at 1st level, plus one additional 93th 
time per day every three levels thereafter (4th, 7th, om 


11th, and so on 
Extra Smite (Su): A divine emissary can use his 
smite ability two extra times per day, plus one addi 
tional time per day every three levels thereafter (sth, 
Sth, Luth, and so on). To determine the damage with 
any smite attack, a divine emissary adds together his. 
divine emissary levels and class levels that originally 
conferred the smite ability 
Greater Planar Ally (Sp): The emissary can call a greater 
planar ally (as the spell) once per day at 3rd level, plus one 
additional time per day every ten levels thereafter (13th, 
23rd, 33rd, and so on). The ally does not request a return 
favor when a divine emissary uses this ability 
Bonus Feats: The divine emissary gains а А 
bonus feat at 5th level and an additional bo: 
feat every ten levels thereafter (15th, 25th 
35th and so on). These bonus feats must be 
selected from the following list: Armor 
Skin, Devastating Critical, Epic Leader 
ship, Epic Prowess, Epic Rej 
tion, Epic Toughness, Epic 
Weapon Focus, Great Smiting, 
Holy Strike, Improved Aura 
of Courage, Improved Сопу 
bat Casting, Improved Spell 
Capacity, Legendary Com- 
mander, Legendary Rider, 
Overwhelming Critical, Per 
fect Health, Permanent E 
nation, Planar Turning, Posi 
tive Energy Aura, Spectral 
Strike, Spontaneous Spell. 
Widen Aura of Courage. 
Divine Hand (Su): Some 
times the divine emissary 
feels the touch of his deity 
Asa free action, the emis 
sary gains a «20 sacred (or 
profane if appropriate) bonus 
on his next melee or ranged 
attack roll, as long as the attack is made 
with the deity’s favored weapon. The emis 
sary can use divine hand once per day at 
9th level, plus one additional time per day 
every ten levels thereafter (19th, 29th, Ё 
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Special 

Divine inspiration 1/day granted domain 
Extra smite 2/дгу 
Greater planar ally 1/day 
Divine inspiration 2/day 
Extra smite 3/day 
Bonus feat 

Divine inspiration 3/day 
Extra smite 4/day 
Divine hand 1/day 
Divine inspiration 4/day 


EPIC INFILTRATOR 
The epic infilerator is an agent of espionage, an under- 
cover operative, and sometimes a sabot 
plant in the enemy's forces, going incognito to retrieve 
plans or steal a valuable it 
pretending to be someone other than he is, convincing 
everyone around him through disguises and an 

uncanny ability to tell р 
He may use special equipment to aid him in his mis 
sion, but his most 


г. He is the 


He excels at 


ple what they want to hear 


nportant tool is his own ability to 
tight spot. His grace under pressure helps 
information he needs to succeed without 


getting caught. 
Rogues and bards are best suited for be 
infiltrators, but 

also work well undercover: Other classes turn to 
spionage less 


coming epic 
ghters, wizards, and sorcerers 


ten. Barbarians, druids, and 
paladins do not usually work well as spi 

except in very unusual circumstances 

Epic infiltrators often work 

for governments or powerful 

merchant lords. Sometimes 

they accept short-term, one 

shot missions, but often they 

engage in long-term infiltra 

tion operations. Many epic 

infiltrators operate freelance 

taking contracts through a 

third party. Occasionally, an 

epic infiltrator may be found as 

part of an adventuring group, 

putting his talents to use asa 

The Regulators have 

с infiltrators among 

ranks, and the Gleanets, 

the Garrote, and the Godkissed all 

‘employ them from time to time (see 

Chapter 6). 
Hit Die: dé. 


quirements 
To qualify to become an epic 
infltrator,a character must ful 
fill all the following criteria 


Alignment: Any nonchaotic 


Skills: Bluff 24 ranks, Diplomacy 10 ranks, Disguise 24 
Tis Read Lips 10 ranks 

Feats: Alertness. 

Epic Feat: Polyglot. 

Special: Must have successfully spent one month 
hing the Disguise skill to pose as someone else 


The epic infltrator class skills (and the key ability for 
tach skill) are Apr Balance (Dex), Bluff 
(Cha), Climb (Str), Craft (Int), Decipher Script (Int 
Diplomacy (Cha), Disable Device (Int), Disguise (Cha) 
Баре Artist (Dex), Forgery (Int), Gather Information 
(Cha), Hide (Dex), Innuendo (Wis), Intimidate (Cha 
Jump (Str), Listen (Wis), Move Silently (Dex), Open 
Tock (Dex), Pick Pocket (Dex), Profession (Wis), Read 
Lips (Int), Scry (Int), Sense Motive (Wis), and Spot 
(Vi) See Chapter 4: Skills in the Players Handbook for 
Akl descriptions. 


Skill Points at Each Level: 8 + Int modifier. 


he following are class f 
рте class 

Weapon and Armor Proficiency: An epic infiltrator 
[proficient with all simple and martial weapons, all 
anon shields 

Improved Cover Identity (Ex/Su): At tst level, an 


tures of the epic infiltrator 


pic inftraor establishes three specific cover ident: 


Hes plus one additional cover identity every four levels 
bereft (Sth, 9th, 13th, and so on), An epic infiltrator 
Bt work must keep his true identity secret, so he pre 
nds co be a merchant, a stable boy, or an innkeeper, or 
Possibly a fighter, a low-level wizard, or some other 
class A cover identity allays others’ suspicions and 
Heads opponents to underestimate the epic infiltrator 
ini itis to ше. 
hile operating in a cover identity, the epic infira 
or gains a +4 circumstance bonus on Disguise checks 
#2 circumstance bonus on Bluff and Gather Infor. 
lon checks 
When the еріс infiltrator has the option of adding a 
cover identity he may instead work on further per 
pa cover identity already possessed. An improved 
Mentiy grants a +6 circumstance bonus on Dis: 
file checks and a +4 circumstance bonus on Bluff and 
her Information checks while operating in that iden. 
‘Aspectic cover identity may be improved again and 
Bin eich time adding +2 to the bonuses. 
"The web of different cover identities inside the epic 
Ifltaors mind makes it impossible to detect his align 
ent with any form of divination. This ability functions 
y ike an undetectable alignment spell, except that it is 
tive as a supernatural ability: Only divinations 
confounded; spells that function only against certain 
леп, such as protection from esl and holy mit, affect 
epicinflator normally 


Should the epic infiltrator wish to "retire" a cov 
identity and develop a new one, he must spend one 
week rigorously practicing subtle vocal intonations and 
body language before he earns the bonuses. Cover iden 
tities do not in themselves provide the epic infilrrator 
with additional skills, proficiencies, or class features 
that others might expect of the pretended professions; 
however, a successful Bluff check at the right time is 
enough to deter suspicion. 

The epic infiltrator can switch cover identities ог 
don a disguise using the Disguise skill in 1d3 minutes 
He can also put on or take off armor in one-half the 
normal time 

Sneak Attack: If an epic infilteator can catch an 
opponent when she is unable to defend herself effe 
tively from his attack, he can strike a vital spor for 
extra damage. Basically, any time the epic infiltrators 
target would be denied her Dexterity bonus to AC 

whether she actually has а Dexterity bonus or not), 
the epic infiltrator's attack deals +146 points of 
damage. This extra damage increases by +146 points 
every three levels (+246 at sth level, +3d6 at 8th level, 
+46 и 11th level, and so оп). Should the epic infiltrator 
score a critical hit with a sneak attack, this extra dama 
is not multiplied. 

It takes precision and penetration to hit а vital spot, so 
ranged attacks can only count as sneak attacks if the 
target is 30 feet away or less. 

With a sap or an unarmed strike, the epic infilrator 
can make a sneak attack that deals subdual damage 
instead of normal damage. He cannot use a weapon that 
deals normal damage to deal subdual damage in 
attack, not even with the usual -4 penalty, because he 
must make optimal use of his weapon in order to execute 
the sneak attack. 

An epic infltrator can only sneak attack living crea 

ible anatomies: 
oozes, plants, and incorporeal creatures lack vital are 
to attack. Additionally, any creature immune to critical 
hits is similarly immune to sneak attacks. Also, the epic 
infiltrator must also be able to see the target we 
enough to pick out a vital spot and must be able to 
reach a vital spor. The epic infiltrator cannot sneak 
attack while striking at a creature with concealment or 
by striking the limbs of a creature whose vitals are 
beyond reach 

If an epic infiltrator gets a sneak attack bonus from 
another source (such as rogue levels), the bonuses to 
damage stack. 

Specialist Training (Ex): At 2nd level, the epic infil 
trator gains the benefit of focusing his craft on a partic 
ular type of work, specializing in one of the following. 
categories and receiving а +3 bonus on all checks with 
the listed skills. Every three levels thereafter (5th, 8th, 
11th, and so on), the epic infiltrator gains specialist 
training again. He may select the same category more 
than once. 

ncealment: Bluff, Disguise, Forgery, and Innuendo, 


sneak 


tures with disc undead, constructs, 


E 

Pocket. 

Espionage: Listen, Read Lips, Search, and Spot 
Interaction: Diplomacy, Gather Information, lntimidate, 
and Sense Motive 
Read Thoughts (Su): Beginning at 3rd level, the epic 
infiltator can "hear" the surface thoughts, once per day 
of any single target he selects. Every four levels thereafter 
(7th, 11th, 15th, and so on), the epic infilrrator can рег 
form this ability one additional time per day This ability 
functions as the detect thoughts spell cast by a 15th-level 
caster, except that it targets a single mind. 
Far Senses (Su): Starting at 4th level, the epic infilera 
tor can extend his vision or hearing into an area beyond 
his normal range, once per day, to a distance of 20 feet 
plus an additional 20 feet per epic infiltrator level. The 
epic infilrrator must have personally visited the physical 
location earlier to use far senses on it. Barriers do not 
impede far senses, and low-light vision or darkvision 
function normally if the epic infiltrator has one or both 
of those abilities. Far senses can also apply to the epic 
infiltrators read thoughts ability. Every two levels 
beyond sth (6th, th, 10th, and so on), the epic infiltrator 
can perform this ability one additional time per day. This 
ability functions as the clinmudicnze/dainoyance spell cast 
by a 1sth-level caster, except for the limit on range, the 
need to know the locale beforehand, and the ability to 
use the read thoughts ability. 

Mind Blank (Sp): At 5rd level, the epic infiltrator can 
become immune to all mind-affecting spells and divin 
tions by rigorously silencing his mind once per day, plus 
one additional time per day every eight levels thereafter 

11th, 19th, 27th, and so on). This ability works as the 
mind blank spell cast by a 15th-level caster. 


fuz: Hide, Move Silently, Open Lock, and Pick 
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Special 

1st Improved cover identity (3), sneak attack 146 
2nd Specialist training 

ard Read thoughts 1/day. mind blank 1/day 

am Far senses {day sneak attack «146 

Sth ‘Specialist training, improved cover identity (4) 
Gh Tar senses 2/day 

7h Read thoughts 2/day, sneak attack +346 

am Far senses 3/day, specialist training 

Improved cover identity [5) 

10h Far senses 4/day, sneak attack -4d6 


GUARDIAN PARAMOUNT 

The guardian paramount isan extraondinary bodyguard, a 
protector of others who is skilled in preventing harm to 
his charge. He often places himself in danger, aking the 
bruntof attacks meant for the person he is protecting. He 
displays unparalleled prowess in defending his charge, 
keeping her from harm and returning her to health 
should she be injured. 

Guardian paramounts most often come from the 
ranks of rogues, rogue /fighters, and rogue/clerics. 


Rogue/wizards, sorcerers, and druids rarely answer the 
call to defend, because their martial skills are not up to 
the demands of such work. 

The guardian paramount isa valued member of society 
а mercenary willing to accept the dangers of attack in 
exchange for payment, Most guardian paramounts work 
independently, although some belong to the Order of the 
Shield (see Chapter 6), Iris fairly uncommon to have 4 
guardian paramount as part of an adventuring group, 
although a wizard or a sorcerer may employ one or 
recruit a guardian paramount as a cohort 

Hit Die: dı0. 


Requirements 
To qualify to become a guardian paramount, a character 
must fulfill all the following criteria 
Base Attack Bonus: «15. 
Skills: Spot 13 ranks. 
Feats: Alertness, Lightning Reflexes 
Epic Feats: Blinding Speed, Superior Ini 
Special: Uncanny dodge, evasion. 


ive. 


Class Skills 
The guardian paramount's class skills (and the key 
ability for each skill) are Bluff (Cha), Climb (Str) 
Diplomacy (Cha), Innuendo (Wis), Intimidate (Cha 
Jump (Str), Listen (Wis), Profession (Wis), and Spot 
Wis), See Chapter 4: Skills in the Players Handbook fof 
skill descriptions 


Skill Points at Each Level: 4 + Int modifier. 


Class Featu 


The following are class features of the guard 
mount prestige class 

‘Weapon and Armor Proficiency: A guardian рага 
mount is proficient with all simple and martial weapons, 
all armor, and shields 

Bonus Feats: The guardian paramount gers a bonus 
feat at 1st level and an additional bonus feat every 
three levels thereafter (4th, 7th, 10th and so on). These 
bonus feats must be selected from the following list 
Blinding Speed, Bulwark of Defense, Combat Archery, 
Damage Reduction, Dexterous Fortitude, Dexterous, 
Will, Epic Dodge, Epic Fortitude, Epic Reflexes, Epic 
Reputation, Epic Skill Focus, Epic Speed, Epic Tough’ 
ness, Epic Will, Exceptional Deflection, Fast Healing 
Great Dexterity, Improved Combat Reflexes, Improved 
Sneak Attack, Improved Spell Resistance, Infinite 
Deflection, Legendary Climber, Lingering Damage, 
Mobile Defense, Perfect Health, Reflect Arrows, Self 
Concealment, Sneak Attack of Opportunity, Spell 
casting Harrier, Sup 
Uncanny Accuracy. 

Uncanny Dodge Enabler (Ex): The guardian part 
mount must have the uncanny dodge class feature to 
qualify for the prestige class, so at a minimum the 
guardian paramount has the extraordinary ability to 


n para 


ior Initiative, Trap Sense, and 


Rn his Dexterity bonus to AC (if any) regardless of 
ling caught flat-footed or struck by an invisible 
акі It is possible that the character has higher-level 
ips of the uncanny dodge ability such as a bonus to 
mid traps. Whatever the level of uncanny dodge 
ined by the character, the guardian paramount can 
шег the features of his uncanny dodge ability to 
lle any one creature he designates within 5 feet of 
hin he can designate a creature or change designations 
sa free action once per round). Thus, ifa guardian pare 
Bunt retains his Dexterity bonus to AC when flat 
бай, the designated target retains it as well. The 
Bilin paramount can extend his uncanny dodge abil 
bree times per day at 1st level, plus one additional 
fine per day every three levels thereafter (4th, 7th, 10th 
dd soon) 

Evasive Preceptor (Ex): The guardian paramount 
Bus have the evasion class feature, which allows the 
unter to take no damage from an area attack with a 
pcesful Reflex save, He may also have im 
on though this is not a prerequisite. The character can 
[end evasion or improved evasion to include any one 
future he designates within 5 feet of him. The guardian 
Btanount can extend his evasion ability once per day at 
Bad level, plus one additional time per day every three 
Hes thereafter (sth, 8th, 11th, and so on 

Poleive Aura (Sp); Starting at 3rd level, the guardian 
зошт can use a special form of shield other once per 
lin plus one additional time per day every three levels 

eater (6th, th, 12th, and so on). When a guardian 
атон creates a protective aura, the transferred 
junds are dealt to the guardian paramount as subdual 
limite, not normal damage, as with the shield other 
ll, Otherwise, the guardian paramount's protective 
other spell cast by an sth 


Adjust Probability (Ex): On reaching sth level, the 
inan paramount gains the ability to affect proba 
Йо twice per day, plus one additional time per day 
three levels thereafter (sth, 11th, 14th, and so on 
guardian paramount can force a reroll of one 
tack rll, check, or saving throw that another crea 
fe within 25 feet—friend or enemy—just made. The 
iin paramount often uses this ability to allow his 
nto reroll a saving throw, bur he could also use the 
liy to make an enemy striking his ward reroll a suc 
ful attack. 
The guardian paramount can find out whether t 
ick roll, check, or save would have succeeded 
fore using this ability. The recipient must take the 
Û fol whether it's better or worse than the orig 
roll The use of this ability takes place outside the 
mal initiative order, but the paramount guardian 
ye is flat-footed or unable to see the situ 
ing in the roll. The guardian 
п decide whether to reroll as soon as the result of 
attack roll, check, or save is known; otherwise he 
ust wait for another opportunity. When possible, 


the guardian paramount player should notify the DM 

or to another characters roll, stating his intention 
то use this ability immediately if the outcome appears 
undesirable. 

Call Back (Sp): On reaching 6th level, the guardian 
paramount gains the ability to return a dead creature that 
he has previously used any of his other class abilities on. 
back to life, as if he had cast true resurrection as a 20th-level 
cleric. The character can use this ability once per day, plus 
one additional time per day every six levels (12th, 18th, 
24th, and so on 


TABLE 1-28: THE GUARDIAN PARAMOUNT 
Guardian 
Paramount 
Level Special 
Tst_ Bonus feat, uncanny dodge enabler 3/day 
2nd Evasive preceptor 1/day 
3rd Protective aura V/day 
‘ah Bonus feat, uncanny dodge enabler 4/day 
Sth — Adjust probability 2/day, evasive preceptor 2/da 
Gh Cal back day protective aura 2/day 
7th Bonus feat, uncanny dodge enabler 5/di 
am Evasive preceptor J/day, adjust probably 3/day 
oh Protective aura 3/day 
10h Bonus feat, uncanny dodge enabler 6/day 


HIGH PROSELYTIZER 

The high proselytizer is the holy inspiration that begins 
religious movements. Sh spread 
ing the teachings of her god and sharing her beliefs ina 
truly stirring display of rapture and fervor. All who listen. 
to her preaching find it easy to accept her words as truth, 
They come to understand that committing themselves to 
the dogma of the high proselytizer’s order will grant 
them enlightenment in her deitys name. Entire nations 
have fallen under the glorious sway of a high prosely 
бег» ardent zeal 

Clerics most often command the 
people well enough to begin the work of a high prosely 
tizer, and paladins sometimes hear the calling as well 
Druids and rangers rarely experience such a calling, and 

ther characters simply do not have the proper relation: 
ship with their deities. 

High proselytizers generally work within a society 
already worshiping the characters deity, although it is 
not uncommon for a high proselytizer to be at odds 
with the established religious leaders of the temple. 
Often, a high proselytizer s deity takes a particularly 

in the events of her world and leads the deity 
followers to action. 
Hit Die: ds 


s the word of her d 


ttention of the 


To qualify to become a high proselytize 
fulfill all the following criteria 

Skills: Diplomacy 12 ranks, Knowledge (religion) 24 
ranks. 

Feats: Leadership, 

Epic Feats: Epic Leadership, 


a character must 


Spells: Ability to cast Sth-level divine spells. 
Special: Must have a patron deity 


Class Skills 
The high proselytizers class skill (and the key ability for 
each skill) are Concentration (Con), Craft (Int), Diplo- 
macy (Cha), Heal (Wis), Knowledge (arcana) (Int 
Knowledge (religion) (Int), Profession (Wis), Scry (Int), 
Sense Motive (Wis), and Spelleraf (Int). See Chapter 4 
Skills in the Players Handbook for skill descriptions 


‘Skill Points at Each Level: 2 + Int modifier 


lass Features 
The following are class features of the high proselytizer 
prestige class. 

Weapon and Armor Proficiency: High proselytiz 
ets are proficient with all simple weapons, all armor, 
and all shields. 

Spells per Day: At every other high proselytizer level, 
the character gains new spells per day as if she had also 
gained a level in a divine spellcasting class to which she 
belonged before adding the prestige class level. If already 
an epic spellcaster, the character gains only the bene! 
noted under the Spells entry for that epic class She does 
not, however, gain any other benefit a character of that 
class would have gained (such as an improved chance of 
turning undead). If the character had more than one 
divine spellcasting class before becoming a high prosel 
tizer, the player must decide to which class to add each 
high proselytizer level for the purpose of determining 
spells per day. 

Proselytize (Sp): At 1st level, the high proselytizer gains 
the ability to preach the word of her deity to large crowds 
with great effect. She may speak in such a manner once 
per day, plus one additional time per day per ten class 
levels thereafter (11th, 2tst, 31st, and so ов) 

Proselytize has three effects. First, any time the high 
proselytizer is speaking in this manner, she is treated as 
though affected by a sanctuary spell. Second, her voice 
can be heard clearly by anyone within a radius of 100 
feet plus 50 feet per class level, regardless of back. 
ground noise, and her speech can be understood as 
though the audience were affected by a comprehend lan. 
guages spell. Finally, everyone in the range of the high 
proselytizer’s voice immediately hes a chance of 
becoming enraptured: 


Type of Listener Effect 

Followers of the same deity Automatic if 10 or fewer HD, 
‘otherwise Will save (DC 20 + 
1/2 high proselytizer s dass 
level + Wis modifier) 

Others of the same alignment Auomati #5 or fewer HD, 
otherwise Wil save (as above) 


All ethers Wil save (as above) 


Enraprured audience members act as though affected 
by a symbol of persuasion (see the symbol spell), changing 


alignment as appropriate and otherwise functionin| 
according to the charm person spell. The high proselytiza 
сап inspire the crowd to take any of a number of action’ 
depending on her alignment. She might urge an army 1 
fight with courage or convince an urban crowd to di 
good deeds in the streets of the city. In the case off 
chaotic or evil high proselytizer, she might incite a mob 
to wreak havoc and vandalize the city or seek out and 
punish nonbelievers. Any suicidal suggestion grant 
audience members a new saving throw ro break the rap 
ture (with the exception of low-level followers of tht 
same deity, who never got а save in the first place). Th 
rapture lasts for 10 minutes plus an additional 5 minute 
per high proselytizer level. 

At3rd level, the high proselytizersprolytize ability ali 
includes def touch. During her speech, she can moy 
among the enraprured, shaking hands, caressing a brow 
and otherwise touching audience members, Anyone si 
touched is healed of 144 points of damage and cured di 
any natural disease or poison, Up to six individuals pé 
round can be so affected. An audience member can onl 
benefit from deific touch once per poscy'iz session. The 
high proselytizer can use де touch as long as her proli 

ability lasts 

At sth level, the prowlytize ability includes defe wo 
once per day, plus one additional time per day per te 
levels thereafter (15th, 25th, 35th, and so on). The word 
spoken by the high proselytizer can, if she chooses, fund 
tion as a triple-strength sound burst spell (348 points di 
sonic damage and a Will save to avoid being stunned fo 
3 rounds) to all who аге not enraptured, as the spell cas 
by a 20th-level cleric. The delfic word can occur at anf 
point during her proxytize speech. 

Arzth level, the proseytze ability includes def fac опе 
рет day, plus one additional time per day per ten level 
thereafter (17th, 27th, 37th, and so on). When the high 
proselytizer speaks, she can cause a blinding burst t 
shine from her face. Dai ace functions against all in th 
audience who are not enraptured as the sunburst spell cii 
by a 20th-level cleric. The def face can occur at any роі 
during her speech 

At oth level, the proselytize ability includes defc aun onc 
per day, plus one additional time per day per ten level 
thereafter (19th, 29th, 39th, and so on). When the high 
proselytizer speaks, she can cause а rolling wave of deii 
power to spring from her body that functions as either 
‘aspen, dictum, holy word or word of chaos spell (as appro 
priate for her alignment), affecting only those in the 
audience who have resisted becoming enraptured. Di 
aura otherwise functions as the relevant spell cast by f 
20th-level cleric. The deific aura can occur at any ро! 
during her speech. 

Heal (Sp): At 2nd level, th 
heal on herself or another creature once per day, plus ont 
additional time per day per four levels thereafter («№ 
10th, 14th, and so on | 

Bans Feste The high posltizes get bonus e 
at 4th level and an additional bonus feat every Гош 


+h proselytizer can ust 


ler thereafter (sth, 12th, 16th, and so on). These 
lonis feats must be chosen from the following list 
Armor Skin, Automatic Quicken Spell, Automatic 
Silent Spell, Automatic Still Spell, Bonus Domain 
Enhance Spell, Epic Leadership, Epic Reputation, Epic 
Spel Focus, Epic Spell Penetration, Epic Spelleasting 
Fpic Will, Extended Life Span, Great Charisma, Great 
Wisdom, Ignore Material Components, Improved 
Alignment-Based Casting, Improved Combat Casting, 
Improved Heighten Spell, Improved Metamagic 
Inproved Spell Capacity, Intensify Spell, Legendary 
Commander, Multispell, Negative Energy Burst, Рег 
munent Emanation, Planar Turning, Polyglot, Positive 
Energy Aura, Spectral Strike, Spell Stowaway, Spell 
Opportunity, Spontaneous Domain Access, Sponta 
neous Spell, Tenacious Magic, Undead Mastery, Zone 
of Animation 


UE 
High 


Tt HicH PROsELYTIZeR 


Руа 

М Special Spells per Day 

ТАГ 

Ué Ней (азу +V level of divine 
spellcasting class 

J Proseytize (defi touch) 1/day 

Bonus feat «1 level of divine 


spelicasting class 


MIT роте (бас word) duy 
Heal 2/day 


»1 level of divine 
Spelleasting class 


Prose (def fe) day 
Bonus feit 


эз level of divine 
spellcasting class 


N Prosetize defe aur) day 
Wh Heal 3/day 


»1 level of divine 
spelicanting class 


EGENDARY DREADNOUGHT 

Mi legendary dreadnought is the ultimate fot soldier, an 
бейне force of destruction total warrior who excels at 
beer combat prowess. While some rely on cunning and 
exes in a fight, and others uphold a code of honor or 
ире in combat from horseback, the legendary dread 
ough simply wades into battle, completely bent on 
eee, steady destruction. When the tide of combat 
lows against him, he stands like a rock. It is the legendary 
dreadnought who has the might to breach the seemingly 
inbreachable gates 

Fighters, rangers, and barbarians most often seek to 

[Become legendary dreadnoughts, as do ex-paladins and 
рагі Clerics, paladins, and monks may occasion 
ly change their focus and become legendary dread: 
jughts, but druids, rogues, sorcerers, and wizards 
ldom do. 

«Legendary dreadnoughts may function as brute 
ein an adventuring group, but small groups of 
ип mike up the most devastating combat units in an 
jy On occasion, a legendary dreadnought mig 

ve as a champion for a prominent ruler or noble. 


gas a strong-arm or engaging in staged combats 


Hit Die: dı2. 


To qualify to become a legendary dreadnought, a charac 
ter must fulfill all the following criteria. 

Base Attack Bonus: +23. 

Skills: Intimidate 15 ranks. 

Feats: Combat Reflexes, Great Cleave, Improved Bull 
Rush, Improved Critica 


The legendary dreadnought' class skills (and the key 
ly for each skill) are Climb (Str), Craft (Int), Intimt 
Str), and Swim (Str). See Chapter 4: 
Handbook for skill descriptions 


date (Cha), J 
Skills in the Pay 


‘Skill Points at Each Level: 2 + Int modifier 


The following are class features of the legendary dread: 
nought prestige class 

Weapon and Armor Proficiency: A legendary dread 
nought is proficient with all simple and martial weapons, 
all armor, and all shields. 

Unstoppable (Ex): At 1st level the legendary dread 
i himself into 
с additional 
Lith, 16th, 


20 bonus 


nought can concentrate his power, tu 
an per day, plus o 
time per day every five levels thereafter (6 
and so on). This ability grants the character a 
оп his Strength check to break or burst a door or item 
see Breaking Open Doors in Chapter 4: Skills and Break 
ing Items in Chapter 8: Combat in the Mayers Handbook 
Asa special use of this ability, the legendary dreadnought 
can attempt to break a wall of force (Strength DC 32, and 
the character app toppable bonus to this check 
as well). Alternatively, the legendary dreadnought can 
apply the «20 bonus to a single attack roll 
Unmovable (Ex): At 2nd level, the |, 
nought can concentrate his power, making himself 
unmovable once per day, plus one additional time per day 
every five levels thereafter (7th, 12th, 17th, and so on 
This power grants the character a +20 bonus on any one 
of the following: 
* A grapple check made to avoid being grabbed with the 
improved grab ability 
+ A Strength check to avoid the effects of a bull rush, trip. 
attempt, o 
* A Strength check against any effect that would move 
the character either physically or magically 
* Any one saving throw 


able force onc 


dary dread. 


imilar effect 


fan effect that would move the character either physi: 
cally or magically does not normally allow a saving 
throw, the legendary dreadnought can use this ability to 
gain a Will saving throw. He still gains the «20 bonus on. 
the saving throw in such a case. 


Shrug off Punishment (Ex): The legendary dread. 
nought grows more and more able to withstand the 
injuries thar would fell lesser men, gaining 12 bonus hit 
points at 3rd level and 12 more every five levels there- 
after (Sth, 13th, 18th, and so on 

Thick Skinned (Ex): At 4th level, the legendary 
dreadnought learns to ignore the minor nicks and cuts 
of battle, gaining damage reduction 3/-. This does not 
stack with damage reduction granted by magic items or 
nonpermanent magical effects, bur it does stack with 
any damage reduction granted by permanent magical 
effects, class features, the Damage Reduction feat, and 
this ability itself. The damage reduction improves by 3 
points every five levels thereafter (9th, 14th, 19th, and 

Bonus Feats: The legendary dreadnought gets a 
bonus feat at sth level and an additional bonus feat 
every five levels thereafter (at 10th, 15th, 20th, and so 
оп), These bonus feats must be selected from the fol 
lowing list: Armor Skin, Devastating Critical, Dire 
Charge, Epic Fortitude, Epic Prowess, Epic Toughness, 
Epic Weapon Focus, Epic Weapon Specialization, Fast 
Healing, Great Constitution, Great Strength, Improved 
Combat Reflexes, Overwhelming Critical, Penetrate 
Damage Reduction 


TABLE 1-30: THE LEGENDARY DatADNOUCHT. 


Legendary 
Dreadnought 

Level Special 

dst ‘Unstoppable 1/day 
2nd Unmovable 1/day 

E Shrug off punishment. 
ath Thick skinned 

sth Bonus feat 

зһ Unstoppable 2/day 
1h Unmovible 2/day 

th Shrug o punishment 
th Thick skinned 


10h 
PERFECT WIGHT 


‘The perfect wight is a master of skulking, the ultimate 
prowler and thief She has transcended the extraordinary 
honing her talents to supernatural levels. She can bypass 
any protection and slip through any defense. Few see her 
coming, and she does not leave evidence of her passing 
She quite literally is a shadow in the night. 

Only the sneakiest and stealthiest of characters can 
become a perfect wight, so rogues are the most likely can- 
didares, Assassins sometimes enhance their own skills by 
spending some time asa perfect wight, although the per 
fect wight’ focus on stealth and evasion comes at the 
expense of some offensive abilities. Few other classes 
ever excel at the talents necessary to become perfect 
wights, although the occasional sorcerer or wizard might 
find herself in a position to do so. 

Perfect wights are true thieves, cat burglars in the 
extreme. They have heightened the art of breaking and 
entering to a new level, and they consider it an exciting 


Bonus feat 


challenge to test their mettle against the best security ul 
multiverse has to offer. Most operate solo, although som 
may work with a group or perhaps use their talents to a 
in protecting rather than stealing, 

Hit Die: dé. 


Requirements 
To qualify то become a perfect wight, a character mul 
fulfill all the following criteria. 

Skills: Hide 24 ranks, Move Silently 24 ranks, 
Epic Feats: SelfConcealment. 
Special: Sneak attack +1046 


Class Skills. 
The perfect wight’ class skills (and the key ability fd 
each skill) are Appraise (Inr) Balance (Dex), Bluff (Chal 
Climb (Str), Craft (Int), Disable Device (Int), Diplomat] 
(Cha), Disguise (Cha), Escape Artist (Dex), Gathel 
Information (Cha), Hide (Dex), Innuendo (Wis), Intl 
Direction (Wis), Jump (Str), Knowledge (any) (Int) 
Listen (Wis), Move Silently (Dex), Open Lock (Dex) 
Search (Int), Spot (Wis), Tumble (Dex), and Use Корё 
(Dex), See Chapter 4: Skills in the Players Handbook fol 
skill descriptions 


Skill Points at Each Level: 


+ Int modifier: | 


Class Features 
The following are class features of the perfect wight pre 
tige clas. | 

Weapon and Armor Proficiency: A perfect wight 
gains no proficiency with any weapons, armor, or shield 

Improved Invisibility (Su): Starting at 1st level the 
pedect wight gatas ы bench oC pred mili oom 
per day plus one additional time per day every five level 
thereafter (6th, 1 0h, 16th, and so on). The improved м 
bility is as the spell cast by a 20th-level caster. | 

Improved Legerdemain (Su): A perfect wight ea 
perform the following class skills at a range of 30 fee 
Disable Device, Open Lock, Pick Pocket, and Search. i 
desired, the perfect wight can take 10 on the check. r 


object manipulated during the skill check must w 
100 pounds or less. Alternatively, the perfect wight cad 
use improved legerdemain to make one melee 24 


attack against any creature within 30 feet. The perfec 

wight executes the sneak attack (or death attack, арр 
cable) as if attacking from a flanking position, If the 
attack is successful, the victim is dealt the In. 


sneak attack damage despite the fact that the perfec! 
wight and her weapon do not physically cross the inte 
vening distance. A perfect wight can use improved leg 
'erdemain once per day at 2nd level, plus one additio 
time per day every five levels thereafter (7th, 12th, 17] 
and so on) 

Incorporeal (Su): At 3rd level, the perfect wight cat 
become incorporeal once per day, plus one additional 
time per day every five levels thereafter (sth, 13th 
18th, and so on). A perfect wight can remain incorporei] 


late 1-31: THe Pearecr WicHT 

теба 

ман 

lel Special 

Мн Improved invisibility 1/day 
Incorporeal 1/day 
Bonus feat 
Improved legerdemain 2/day 
‘Shadow form 2/day 
Bonus feat 


pel Asa incorporeal creature, the perte wight c 
Bebe neal weapons and spells opel ikea 
entia bitis She i immune to all 
л». Even when ht by spells or mag 
ithe perfect wight has a 50% chi t 
Bon). As Incorperal perfect wight h 
Belli alea lent 
does not normally provide 
19 
seal perfect 
Bight can puss through 
КЇЧ objects at will, but not 
Moree effects. Her attack 
Us although delle 
НДЕ 
Reflects (such as mage armor 
Bock normally against 
real perfec 
ih mores silently ar 
Biber beer with Lan 
ithecks if she doesn't wish 
Wo be. While 
he perfect wight has no 
Strength score, so her Dex 
firi modifice applies 
both he; lee and her 
Boge tacks 
Shadow Form (Su): At 
th level, the ct wight 
Bier form orc 
tiny plus one addvonal 
Hine per day every five 
levels thereafter (9th, 14th, 
ith. and so оп). The perfect 
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te pr level o the pre 
cls The shadow form 


erfect wight’s power 
she is immune to critical 
ance of her 


Bonus Feats: The perfe 


wing list: Blinding 
s Fortitude, Dexter 

Reputation, Epic Skill 

ed Combat Reflexes, 

Attack, Legendary Climber, Lingering 
nt, Sneak Attack of Opportu 


g Harrier, Superior Initiative, Trap. 


а member of an elite 
that guards the demiplan 
ее Chapter 6), Union Sen. 
тесте enforcing the 
е. A Union Sentinel is 
prure lawbreakers and 
al rather than 
A Union Sentinel 
е only as a last 
lls in higher beings 
when his own power 
tinels often come 
nd paladins occa 
up the mantle 
entinel, too. Rogues and 
casionally have enough 
ess to serve as Union 
and barbarians lack eith 
w fighting skill or the 


Sentinels occasionally take up other professions and 
might even agree to join adventuring groups if the task at 
hand doesnt interfere with their duty. But in any case, 
they rarely leave the city 

Hit Die: dio. 


Require 
To qualify to become а Union Sentinel, a character must 
fulfil all the following criteria. 

Alignment: Any lawful 

Base Attack Bonus: +21. 

Skills: Diplomacy 8 ranks, Knowledge (local) $ ranks. 

Feats: Alertness, Improved Disarm. 

Epic Feats: Armor Skin. 

Special: Must reside in the demiplane-city of Union. 


ents 


lass Skill 

The Union Sentinel s class skills (and the key ability for 
each skill) are Diplomacy (Cha), Gather Information 
(Cha), Intimidate (Cha), Knowledge (local) (Int), Listen 
(Wis), Profession (Wis), Search (Int), Sense Motive (Wis) 

and Spor (Wis). See Chapter 4: Skills in the Players Han 

hook for skill descriptions. 


Skill Points at Each Level: 2 + Int modifier: 


lass Features 
‘The following are class features of the Union Sentinel 
prestige class 

Weapon and Armor Proficiency: Union Sentinels 
are proficient with all simple and martial weapons, all 
armor, and all shields. 

Sending (Sp): At tst level, the Union Sentinel gains the 
use of the sending spell asa spell-like ability once per day, 
plus one additional time per day every seven levels there 
after (Sth, 15th, Union Sentinels nor 
mally use sending to contact their superiors if the 
‘meets a threat they cari handle. This ability fun 
the spell cast by a 15thlevel caster. 

‘Shield of Law (Sp): At 1st level, the Union Sentinel 
gains the use of the shield of law spell as a spell-like abil 
once per day plus one additional time per day every three 
levels thereafter (4th, 7th, 10th, and so on). Union Sen- 
tinels normally use shield of low prior to confronting a 
threat in the streets. This ability functions asthe spell cast 
by a 15th-level caster. 

Freedom (Sp): At 2nd level, the Union Sentinel gains 
the use of the flm spell as а spell-like ability once per 
day, plus one additional time per day every six levels 
thereafter (8th, 14th, 20th, and so on). This ability func 
tions asthe spell cast by an 18th-level caster. 

Knock (Sp): At 2nd level, the Union Sentinel gains the 
use of the knock spell as a spell-like ability once per day 
plus one additional time per day every four levels there- 
after (6th, 10th, 14th, and so оп) This ability functions as 
the spell cast by a 15th-level caster. 

Dimensional Anchor (Sp): At 3rd level, the Union Sen 
tinel gains the use of the dimensional anchor spell as a 


2nd, and so on 


spell-like ability once per day, plus one additional tind 
per day every three levels thereafter (6th, 9th, 12th, a 
зо on). This ability functions as the spell cast by a 15i8 
level caster 

Portal Guardian (Su): A 4th-level Union Sentinel ci 
become a portal guardian once per day, plus one add 
tional time per day every six levels thereafter (LOth, 168 
22nd, and sc on). The Union Sentinel must positiol 
himself within 5 feet of a portal or gat, and while М 
remains, the portal cannot be activated from either si 
by any means. The Union Sentinel can defend himsel 
and use any of his other abilities normally, as long as hl 
remains adjacent to the blocked portal. This ability on 
functions against portals and the gate spell, not again 
creatures with other spell-like or supernatural interpla 
nar traveling abilities 

Forcecage (Sp): At Sth level, the Union Sentinel gait 
the use of the forecage spell as а spell like ability once pl 
day, plus one additional time per day every five level 
thereafter (10th, 15th, 20th, and so on). This ability fund 
tions as the spell cast by a 20th-level caster 

Imprisonment (Sp): At 7th level, the Union Senting 
gains the use of the imprisonment spell as a spell-lik 
ability once per week, plus one additional time pd 
week every els thereafter (12th, 17th, 22nd, anf 
о on). This ability functions as the spell cast by 
level caster. 


TABLE 1-32: THE UNION SENTINEL 


Special 
Sending VJdy, shield of law 11day 

Freedom Y day, knock 1/day 

Dimensional anchor [day 

Portal guardian 1/day, shield of low 2/day 
Forcecoge 1/day 

Dimensional anchor 2/day, knock 2/day 
Imprsonmert Vjday, shield of law 3/day 

Freedom 2 day, sending 2/day | 
Dimensional anchor 3/day 

Knock 3/day forcecoge 2/day, portal guardian 
1/day, shield of law 4/day 


— —EPICCLEADERSHIHS 


In the DUNGEON Mastens Guide, Table 2-25 notes thil 
no additional effects are achieved with a Leadership 
score of greater than 25. However, by selecting the Epid 
Leadership feat, a character gains access to Table 1-33 
Epic Leadership. 

Allepic characters should automatically qualify for tht 
"reputation of special power" Leadership modifier 4 
noted on Table 2-26 in the Dusceow Mastrx’s Guide, and 
most also qualify for the “reputation of great prestige 
modifier as well | 

Table 1-34: Example Special Epic Cohorts present 
some powerful creatures that make good cohorts for 
epic characters 


Lt 1-33: Epic LEADERSHIP 
Leadership Cohort Number of Followers by Level 
Score Level sih th 
"5 D 
x Lg 
т ath 
n 19th 
E] 19th 
30 20 
a 20h 
» 2st 
EI E 
» zînd 
as p 
3 E 
EI E 
E 
ah n 
ЕЛ n 
FM ae t 1 т т t t t 1 

mdp cor: A character's Leadership score equals his level plus any Charisma modifier. Outside factors can affect а charac 
Ws leadership score, as detalled in Table 2-26: Leadership Modifiers in the Оут Masi Gade 

(Gort Lnel: The character can attract a cohort of up to this level. Regardless of the characters Leadership score, he can't recruit 
Author of his level or higher 

[Nani of Followers by Leve The character can lead up to the indicated number of characters of each level. For example, a charac 
[її à Leadership score of 31 can lead up to 350 Ist evel followers, 35 2nd-level followers. and so оп. 

Your maximum cohort level increases by 1 for every 2 points of Leadership above 40 

Your numberof 1t level followers increases by 100 for every point of Leadership above 40, 

Jou an command one-tenth as many 2nd-evel followers as 1st-level followers. You сап command one-half as many 3rd.level 
flowers as 2nd level followers, one-half as many Ath-level followers as 3rd-evel followers, and so on (round fractions up, except any 
clon less than 1 rounds to 0). You can't have a follower of higher than 20th level (or whose effective follower level is greater han 
[s se he Exceptional Followers section above) 


F"T"»»mnmnmn 


коня sre Enc Cowon 
Menus нинде 
ped pn 
LT NÉ expert counts asa dle follower A deer legt 


Neutral good 19th or aristocrat would count as a 7th-level follower. A 
Chaotic good ast 6th-level fighter or 3rd-level aristocrat/3rd-level 
Chaotic good E wizard would count as an sth-level follower. A Sth 
Chaotic good am level rogue/1st-level assassin would count as an 11th. 
Neral iL level follower 
Neutral 19th 
Neutral Tn 
eendgon Lawful ent 28th 
an en) Lawl ev acm РСК 
Neutral ev 19th epic rogue can hustle across a hi 
Chaotic evil 2d thread, put her ear to a door, and hear a cat breathing 
Chaotic evil Ld three rooms away. Ember the epic monk can scramble 
== бекм 26h up a perfectly smooth surface faster than a normal 
person can run. Devis the epic bard can fast-talk a lich 

IONAL RULE: EXCEPTIONAL into giving up its phylactery, and Jozan the epic cleric 

WERS can turn a pack of snarling barbarians into diehard 
ugh followers are normally warriors, experts, or fanatics for Pelor 

опет, your DM might allow you to have charac These are examples of epic level skill use. Some are 

of other classes as followers. If you use this merely logical extensions of the skill descriptions in the 

rule, adept or aristocrat followers count as fol Players Handbook, while others seem almost mystical in 
of two levels higher than their actual character their execution. 

HL Afollower with any levels in a PC class counts as КШ checks work just as they always have: Roll 1420 
three levels higher than his character level. — and add your skill modifier. Tasks either have a particu 
with any levels in a prestige class counts asa lar Difficulty Class (DC) or are opposed by another roll 

tfivelevelshigher than his character level. This — (usually a skill check of the same or an opposing skill 
фе кї that such characters are rarely followers Хог maximum skill rank is equal to your character 


and are much more likely to be unique characters in 
their own right 
For example, a 6th-level commoner, warrior, ог 


level +3 (for class skills) or half that numbe 
class skills). Characters gain skill points each level 
based on their class (see the appropriate class descrip- 


tion for details 


Despite the near-magical nature of some epic level skill 


uses, all uses of skills are considered exceptional abilities 
‘except if noted otherwise), and thus fun 
even within areas of antim. 


'OMBINING SKILL ATTEMPTS 
When more than one c 
the same time and for the same purposes, their efforts 
may overlap 


acter tries the same skill ar 


^ Handbook describes how char 
erate to increase the chance of success at a task. Since 
rolling а 10 or higher on a skill check becomes almost 
meaningless for an epic character, you can use this 
optional rule to allow epic characters to achieve even 
greater results through cooperation. 

Increase the circumstance bonus granted by coopers 
tion by +1 for every 10 points of the helpers skill check 
above 10. Thus, a roll 


stance bonus (as normal) а roll of 20-29 would grant a +3 
circumstance bonus, 30-39 a +4 circumstance bonus, and 
so on. (To determine the circumstanc ку 
simply divide the helper round down, an 
add t 

Since this optional rule has the potential of dramati 
cally increasing the results of some skill checks, con 


sider it carefully before adding it to your game. You may 
want to limit strictly the types of skill checks that can 
gain this level of bonus 

You can use this same optional 


nonepic play aswell f you w 
age cooperation between characters 


Skill Synergy 
Many skills are noted as gra 
a synergy bonus to the use 
another skill when you 
have 5 or mote ranks in 
the first skill, This зуп 
ergy bonus increases by 
2 for every addi 
tional 20 ranks you 
have in the skill 
For instance, 


тъ Hand 


if you have 5 ог 


ergy bonus 
on Balan 
checks. 1 


you have 25 or more ranks in Tumble, this synergy В 
Increases to +4, with 45 or more ranks to «6, апа GF 


SKILL DESCRIPTIONS Е: 
This section describes new DCs and new modifies ho 
the familiar skills of the 


ers Handbook. Of сои ар 
uer than ever before that characters will come up 
uses for skills that aren't covered in the rulebook ш 
DM 


А use his or her best judgment in assign 
such a task. Dont be afraid to set a DC of @ BD 
more for a truly mythical task e 
e Players Handbook for full skill descriptions ey 


а can create more powerful alchemical substan 
create alchemical substances more quickly than Бей 
and identify substances in seconds 


Task ос (or DC Modifier) 
Quick creation «10 or more to DC 
Quick identification ос 

мей substance +20 or more to DC 


Quick Creation: You can voluntarily increase the IX 
creating an alchemical item or substance by any mul Ap 
of 10. This allows you to create an item more quick 
since youll be multiplying this higher DC by your i 
heck result to determine progress), You must decide 


increase to the DC before you make the check 
Quick 1 ation: You can identify a substance 
potion in the field as a full-round action, without 
alchemical lab or any cost. You cant retry this check 
take 20); if you fail, you must use your alchemical l 
Jentify the substance 
Create Augmented Alchem 
yr Substance: This requires the Aq 
mented Alchemy feat, and allow 
you to create alchemical ites 
and substances of greater pow. 
than normal 
To augment an alchemical s 
stance, add +20 to the Dy 
required to create th 
item and multiply ib 
cost by 5. If the пеў 


or substance dea 
damage, doublet 

| damage dealt. fu 
item or substana 
doesnt deal dan. 

age, double the di 
ration of its eflec 

If the item or sub 
ince doesnt deal dam 
age and doesnit have 


speci is 


um 


duration), double all dimensions of its area. If the item 
ior substance doesnt fit any of these categories, then it 
Sannot be improved in this manner. A list of the 
alchemical items and substances from the Players Hand 
Ink, along with the effects of augmenting them. 
‘appears below 

ou can creare an item with multiple degrees of aug 
mention. For every additional multiplier applied to 
damage, uration, or area, add an additional «20 to the 
IDC and add an additional 5 to the cost multiplier. For 
ample, a twice-augmented flask of alchemists fire 
[кош deal triple damage, would have a +40 modifier to 
the DC required to create it, and would cost 10 times as 
mich as normal alchemist’ fire. 


tiem Effect of Augmenting 
юа Direct һи 246, splash 2 
Wodemst's fire Direct hit 2d6, splash 2 
Duration 2 hours 
Smoke fils а 20-foot cube 
Glows for 12 hours 
Becomes brittle and fragile after 20 minutes 
No effect 


Srokestde 


«ОП 


lino Empathy 
an tum an animal into a fanatic follower. Refer to 
accompanying table 


ты -New Attitude 
ба Hos Unf Indi Friend Help Fanatic 
Imma 20 25 35 50 150 
ed) Lessthans з з ж 40 120 
lesan d О 0 % 
- Lessthan? 1 20 60 
= — евина d 50 
Hos hole Unf unrendh. Ind iniferent. Friend: friendly 
efl 
fue In addition to the atitudes listed in the Dco 
IY Guide, the attitude of fanatic is added here. In 
tion to the obvious effects, any animal whose att 
is fanatic gains a +2 morale bonus to Strength and 
йїшїоп scores, а +1 morale bonus on Will saves, and 
I penalty to AC whenever fighting for you or your 
This attitude will remain for one day plus one day 
point of your Charisma bonus, at which point the 
з attitude will revert to its original attitude (or 
еен, f no attitude is specified) 
Mieat the fanatic attitude as a mind-affecting 
hantment effect for purposes of immunity, save 
uses or being detected by the Sense Motive skill. 
ice itis nonmagical, it cant be dispelled; however, 
hy effect that suppresses or counters mind-affecting 
Hiects (such as calm emotions) will affect it normally. A 
tc animals attitude cant be further adjusted by 
se of skills (that is, you cant use Animal Empathy 
ange an animal's attitude from fanatic to some 


Attitude Means 
Fanatic Wl give life 
to serve you 


Possible Actions 
Fight to the death against 
‘overwhelming odds, throw self 
in front of onrushing dragon 


Appraise 
You can sense magical auras in objects 


Tek ос 
Detect magic E 
Detect Magic You can sense if an item has a magical aura 
You can then use Spellcraft to learn more about the item. 
as if you had already cast detect magic on the item. This 
requires а full-ound action. 


Balance 
Surface oc 
1-2inches wide — 20 
Up to 1 inch wide — 40 
БЛ © 
Uquid* 0 
Cloud. 120 
Includes any other surface that couldn't support your 
weight, such as a fragile branch. 


Bluff 
You can implant a nonmagical suggestion in a target, 


display a false alignment, or disguise your surface 
thoughts. 


Sense Motive 

Example Circumstance Modifier 

Instill suggestion in target E 
TII bet you could use a cooling swim. A dip in that 

pool of acid would be refreshing 


Task ос 
Display false alignment 70 
Disguise surface thoughts 100 


in Target This i identical to the effect of 
оп spell, except that it is nonmagical and lasts 
for only 10 minutes. It can be sensed as if it were an 
enchantment effect (Sense Motive DC 25 

Display False Alignment: You can fool 
effects by displaying a false alignment 
Once set а false alignment remains as long as you remain 
conscious and awake. Setting or changing a false align 
ment requires a full-round action. 

Disguse Surface Thoughts You can fool spells such as detect 
thoughts (or similar effects) by displaying false surface 
thoughts. While you cant completely mask the presen: 
of your thoughts, you can change your apparent Intell 
gence score (and thus your apparent mental strength) by 
as much as 10 points and can place any thought in your 
surface thoughts” to be read by such spells or effects. Ifa 
character attempts to use Sense Motive to detect your 
surface thoughts (see the Sense Motive skill description} 
this becomes an opposed check (though any result lower 
than 100 automatically fails) 


the одо 


nment-sensing 
jour choice, 


Climb 
You can climb 
otherwise un. 
climbable surfaces 


DC Surface 
70 perfec smooth, 
fat, vertical surface ш 


100 А perfectly smooth, 
flat, overhang or 


ling 


Rapid Climbing: You can climb your speed as move. 
equivalent action, or double your speed as a full-round 
action (requiring two Climb checks), but you take а -20 
penalty on your check. 

Special: The Legendary Climber feat allows you to 
ignore any penalties for accelerated or 


limbing 


You can cast spells with somatic components even while 
grappled. 


Task ос 
Cast spell with somatic 50 + spell level 
component while grappled 


Craft 
You can craft items more quickly than normal. 


Task [3 
Quick creation #10 or more to DC 


Quick Creation: Y 


can voluntarily increase the DC 
of crafting an item by any multiple of 10 (10, 20, 30, 
and so on). This allows you to create an ite 
quickly (since you!l be multiplying this higher DC by 
your skill check result ro determine progress). You 
must decide the increase to the DC before you make 


the check. 


ment effect for p 


suppresses or counters mind-affect 
calm emotions) will affe 
cant be further adjusted by the use of skills (that is, f 
cant use Diplomacy to change a persons attitude боў 
fanatic to something else 


You can decipher magic scroll Ё 
m ос 
— 30-5 tines spl 
Pe ioe 

polis deni 


Diplomacy 


You can turn a person into a fanatic follower. Refer tol 
accompanying tab 


Initial — — — New attitude f 
Attitude Hos Unf indi Friend Help иб 
Hostile Lessthan20 20 25 35 50 19 
Unfriendly LessthanS 5 15 — 25 % 1 
Indiferent — — Lessthan? 1 15 39 % 
Friendly — lestun! | — 20 @ 
неры ИРЕТ 
Hos hostile. Unf unfriendly Ind indifferent. Friend fre 
нер: helpful 


Fanatic In addition to the attitudes listed in the р: 

uide, the attitude of fanatic is added hert 
addition to the obvious effects, any NPC whose atti 
is fanatic gains а +2 morale bonus to Strength and Ca 
stitution scores, а +1 morale bonus on Will saves, and 
penalty ro AC whenever fighting for you or your саш 
This atitude will remain for one day plus one day j 

of your Charisma bonus, at which point the NIG 


attitude will revert to its original attitude (or indilfeeg 


ttitude is specified 
Treat the fanatic attitude as a mind affecting encha 


being detected by the Sense Motive skill, Because i 
попта са, it cant 


dispelled; however, any effect he 
i effects (such 
it normally. А fanatic’s atid 


Atüude Means Possible Actions 
Fanatic Will give life Fightto the death against 
1o seve you overwhelming odds, throw sell 
in front of onrushing dragon. 


You can rush your Disable Device attempt, reducing th 
amount of time it takes to perform the attempt 


Reduce to ос Modifier 
1 round +20 
Move equvalent action +50 
free action +100 


бо: ап change your apparent height and weight much 
Bote than normal. 


ре мое 
ав andjor weight 11% to 25% "as" 
бор гери and/or wernt HES te SOX И 
Жл термей by ay effect that can duplicate a eight 
Bereit change of is degree. For instance cher sf 
pct ovs a weight change of up to half your original 


Bou can puss through spaces smaller than your head, or 
fen through a wal of for 


коа 
ИЮ Extremely tight space 
MO Pus through wall of force 
тту Tight Space: This is the DC for getting 
linugh а space when one’s head shouldnt even be able 
Jo lir this can be as small as 2 inches square for 
Medium-size creatures, Halve this limit for each size 
оу less than Medium-size; double it for each size 
ерту greater than Medium-size. (For instance, a 
Huge creature could pass through an $inch-by--inch 
ct) fhe space is long, such as in a chimney, the DM 
yall for multiple checks. 
хб! Will of Force This allows you to find a gap of 
akness in a wall of force (or similar force effect) and 


eene through it. 


Bou cn forge handwriting that you havent even seen 


КО Reader's Check Modifier 
Ж document without sample +50 
Fon ситет! without Sample: You can forge a document 
Without having seen a similar document or having a 
pleof the handwriting to be copied. 


Information 
аа gather information without eliciting suspicion. 
Check Modifier 
-ю 
By accepting а -20 penalty on your 
her Information check, you can avoid any suspicions 


Handle Animal 
You can handle creatures other than animals, and can 
teach or train in much less time than normally required. 


Task 
Rear magical beast 


Train magical beast 


Time — Dc 
lyer — 30+ HD of magical beast 
2months 405 HD of magical beast 
Rear vermin months. 35 + HD of vermin 
Train vermin 2months 50. HD of vermin 
Rear other creature* Varies 40 + HD of creature 
Train other creature" 4 months €0 + HD of creature 

the DM's discretion, other creatures that don't fall into 
these categories may be trainable 


Reduce Teaching/Training to DC Modifier 
1 month 425 
1 day +50 
1 hour E 
1 minute лоо 


Reduce Teaching/ Training: Normally, teaching or train- 
ing a creature requires two months of time. You can 
accelerate the process of teaching or training a creature 
reducing the time required to the listed time, by adding 
the DC modifier to the base DC for teaching or training. 
the creature. You cant reduce the required time to less 
than 1 minute. 


Heal 
You can greatly speed a patients recovery of hit points 


Task [3 

Quicken recovery — 50 

Perfect recovery 100 

Quicken Recovery: You can allow a character to re 
points in a single hour as if you had provided long-term 
care for a full day (2 or 3 hit points per level, based оп 
activity). You can quicken the recovery of up to six 
patients ata time. No character’ recovery can be quick 
‘ened more than once per day (even by different healers) 

Tere Recovery: You can allow a character to regain hit 
points in a single hour as if you had provided long-term 
care for a full week (2 or 3 hit points per level per day. 
based on activity). You can use perfect recovery on up to. 
six patients at a time, No characters recovery can be per 
fected more than once per day, nor can perfect recovery 
and quicken recovery both be used on the same patient in. 
the same day (even by different healers 


Hide 
You can hide others as well as hiding yourself 


Task 

Hide another 

Hide 30 penalty on your Hide 
check, you can hide another adjacent creature whose size 
is no more than one category larger than your own. Mod: 
iffers to the check for the size of the creature still apply, as 
do all other penalties, including those for moving faster 
than half speed. Likewise, you can only hide another 


Check Modifier 
30 


other: By accepting a 


creature when it is not under direct observation by 
third party. The creature you hide remains hidden until iı 
is spotted or it takes some other action that breaks its con 
cealment, as normal 


Intimidate does not possess an epic usage. 
Special: The DC ro intimidate any creature whose atti 


tude is fanatic (see the Diplomacy skill description, 
above) is increased by «20. 


intuit Direction 


Wherever you are, you can determine the direction to а 
location on the same plane. 


DC — Familariy with Location 
40 Very familar 

60 Studied carefully 

30 Seen casually 

100 Viewed once 

120 — Description only 


With a successful check, you know the direction to the 
desired location. This merely points you in the direction 
of the location; it doesnt provide you with information 
оп how to get there, nor does it take into account any 
obstacles to your path 

Very familiar” represents a place where you have been 
very often and where you feel at home. “Studied care- 
fully" represents a place you know well, either because 
you've been there often or you have used other means 
such as serying) to study the place. “Seen casually” is a 
place that you have viewed more than once, but which 
you have not studied. “Viewed once” is a place that you 
have seen once, possibly using magic. “Description only 
isa place whose location and appearance you know 
through someone elses description. 


Jump 
Jump does not possess an epic usage 
Special: If you have the Legendary Leaper feat (or if 


you're a monk), the distance of your jumps is not 
restricted by your height. 


Knowledge 
Knowledge does not possess an epic usage. 

Listen 
You can pinpoint the location of an invisible creature, or 
detect an illusion with an auditory component 


oc 
80 


Task 
Defeat illusion with auditory component 


Defeat Illusion: You can automatically detect any illu 
sion with an auditory component for what it truly is. 
No Will save is required, and you dont have to interact 


with the illusion (bur you must be able to hear its audi 
tory component 


Special: You can use Listen to notice the presence dy 


invisible creature, as discussed in the Dunc 
Guide (generally opposed by a Move Silently check) If 
beat the DC by 20 or more, you can pinpoint the loca 
of the invisible creature, hough it still maintains totale 
cealment from you (50% miss chance 


Move Silently 


Move Silently does not possess an epic usage, 


Open Lock 
You can open locks more quickly than normal 
Open lock as ос Modifier. 
Moveequvalent action +20 
Free action +50 


ıu can sway an audiences attitude with your performand 


Initial 


New Attitude. 

attitude — Hos ШМ  Indif Friend Help Fan 
Hostile Lessthan40 40 — 45 55 0 T) 
UnfriendlyLess than 25 25 — 35 — 45 — 60 И 
Indifferent — lesstan2120.— 35 50 10 
елау less han 21 2Î 40 
Helpful  — — —  — less han 221 7 


Hot: hostile. Unf unfriendly. аў indifferent. friend: frend 
Help: helpful 


Fanatic In addition to the attitudes listed in the рома 
Мак Guide, the attitude of fanatic is added here. 
addition to the obvious effects, any NPC whose ап 
is fanatic gains а +2 morale bonus to Strength and Con 
stitution scores a +1 morale bonus on Will saves, anda 
penalty to AC whenever fighting for you or your cause 
This attitude will remain for one day plus one day pe 
point of your Charisma bonus, at which point the NPG) 
эпиде will revert to its original attitude (or indifferent 
if no attitude is specified 
Treat the fanatic attitude as a mind-affecting enchan 
ment effect for purposes of immunity, save bonuses, o 
being detected by the Sense Motive skill. Because it 
nonmagical, it cant be dispelled; however, any effect thal 
suppresses or counters mind-affecting effects (such af 
calm emotions) will affect it normally. A fanatic’ attitude 
canit be further adjusted by the use of skills (that is, you 


cant use Diplomacy to change a persons attitude from 
fanatic to something else 


Attitude Means 


Possible Actions 
amic Wil give fe Fight tothe death against 
позе ой overwhelming odds throw ef 
in front of onrushing dragon 


Pick Pocket 


You can lift anothers weapon and perform major feats 
of legerdemain. 


Task Task 
fta sheathed weapon from another creature and Learn scryer 

bide ton your person, if the weapon is no more than Return scr x 

one size category larger than your own size Break serying Opposed Scry check 
plain чем. Infact, the willing crea 

ture or objecti displaced 


mine that you're being 
rn the identir 


“disappeared creature 2 an attempt to look back 
or objects hidden . throu ıt the scryer. This allows 
ng being as if you had 
4 on that person. This 
mot po г y be detected by your target 
es an epic usage 
you determine that 


ос Modifier P 


y check with the scryer. If you 
again for a number of hours equal 


This use ofthe n sense the presence of 
Mall allows you to 
prot the speech of an 
Бете creature, potentially Task oc 
allowing а comrade to translate ‘Sense magic. © 
the speech. It doesnt grant you Sense Magic You sense the pte 
ny ability ro understand the се of any active magical effects in 
ge polen he area being searched. Thi 
might include an active spell, a 
nagic trap, or even just a 
You can stand upon your mount i agi item lying amid a pile 
combat of mundane items You cant 
determine the number 
strength, or type of th 


Attack бот cover 


Shand on Mount: This allows you to stand г 
Thount’s back even during movement or combat. You take 


Task 
Discern partial alignment 

feuivalent action. You do not 

‘or warponies, 

‘Mack fom Cover: You can 


over. You can attack 
Amount as cover witho 


the cover benefit. 


Bou can ell whois scrying on you 
fren ту back through the sensor created 


Diem 


al Alignment: This use of the skill lets you 
discern one component of a target’ alignment. When 
making the check, you state whether you are trying to 
discern the law-chaosor good-evil component. You cant 
retry the check, and you cant use this to discern more 
than one component of the alignment (but see below 
The target must be visible and within 30 feet of you 

Dicen Full Alignment: This use of the skill lets you 
determine both components of a target’ alignment. 
You cant retry the check. The target must be visible and 
Within 30 feet of you 


ч\н: This lets you read the surface 
thoughts of a single target (as the 3rd-round effect of the 
eect thoughts spell), There is no saving throw to resist this 
effect, though the target can use Bluff to disguise his sur 
face thoughts (see the Bluff skill description), in which 
case this becomes an opposed check (any result lower 
than 100 automatically fails). The target must be visible 
and within 30 feet of you 


Spelicraft 
You can identify properties. 


a magic item. 


ос 
50 + caster level 
70 + caster leve 


Task 
Identify basic property of magic item 
Identify all properties of magi tem 
Identify Base Property of Magic Item: This use of the skill 
requires one round of inspection, and functions 
exactly as if you had cast an identify spell on the 
item. You can't attempt this on the sam 
more than once 

Identify All Properties of Magic Wem: This 
requires one minute of inspection, and 
reveals all properties of a single magic 
item (including command words 
and charges remaining), You cant 
attempt this on the same irem @ 
more than once. If an item has dif 
ferent caster levels for different prop- 
erties, use the highest caster level 


You can pinpoint the location of an invisible. 
ture, or detect an illusion with a 
visual component. 


DC так 
20 Notice presence of active invisible 
creature 


30 Notice presence of unmoving, ving 
Invisible creature 

40 Notice presence of inanimate 
invisible object 

Notice presence of unmoving. 

unliving invisible creature 

Defeat illusion 


“ 


3 


You can use Spot to notice t 


pres 
ence of an invisible creature, as dis 


cussed in the Dxceow Mares Gui 


The relevant DCs are reprinted here. If you beat е 
by 20 or more, you can pinpoint the location of then 
{ble creature, though it still maintains total conceal 
from you (50% miss chance) 

Defeat Ion: You can automatically detect any il 
with a visual component for what it truly is, No Wills 
is required, and you dont have to interact with the @ 
sion (but you must be able to see it 


You can swim up vertical surfaces, or swim much fai 
than normal. 


DC тж 
30 Swim up waterfall 
Swim up Waterfall: This use of the skill allows youd 


swim an angled or vertical surface, as long as J| 
remain completely or mostly immersed in water. ОЙ 
examples might include swimming up a whirlpodlg 
an incredibly lu 


Circumstance ОС Modifier 
Speed swimming -20 


Speed Swimming: By taking a 
penalty on the check, you can sw 
your speed as а move-equivlig 
action, or double your speed as a fil 


Tumble 
You can fall from great heights with 
taking damage, move greater distance 
with an adjustment, or “limb verti 
surfaces with a series of bounces, 


DC Task 

30. Treat a fall as fit were 20 feet 
shorter when determining батар. 

35 Free stand, 

45 Treat a fall as if it were 30 feet 
shorter when determining damage 

50 Climb vertical surface, 

60 Treat a fall as fit were 40 feet 
shorter when determining damage 

100 Ignore falling damage. 


Free Stand: You can stand up frog 
prone as a free action (instead of as 
move-equivalent action) 

cli 


b Vertical Surface: You can cling 
up to 20 feet (as part of normal move 
ment) by jumping and bouncing o 
walls, trees, or similar vertical su 
faces You must have а least two vert 
cal surfaces to bounce off and the nw 
must be within 10 feet of each oth 

Agnore Falling Damage: You can f 
from any height and take no damage 

Special: A character with 25 of 
more ranks in Tumble gains a «i 


[ 


Age bonus when executing the fight defensively stan 
Чи ог fullound action, instead of a +2 bonus (or the 
+3 bonus from having 5 or more ranks). Increase this 
lke bonus by +1 for every 10 additional ranks above 
2S the character has (+6 at 35 ranks, +7 at 45 ranks, and 
sofort 

Achuracter with 25 or more ranks їп Tumble gains a 
#10 dodge bonus to AC when executing the total. 
defense standard action, instead of a +4 bonus (or the 
46 bonus from having 5 or more ranks). Increase this 
Age bonus by +2 for every 10 additional ranks above 
25 the character has (+12 at 35 ranks, «14 at 45 ranks, 
nd so forth. 


he Magic Device 
Use Magic Device does not possess an epic usage. 


Rope 
Jin can splice ropes together quickly, tie unique knots 
And even animate a rope you hold 


Te unque inot 6 
латае Һе rope — 30 


Quik Splicing: You can splice two ropes together as a 
Tie equivalent action. 

Ti Unique Knot: You can tie a knot that only you know 
Tow o unte This doesnt affect any Escape Artist checks. 
[le to escape your bindings (since knots arent the only 
prof bindings. 

Mine Hill Roe: You can command any rope you hold 
alt ad the animale e spell cast upon it (except that 
Ting he skilin this way doesnt grant any bonus on Use 
Hope checks made with the animated rope). Each com 
Bund requires a separate Use Rope check. Because the 
ict isnt magical, it cant be dispelled. 


Hou can ignore the effects of terrain on movement and 
Мала even the harshest weather, If you are capable 
асалу, you can identify the races of creatures 


Being tracked. 


козш 


Get along in the wild while moving at full speed. 
Toucan provide food and water far one eter 


ere pars by whch our дей eu 


Automatically succeed on all Fortitude saves 
against severe weather. You can extend this benefit 
to one other character for every 2 points by which 
your check result exceeds 60, 
overland movement penalties of terrain. You 
and your mount can move at full overland speed 
agurdless of terrain. You can extend this benefit to 


Identify race/kind of creatures) by tracks. 
Requires the Track feat 


PSIONIC SKILLS 
If you have the Bionic Handbook, you also have access to 
the following skills. Refer to the skills discussion above 
for information on Concentration, Knowledge, Psicraft 
Spellcraft), Remote View (Sery), and Use Psionic Device 
‘Use Magic Device) 


utohypnosi 
You have trained your mind to ignore poison, resist 
mental influence, and convince your body that you are 
tougher than normal 


ос тж 

Poison's When poisoned, you can make ап Autohypnosis 

DC +S се on your nest action. A successful check 
indicates you do not have to make a saving, 
‘throw against the poison's secondary damage, 
which you instead automatically ignore 
Ifa failed saving throw indicates you are affected 
by any mindafiecting powers, spells, or spelike 
effects, a successful Autohypnosis check allows 
эл immediate second saving throw to resist the 
effect. Ifthe mind-affecting effect normally does 
not allow a saving throw (such as a power or 
spell delivered via a touch attack), a successful 
Autohrprosis check allows a saving throw 
With a successful Autohypnosis check, you 

ип temporary hit points equal to 10 « your 

Wisdom modifier The temporary hit points 
persist until lost. You cannot check for temporary 
hit points more than once per day. Temporary 
hit points gained through Autohypnosis do not 
stack with temporary hit points gained through 
any other source 


Stabilize Se 
Mortal wounds are less lethal for you 


ос так 

30 Freduced to negative hit points but not dead, make 
a Stabilize Self check. If successful, you do not go 
unconscious and can continue taking actions until 
you bleed to death or stabilize (you can also 
‘Continue making stabilization checks). If healed or 
stabilized, you continue to take actions normally. 
On a successful Stabilize Self check, you gain 
damage reduction 2/- The damage reduction 
lasts for 12 hours. You cannot check for damage. 
reduction more than once per day. Damage reduction 
gained through Stabilize Self does not stack with 
damage reduction gained through any other source. 


———— —— EPICEEATS 


i spells with a glance. Firing arrows at opponents. 
standing at the horizon. Beheading opponents with your 
bare hands. Crafting mighty magic items of unsurpassed 
power. Charming liches with the power of song, 

This is the stuff of the epic fear. 

‘The epic character is largely defined by his selection of 
epic feats. Like the feat, the epic feat is a special feature 
that either gives your character a new capability ог 
improves one he or she already has. However, the epic 


Taste 1-36: E 
Feat Name. Prerequisites 
‘Additional Magic Item Space — 

Armor Skin 
Augmented Alchemy 
Automatic Quicken Spe 


Feats 


Int 21, Alchemy 24 ranks 
Quicken Spell, реїстай 30 
ranks, ablity to cast thr level 
arcane or divine spells 
Silent Spell, Spellcraf 24 
ranks, ability to cast Sthlevel 
arcane or divine spells 
Stil Spel, Spellra 27 ranks. 
ily to cast Sthevel arcane 
or divine spells 
Wilderness Lore 24 ranks, ће 
or more favored enemies (аз 
the ranger class feature) 
Bane of Enemies, Wilderness 
Lore 30 ranks 
Beast Wild Shope, Master Wild 
оре", Knowledge (nature) 
24 ranks, wild hope 6/day 


(nature) 24 ranks, 


‘Automatic Silent Spell 


Automatic $ Spell 


lane of Enemies 


Death of Enemies 


Beast Companion (W) 


Beast Wild Shope (W) 


Dragon Wild Shape (W) — Wis 30, Beast Wild Shope, 
Knowledge (nature) 30 ranks, 
weld jupe jay 

Wis 25 Beast Wid Shope, 
Knowledge (ature) 27 ranks 
sd hope б/у 
Beast Wild Shope, 
Knowledge (natur) 24 ranks, 
wd shape day 

Beast Wid Shope, 

Knowledge (nature) 24 ranks, 
wl shope 6 [day 


Magical Beast 
Wild Shope (W) 


Plant Wild Shope (V) 


Blinding Speed Dex25 

Bonus Domain Wis 21, ability to cast th-evel 
divine spells 

Bulwark of Defense Con 25, defensive stance 
3jóny. 

Chaotic Rage Rage 5/day, chaotic alignment 

Combat Archery Dodge, Mobility, Point Blank 
Shot 


Craft Epic Magic Arms 


Сай Magic Arms and Armor, 
and Armor (I) 


Knowledge (arcana) 28 ranks, 
Spelcaft 28 ranks 


feat moves the realm of capabilities from the mundane 
into the mythical. Epic feats allow your character to leap 
vast chasms, to cast many spells per round, or to take the 
form of a dragon. 

Though this book contains more than one hundred 
fifty epic feats it cant hope to encompass all the powers 
that your imagination can create. Rather than seeing this 
list as a restrictive collection of what is allowed, use it to 
spur your creativity If you can dream of an epic character 
doing it, it can probably become an epic feat 


ACQUIRING EPIC FEATS 
Just like regular feats, epic feats are chosen rather than 
bought with points. Characters gain epic feats in the fol 
lowing ways 


т 


Feat Name Prerequisites 


Сай Epic Rod () Craft Rod, Knowledge В 
(arcana) 32 ranks, Spell 
32 ranks 


Craft Epic Staf (1) Craft Staff, Knowledge 
(arcana) 35 ranks, Spell 
38 ranks 
iat Wondrous er ка 
(arcana) 26 ranks, 
Spes шл Ф 
Con 21 
Perform 24 ranks, bard d 
music class feature — | 
Deafening Song, Perform ў 
ranks, bardic music class 


Сай Epic Wondrous ltem (I) 


Damage Reduction 


Deafening Song 


Hindering Song 


feature 

Dexterous Fortitude Des 25, spay mind cl 
feature 

Desterous Will Dex 25, slippery mind cis 
feature 

Diminutive Wild Shape (W) Ability to wild shape into 
Huge animal а 


Fine Wild Shope (W) АЫЙухо wild hope into a 


Diminutive creature 


Distant Shot Dex 25, Ри Shot, Pon Bii 
‘Shot, Spot 20 ranks 
Efficient item Creation Item creation feat to be. 


selected, Knowledge (arcani 
24 ranks, Spelleraft 24 ranks 


Energy Resistance. ~ 4 

Enhance Spell (М) Maximize Spell 

Epic Dodge Dex 25, Dodge, Tumble 30 
Tanks, improved evasion, | 
defensive roll class Feature 


Epic Endurance 
Epic Fortitude 
Epic Inspiration 


Con 25, Endurance 
Cha 25, Perform 30 ranks, 
bardic music clas feature 
Cha 25, Leadership, 
Leadership score 25 

Cha 25, Epic Leadership, 
Leadership, Diplomacy 30 
ranks, must rule own kingdom 
and have a stronghold 

Epic Prowess. = 

Epic Reflexes - 


Epic Leadership. 


Legendary Commander. 


At2tst level, and every three levels thereafter, the chat 
acter may select an epic feat in place of a nonepic feat 
Each character class gains bonus еріс feats according 
the class description. These feats must be selected from 
the list of bonus epic feats for that class. 


PREREQUISITES 
Most epic feats have prerequisites. You must have the 
listed ability score, feat, skill, class feature, or base attack 
modifier in order to select or use that feat. A character 
can gain an epic feat at the same level at which he or she 
gains the prerequisite, just as with regular feats. 

A prerequisite expressed as a numerical value is a mini 
mum; any value higher than rhe one given also meets the 
prerequisite 

You can 


use an epic feat if youve lost a prerequisite 


Tint 1-36: Epic Fears 
Feat Name 
Ере Reputation 
pc Sil Focus 


Prerequisites 


20 ranks in the skill selected 
Dex21, Run 

Greater Spell Focus* and 
Spell Focus in the schoo! 
selected, ability to cast at 
least one St leve spell of 
the school 

Greater Spell Penetration*, 
Spell Penetration. 

Spellerat 24 ranks, 
Knowledge (areana) 24 ranks, 
and ability to cast th-level 
arcane spells 

OR 

Spellcrf 24 ranks, 
Knowledge (religion) 24 
ranks, and ability to c 

level divine spells 

OR 

Spellcrf 24 ranks, Know! 
ledge (nature), and ability to 
cast Sthlevel divine spells 


pc Spel Focus 


Spel Penetration 
СТА 


'ipe Weapon Focus Weapon Focus in the weapon 
to be chosen 

Epic Weapon Focus, Weapon. 
Focus, Weapon Specialization 
{all in the weapon to be 
chosen) 


Wagon Specialization 


(ЗД 
Deflection Dex 21, Wis 19, Defect 
Arrows, Improved Unarmed 
Strike 
tended Ufe Span 
Spell Int 25 (f your spellcasting is 
controlled by Intelligence) 
OR 
Cha 25 (f your spellasting is 
controlled by Charisma) 
Con 25 
Forge Ring, Knowledge 
(arcana) 35 ranks, Spelleraft 
3S ranks 
apntuan Wild Shope (W) Ability to wild shape into a 
Huge animal 
Ability to wild shape into a 


ШЕ" 
Gargantuan creature 
Great Charisma - 


Tat Heaing 
Epc Ring () 


Feats 
Шоо effectively have а feat as а class feature or special 
ili then you can use that virtual feat as a prerequi- 
Bite for other feats. For instance, if you have some class 
Ife or ability that says, “This is the same as Am 
ity! then you are considered to have the Ambi 
erty feat for the purposes of acquiring the Perfect 
Weapon Fighting feat. You are also treated as 
any prerequisites of the virtual feat, but only for 
ie purposes of acquiring other feats that require the 
feat. IE you ever lose the virtual prerequisite. 
als lose access to any feats you acquired through 
existence. 


Feat Name 
Great Constitution 
Great Dexterity 
Great inteligence 
Great Smiting Cra 25, smite ability (from 
dass feature or domain 
granted power) 

Great Strength £ 

Great Wisdom = 

Group Inspiration Perform 30 ranks, bare 
music class feature 
Smite evil class feature, any 
good alignment 

Eschew Materials*, Spellerat 
25 ranks, ability to cast th. 
level arcane or divine spells 
Access to domain of Chaos, 
Evil, Good, or Law, alignment 
must match domain chosen, 
ability to cast 98 level divine 
spells 

Dex 19, Wis 19, Pint Blank 
‘Shot, Precise Shot, arrow of 
death class feature 

Cha 25, aura of courage class 
feature 

Cha 25, aura of despair cl 
feature 

Combat Casting 
Concentration 25 ranks 

Dex 21, Combat Reflexes 
Darkvision 

Death attack class feature, 
‘sneak attack +546 

Wis 25, ability to wild shape 


Holy Strike 


Ignore Material Components 


Improved Alignment: Based 
Casting 


Improved Arrow of Death 


Improved Aura of Courage 


Improved Aura of Despa 
Improved Combat Casting 


Improved Combat Reflexes 
Improved Darkvision 
Improved Death Attack 


Improved Elemental 
Wild Shope (W) into an elemental 

Improved Favored Enemy Five or more favored enemies 

Improved Heighten Spell (М) Heighten Spell $рейстай 20 


ranks 
Improved Ki Strike Wis 21, Ki strike +3 
Improved LowightVision ^ Lowlipht vision 

Improved Manifestation Ability to manifest powers of 
‘the normal maximum level in. 
atleast one psionic class 
Four metamagic feats 
Spelleraf 30 ranks 

Dex 19, base attack bonus 
+21, Manyshot®, Point Blank 
Shot, Rapid Shot 

Sneak attack +846 


Improved Metamagie 


Improved Manyshot 


Improved Sneak Attack 


Examples of Virtual Feats: The monk has the vir 
tual feats Improved Unarmed Strike and Stunning Fist 
at 1st level. The ranger has the virtual feats Ambidex- 
terity and Two-Weapon Fighting at 1st level (but loses 
them if he fights in medium or heavy armor or with a 
double weapon’ 


TYPES OF EPIC FEATS 
Most epic feats are general, meaning that no special 
rules govern them as a group. Others may be item cre 
ation feats or metamagic feats, which follow all the 
normal rules for such feats as presented in the Mayer’ 
ook, except as specified in the fears description. 


Taste 1-36: Epic FEATS 
Feat Name 


Prerequisites 
Improved Spell Capacity 


Abiit ta cast spells of the 
normal maximum spel level 
in at least one spelcastng 
dass 

Improved Spel Resistance Миз have spel resistance 
from a feat, cas feature, or 
aie pemarert fe 

Dex 19, Wis 19, Improved 
Unarmed Strike, Stunning Fist 
int 13, Dex 23, Dodge, 
Expertise, Mobility. Spring 
Attack. Whirlwind 

Cha 25, greater rage dass 
few 


Improved Stunning Fist 


Improved Whirlwind Attack 


Incite Rage 
Infinite Deflection Dex 25, Combat Refexes 
Delect Arrows, Improved 
Unarmed Strike 

Perform 30 ranks, bardic 
music class feature 

Quick Draw Rapid Reload". 
Weapon Focus (crossbow type 
to be selected) 

Empower Spell Maximize 
Spell, Spellera 30 ranks, 
ability to cast Sth-level arcane 
or divine spells 

Str 23, Wis 23, improved 
Critical (unarmed strike), i 
strike +3 

Str 25, Wis 25, Improved 
Critical (unarmed strike), 
Improved Unarmed Strike, 
Keen Strike, Stunning Fist, ki 
strike 3 

Perform 25 ranks, bardic 


Inspire Excellence 


Instant Reload 


Intensify Spell (M) 


Keen Strike 


Мора Strike 


Lasting Inspiration 


music class feature. 
Legendary Climber Dex 21, Balance 12 ranks, 
Climb 24 ranks 
Legendary Leaper Jump 24 ranks 
Legendary Rider Ride 24 ranks 


Legendary Tracker Wis 25, Track, Knowledge 
(nature) 30 ranks, Wilderness 
Lore 30 ranks 

Str21, Dex 21, Improved 
eared Sk, Escape Att 
15 nni 


Legendary Wrestler 


In addition, some feats are defined as divine feats or 
as wild feats (first presented in Defenders 
and Masters of the Wild respectively 
described below 


he Faith 
Such feats are 


Divine Feats 
The feats in this category share a few characteristics: 
First, they all have as a prerequisite the ability to turn (ог, 
in most cases, rebuke) undead. Thus, they are open to 
clerics, paladins of 3rd level or higher, and any prestige 
class that has that ability (An ability to turn other crea 
tures, such as fire creatures or animals, does not qualify 
you to select one of these feats. 

Second, the force that powers а divine feat îs the ability 
to channel positive or negative energy to turn or rebuke 


Feat Name Prerequisites 

Lingering Damage Sneak attack +846, erp 
Sla con eb 

Master Staff Craft Staff, Spellcraft 15 al 

Master Wand (Graft Wand, Spelleraft 15 


ranks 
Str 21, Con 21, greater ag 
class feature 

Dex 15, Dodge, Mobility, 
Spring Attack, defensive 
stance §/day class feature 
Quicken Spel ability to cal 
Sthvleve arcane or divine 
spells 


Dex 15, base attack bonu 
three or more hands, 


Mighty Rage 


Mobile Defense 
Muhispell 


Multiveapon Rend 


Mulidetenty, Mul 
Fighting 1 
Cha 25, Perform 30 ranks 
bardic music class feature 
Cha 25, ability o rebuke or 
command undead, ability 1 | 
cast infit erica wounds, 
ec alignment 

Sir, Cleave, reat Сен 
Improved Спіса (weapon 
be chosen), Power Atak 
Weapon Focus (weapon to 
chosen) 

Str 25, Cleave, Great Сене 
Improved Critical (weapon 
r Ove 
Critical (weapon to be 
chosen), Power Attack, 
Weapon Focus (weapon to 
chosen) | 


Penetrate Damage Reduction 


Music of the Gods 


Negative Energy Burst (D) 


Overwhelming Critical 


Devastating Critical 


m Con 25, Great Fortitude 
Perfect Multveapon Dex 25, three or more hands, 
Fighting Greater Multiveapon. 
Fighting*, Multidesteriy, 
Multiveapon Fighting 
Perfect Two Weapon. Dex 25, Ambidexteriy, Greate 
Fighting Teo Weapon Fighting*, 
Improved Two Mleapon 
Fighting, Two Weapon 
Fightin 


undead. Each use of a divine feat costs the character one 
turn/tebuke attempt from his or her number ofa 
each day. If you dont have any turn/rebuke attempt 
left, you cant use the feat. Since turning or rebuking is 
a standard action, activating any of these feats also 1 
standard action, 

Third, you cant use the Quicken Turning feat (pre 
sented in Defenders of the Faith) to speed up the use of a 
divine fea. 


Wild Feats 
The feats in this category share the characteristic of relat 
ing to the ability to use wild shape as a druid. These feats 
require the character to have the ability to use wild shape 

before acquiring the feat, 


E 


Feat Name 
Emanation 


Prerequisites 
Spelcaf 25 ranks, ability to 
cast the spell to be made 
permanent 
Wis 25, Cha 25, ablty to turn 
or rebuke undead 
Int 25, Speak Language (five 
languages) 
Cha 25, ablity totum undead, 
ability to cast dispel evil 

25 ranks, bardic 
‘music class feature. 
Perform 30 ranks, bardic 
music class feature 


Bc E 
= 
feature 


elec rows 


Pinar Turing 


р 


ste Energy Aura 


Tip Inspiration 


Dex 25, Defect Arrows 

С. Improved Unarmed Strike 
Wis 19, Improved Unarmed 

Strike, Stunning Fist, any 

lawful alignment 

Str 25, Power Attack, Sunder, 

rage S/day 

Scribe Scroll, Knowed 

(arcana) 24 ranks, S 

ranks. 

Der 30, Hide 30 ranks, 

Tumble 30 ranks, improved 


[I 


E Scroll) 
Keanceaiment 
Е 


Break Atackof Opportunity Sneak attack +846, oppor 
urist dass feature 
he Wis 19, ability to tum or 
rebuke undead 
Spel Knowledge Ability to cast the maximum 
spell level of an arcane spel 
casting class 
ny Combat Casting, Combat 
Reflexes, Quicken Spell, 
Зрећстай 25 ranks 
Spelcraft 24 ranks, caster 
level 12th 


СІЯ 


Epic Psionic 
[Мопс characters can acquire epic "psionically flavored 
fats Of course, many epic feats require no translation. 
Atleast one requires so much translation (Improved 
Cy) thar we've done the translation for you 
improved Manifestation). Whenever a feat concerns 
onlering or altering a spell in some fashion, your psi 
«character must do some translation. Sometimes this 
nition is as straightforward as changing a few names, 
Was in the case of Familiar Spell—for your psionic 
cer this feat is Psicrystal Power. Likewise, Forge 
Ring translates to Forge Epic Universal Item (which 
nsto be shaped like a ring 
Translating epic metamagic feats to epic metapsionic 
us requires that you read Spelleraft prerequisites as 


Feat Name 
Spellcastig Harrier 


‘Spontaneous Domain 
Access 


Spontaneous Spell 


Prerequisites 

Combat Reflexes 

Wis 25, Spelcraft 30 ranks, 

abiit to cast тім divine 

spells 

Spelleraft 25 ranks, ability to 

ast the maximum normal 

spell level of at least one 
dass 

Dex 23, Рот Blank Shot, 

Quick Draw, Rapid Shot 

Improved Initiative 

Dex 23, Point Blank Shot, 

Rapid Shot, Weapon Focus 

(ype of bow used) 

Spelcraft 15 ranks, abilty to 

cast the spell to be made 

tenacious 

Intimidate 25 ranks, rage 

Уу 

9125, rage S]doy 

Search 25 ranks, Spot 25 

ranks, ability to find traps as 

a rogue 


Storm of Throws 


‘Superior Initiative 


Swarm of Arrows 
Tenacious Magic 


Terrifying Rage 


‘Thundering Rage 
Trap Sense 


Two Weapon Rend 


Uncanny Accuracy Dex 21, Pont Blank Shot 
Precise Shot, Spot 20 ranks 
Cha 21, ability to rebuke or 
command undead 

Cha 25, Undead Mastery, 
ability to rebuke or command 
undead 

Site good class feature, any 
evil alignment 

Cha 25, aura of courage class 
feature 

Cha 25, aura of despair class 
feature 


Undead Mastery (D) 


Zone of Animation (О) 


Unholy Strike 
Widen Aura of Courage 
Widen Aura of Despair 


(0) = Divine feat 
(I) = Item creation feat 

(MJ = Metamagic feat 

(V) = Wild feat 

New nonepic feat described below 


Psicraft. It also requires you to do a little math—instead 
of casting a spell at a higher level a psionic character pays 
more power points. For every spell slot one level higher 
than the spells actual level the metamagic feat requires, 
the metapsionic feat requires you to pay a power point 
cost equal to its standard cost +2. Thus, a metamagic fea 
that increases a spells level by three levels would cost an 
additional 6 power points to manifest in the metapsionic 
version. Likewise, when a feat such as Improved Meta 
magic allows а spellcaster to "pay" one less level to use a 
metamagic feat, the hypothetical psionic version (Im- 
proved Metspsionics) allows you to pay 2 power points 
less for a given metapsionic feat you know 

The Psonis Handivok has information on creating and 
playing psionic characters. 


EPIC FEAT DESCRIPTIONS 


Here is the fc 


nat for epic fea 


EAT NAME [Type of Р 
Description of what the fe 
sents in plain language. 
Prerequisite: A minimum ability 
score, another feat, a minimum base 


attack bonus, a skill, а class feature, or 
some other ability that a character 
must have in order to acquire 
this feat. This entry is absent 
ifa feat has по pren 
Many feats have more than 


one prerequisite 
Benefit: What the feat 
enables you (the character 
то do. If you have the same 
feat more than once, its ben 
efits do not stack unless indi 
cated otherwise in the de 
scription, In general, having a 
feat twice isthe same as having 
Normal: What a character 
does not have this feat is 
restricted from Сы 
doing. If not having the feat causes. V 
no particular drawback, this 
entry is absent 
Special: Additional fats 
about the feat that may be 
helpful when you decide 
whether to acquire the feat 


limited to о 


dditional Magic Item Space [Epi 
You can wear mo 


Benefit: Cho 


se one type of magic item that has a 


limit on the number you can simultaneous ] 


You can now wear 
jormal: Without this feat, a character is limit 
ne headband, hat 


les; one cloak, cape, or mantle; o 


опе robe; one vest, vestment, or shi 
or bracelets; one pair of gloves or gaun 
one belt; and one pair ol 

Special: You can gain this feat mult 
time you take the feat, it applies toa new type of 
magic iten 


apt, о: 


Your skin becomes like armor. 

Benefit: You gain a +2 natural armor bonus to A 
This feat does not stack with 
granted by magic items or nonpermanen 


Special: A character can gain this feat multiple tima 


You can create alchemical items and substances that an 
much more powerful that normal 

Prerequisites: Int 21, Alchemy 24 ranks. 

Benefit: Whenever creating an alchemical item ot 


substance, you can choose to make it more powerfi 
20 to the DC required to creat 
and multiplying its price by 5. Ifthe item or substance 


ge, double the damage dealt. 1f the item o 


substance doesrit deal damage, double the duratio 


ts effect. If the item or substance doesnt deal damage 
and doesnt have a specific listed duration 


area. If the item or substance doesnt fit any of these cat 


or has af 


double all dimensions of it 


annot be affected by this feat. See the 
descripti 


on earlier in this chapter for 


Quicken Spell [Epic] 
пу of your lesser spells with a moment's 


Prerequisites: Quicken Spell, Spelleraft 30 ranks, abil 
ty to cast 9th-level arcane or divine spells, 

Benefit: You may cast all 0, ist, 2nd-, and 3rd-level 
spells as quickened spells without using higher-l 


Splits The normal limit to the number of quickened 
spells you may cast per round applies. Spells with a cast. 
{ng time of more than 1 full round cant be quickened. 

Special: You can gain this feat multiple times. Each 
ime you take the feat, the spells of your next three lowest 
pel levels can now be quickened with no adjustment to 
theirspell slots Thus, a wizard who took this feat rwice 
(auld quicken his 0- through 6th-level spells with no 
adjustment to their spell slots 

This feat doesnt increase the casting time for those 
spells that normally become full-round actions when 
{ast in metamagic form (including bard spells, sorcerer 
Spells, and spontaneously cast spells, such as a good 
фек cure spell 


matic Silent Spell [Epic] 
Noucancast any of your lesser spells silently 

Vrerequisites: Silent Spell, Spellcraf 24 ranks, ability 
tat Эйе уе! arcane or divine spells 

Benefit: You may cast all 0», 1st» 2nd-, and 3rd-level 
lias silent spells without using higher-level spell slo 

Specal: You can gain this feat multiple times. Each 
JMneyou take che fet, the spells of your next thre 
spell levels can now be silenced with no adjustment to 
Ваг spell slots. Thus, a wizard who took this feat twice 
ouk cast is 0- through éth-level spells as silent spells 
With no adjustment to their spell slots 

This feat doesnt increase the casting time for those 
Sell that normally become full-round actions when 
fast in metamagic form (including sorcerer spells and 
Spontaneously cast spells, such as a good clerics 
pell) However, since bard spells cant be enhanced 
Wil the Silent Spel feat, they cant be affected by this 
feather 


matic Still Spell [Epic] 

Nou can cast any of your lesser spells without gestures. 
Prerequisites: Sil Spell, Spellcraft 27 ranks, ability to 

fast Herel arcane or divine spells. 
Benefit: You may cast all 0» tst-, 2nd-, and 3rd-level 

о using higherlerel spell 


Special: You can gain this feat multiple times. Each 
Hime you take the feat, the spells of your next three lowest 

еуез can now be stilled with no adjustment to their 
yell ios Thus, a wizard who took this feat twice could 
lis o through sth-level spells with no adjustmem 
Hei spell slots 

This feat doesnit increase the casting time for those 
peli that normally become full-round actions when 
ай їп metamagic form (including bard spells, sorcerer 
pelis and spontaneously cast spells, such as a good 
Bsc ure spell) 


iof Enemies [Epic] 

(фиг апас deal great damage to your favored enemies 
Prerequisites: Wilderness Lore 24 ranks, five or more. 
rel enemies (s the ranger class feature. 


Benefit: Any weapon you wield against one of your 
favored enemies is treated as a bane weapon for that 
creature type (thus, its enhancement bonus is increased 
by +2 and it deals 2246 points of damage). This ability 
doesnt stack with similar abilities (for instance, if the 
weapon is already a bane weapon 


Beast Companion [Wild] [Epic] 

You can befriend a beast. 

Prerequisites: Beast Wild Shape, Knowledge (nature) 
24 ranks, wild shape 6/day 

Benefit: As the druid’s animal companion ability 
except that when you use animal friendship, the spell also 
applies to beasts. Despite the greater intelligence of 
beasts, companion beasts will not submit to tasks (or 
perform “tricks") that animals cannot accomplish. At 
most, you can have beast and animal companions 
whose combined HD are not more than twice your 
caster level. 


Beast Wild Shape [Wild] [Epic] 
You can wild shape into beast form. 
Prerequisites: Knowledge (nature) 24 ranks, wild shape 
6/day 
Benefit: You can use your normal wild shape ability to 
take the form of a beast. The size limitation is the same as 
your limitation on animal size. You gain any extraordi 
mary abilities of the beast whose form you take. 
Blinding Speed [Epic] 
r short bursts of great speed. 


Benefit: You can act as if һай for 5 rounds each day. 
The duration of the effect need not be consecutive. 
rounds. Activating this power is a free action 

Special: You can gain this feat multiple 
time you take the feat, it grants an additional 5 rounds of 
hate pe day 


mes, Each 


Bonus Domain [Epic] 
You have access to one additional domain of spells. 

Prerequisites: Wis 21, ability to cast sth level divine 
spells. 

Benefit: Choose an additional domain from your 
deitys domain list. You now have access to that domain's 
spells as normal for your domain spells 

Special: You can gain this feat multiple times, Each 
time you take the feat, it applies to a different domain, 


Bulwark of Defense [Epic] 
Prerequisites: Con 25, defensive stance 3/day. 
Benefit: Your defensive stance bonuses increase to +4 
Strength 
saves, and -6 dodge bonus to AC 


6 Constitution, «4 resistance bonus on all 


Chaotic Rage [Epic] 
Your rage is particularly damaging to lawful creatures, 
Prerequisites: Rage S/day, chaotic alignment. 


Benefit: Any weapon you wield while in a rage is 
treated as a chaotic weapon (it deals +246 points of 
damage against creatures of lawful alignment). This abil 
ity does not stack with similar abilities (for instance, if 
the weapon is already a chaotic weapon) 


'olossal Wild Shape [Wild] [Epic] 

You can wild shape into animals of Colossal size. 
Prerequisite: The ability to wild shape into а Саграт 
Benefit: You can use your wild shape to take the shape 

of a Colossal animal. 

Normal: Without this feat, you cannot wild shape into 
an animal of greater than Huge size 


ombat Archery [Epic] 
You can fire a bow in melee safely. 

Prerequisites: Dodge, Mobility, Point Blank Shot. 
Benefit: You do not incur any attacks of opportunity 
for firing a bow when threatened. 

Normal: Without this feat, you incur an attack of op 


portunity from all opponents who threaten you when: 
ever you use a bow 


Craft Epic Magic Arms and Armor [Item Creation] 
[Epic] 
You can craft magic arms and armor of epic power. 

Prerequisites: Craft Magic Arms and Armor, Knowl 
edge (arcana) 28 ranks, Spellcraft 28 ranks. 

Benefit: You can craft magic arms and armor which 
exceed the normal limits for such items (as stated in the 
Duncrow Masrt's Guide). For instance, you could craft a 
magic sword with an enhancement bonus of greater than 
+5, with a total effective enhancement bonus greater 
than +10, or that required prerequisite spells of higher 
than 9th level 
See Chapter 4: Epic Magic Items for examples of epic 

magic arms and armor. 


Craft Epic Rod [Item Creation] [Epic] 
You can craft magic rods of epic power. 
Prerequisites: Craft Rod, Knowledge (arcana) 32 
ranks, Spellcraft 32 ranks 
Benefit: You can craft rods that exceed the normal 


limits for such items (as stated in this book and in the 
DuNcrow Masrra 


le). For instance, you could craft a 
rod with an enhancement bonus greater than «5 ora rod 
with prerequisite spells of higher than 9th level 
See Chapter 4: Epic Magic Items for examples of epic 
rods 
Craft Epic Staff [item Creation] [Epic] 
You can craft magic staffs of epic power. 
Prerequisites: Craft Staff, Knowledge (arcana) 35 
ranks, Spelleraft 35 ranks. 
Benefit: You can craft staffs that exceed the normal 
limits for such items (as stated in this book and in the 
Duncrow Мато Gude). For instance, you could craft a 


staff that cast spells greater than 9th level, or a st 
an enhancement bonus greater than 45. 


See Chapter 4: Epic Magic Items for examples of j 
staffs. 


Craft Epic Wondrous Item [Item Creation] [Epic] 
You can craft wondrous items of epic power. | 
Prerequisites: Craft Wondrous Item, Knowledgels 
cana) 26 ranks, Spelleraft 26 ranks. 
Benefit: You can craft wondrous items that exceed 
normal limits for such items (as stated in this book and 
the Dunctow Masrex’s Guide) For instance, you could el 
a cloak of Charisma with an enhanceme 
than +6 or an item that req 
higher than 9th level. 

See Chapter 4: Epic Magic Items for examples of eg 
wondrous items. 


bonus great 
d prerequisite spell 


Damage Reduction [Epic] 


fou can shrug off some damage from attacks. 
Prerequisite: Con 21 

Benefit: You gain damage reduction 3/-. This does 
stack with damage reduction granted by magic items 
nonpermanent magical effects, but t does stack withag 
damage reduction granted by permanent magical effec 
class features, or this feat itself 

Special: A character can gain this feat multiple tina 


Each time you gain the feat, your damage reductio 
increases by 3. 


fening Song [Epic] 
Your bardic music deafens those nearby 

Prerequisites: Perform 24 ranks, bardic music cla 
feature 

Benefit: You can use song or poetics to temporal) 
deafen all enemies within a 30-foot spread from you А 
successful Fortitude save (DC 10 + 1/2 your class level 
your Charisma modifier) negates the effect, The deafen 
ing effec lasts for as long as you continue the deafening 
song. You can choose to exclude any chatacters from thi 
effect (usually your allies 

You may sing, play, or recite a deafening song while 
taking other mundane actions, but not magical ones (se 
the bards inspire courage ability for more details) Yo 
may keep up the deafening song for a maximum of If 
rounds. Using the deafening song counts as one of you 
uses of song or poetics for the day 


ath of Enemies [Epic] 
You can instantly slay your favored en 
single strike 

Prerequisites: Bane of Enemies, Wild 
30 ranks, five or more favored enemies (as 
feature) 


ies with i 


ss Lore 
тет class 


Benefit: Any time you score a critical hit against one 
of your favored enemies, it must make a Fortitude save 


DC 10 + 1/2 your class level + your Wisdom modi 
ог die instantly 


[ 


Special: Creatures immune to critical hits can't be 
Маа by this feat. 


Deastaing Critical [Epic] 

Choose one type of melee weapon, such as longsword or 
peste. With that weapon, you are capable of killing 
any creature with a single strike. 

Frerequisites: Str 25, Cleave, Great Cleave, Improved 
(ral (weapon to be chosen), Overwhelming Critical 
(weapon to be chosen), Power Attack, Weapon Focus 
(weapon to be chosen 

Benefit: When using the weapon you have selected, 
cu score a critical hit the target muse make a 
Forde save (DC 10 + 1/2 your character level + your 
Sength modifier) or die instantly. (Creatures immune 
focal hits cant be affected by this feat 

Special: You can gain this feat multiple times, Its 
Че do not stack. Each time you take the feat, it applies 
Ba different type of weapon. 


Merous Fortitude [Epic] 
You are able to resist physical attacks with exceptional 
liv. 
Prerequisites: Dex 25, slippery mind class feature. 
Benefit: Once per round, when targeted by an effect that 
Iura Fortitude saving throw; you may make a Reflex 
Baie instead to avoid the effec (evasion is not applicable) 


eros Will [Epic] 


Youare able to resist compelling effects with exceptional 
agi. 
Prerequisites: Dex 25, slippery mind class feature. 
Benefit: Once per round, when targeted by an effect. 
фи requires a Will saving throw, you may make a Reflex 
rite to avoid the effect (evasion is not applicable 


nitive Wild Shape [Wild] [Epic] 
lan wid supe into animals of Diminutive size 
Prerequisite: Ability to wild shape into a Huge animal. 
Benefit: You can use your wild shape to take the shape 
[ofa Dininutive animal. 
Normal: Without this feat, you cannot wild shape into 
fininimal of smaller than Tiny size. 


Charge [Epic] 
jan make a ful attack as part of a charge. 
Prerequisite: Improved Initiative. 
Benefit: If you charge a foe during the first round of 
bat (or the surprise round, if you are allowed to act 
i you can make a full attack against the opponent 
charge. 
Normal: Without this feat, you may only make a 
attack as part of a charge. 


i Shot [Epic] 

Kan arge anything you can see with a ranged weapon, 

Prerequisites: Dex 25, Far Shot, Point Blank Shor 
20 ranks 


Benefit: You may throw or fire a ranged weapon at any 
target within line of sight, with no penalty for range. 


Dragon Wild Shape [Wild] [Epic] 
You can take the form of a dragon. 
Prerequisites: Wis 30, Beast Wild Shape, Knowledge 
nature) 30 ranks, wild shape 6/day 
Benefit: You may use wild shape to change into a 
dragon (black, blue, green, red, white, brass, bronze, 
copper, gold, or silver) The size limitation is the same 
as your limitation on animal size. You gain all extraor- 
dinary and supernatural abilities of the dragon whose 
form you take 
Efficient Item Creation [Epic] 
Select an item creation feat. You can create magic items 
using that feat much more quickly than normal 
Prerequisites: Item creation feat to be selected 
Knowledge (arcana) 24 ranks, Spellcraft 24 ranks 
Benefit: Select an item creation feat. Creating a 
йет using that feat requires one day per 10,000 gp of the 
items market price, with a minimum of one day 
Normal: Without this feat, creating a magic item 
requires one day for each 1,000 gp of the items marker 
pn 
Special: You can gain this feat multiple times. Its 
effects do not stack. Each time you take the feat, it applies 
to а different item creation feat 


Energy Resistance [Epic] 

You can resist the effects of a chosen type of en 

Benefit: Choose a type of energy (acid, cold, electric 
ity, fre, or sonic). You gain resistance 10 to that type of 
energy, ог your existing resistance to that type of energy 
increases by 10. This feat does not stack with energy 
resistance granted by magic items or nonpermanent 
magical effects 

Special: A character can gain this feat multiple times, 

Ifthe same type of energy is chosen, the effects stack 
Enhance Spell [Metamagic] [Epic] 
You can increase the power limit of your dama 
spells 

Prerequisite: Maximize Spell. 

Benefit: The damage cap for your spells increases by 10 
dice (for spells thar deal a number of dice of damage equal 
to your caster level, such ав fireball) or by 5 dice (for spells 
that deal a number of dice of damage equal to half your 
level, such as searing light). An enhanced spell uses up a 
spell slot four levels higher than the spells actual level 

For example, an enhanced ийй has a damage cap of 
2046 (rather than 10d6). An enhanced searing light has a 
damage cap of 1048 (rather than 548 

This feat has no effect on spells that donit specifically 
deal a number of dice of damage equal to your level or 
half your level, even if the spells effect is largely dictated 
by your level. Thus, й has no effect on 
though your level indicates how many missiles you Ё 


ling 


Melfs acid arrow (even though your level indicates how 
many rounds the acid deals damage), or produc flame (even 
though you add your level to the base 144 damage dealt 

Normal: Without this feat, use the damage dice caps 
indicated in the spells description. 

Special: You may gain this feat multiple times. Each 
time you select this feat, the damage cap increases by 10 
dice or 5 dice, as appropriate to the spell, and the 
enhanced spell takes up а spell slot an additional four 
levels higher (thus, a nwice-enhanced Апай would be an 
t itblevel spel 


pic Dodge [Epic] 

You are able to evade attacks with exceptional agility 
Prerequisites: Dex 25, Dodge, Tumble 30 ranks, im 

proved evasion, defensive roll class feature. 

Benefit: Once per round, when struck by an attack 

from an opponent you have designated as the object of 

your dodge, you may automatically avoid all damage 

from the апас. 


Epic Endurance [Epic] 

You are capable of legendary feats of stamina. 
Prerequisites: С 
Benefit: Whenever you make a check for performing a 

physical action that extends over a period of time (rum 

ning, swimming, holding your breath, and so on), you get 

a +10 bonus on the check. 


Epic Fortitude [Epic] 
You have tremendously high fortitude. 
Benefit: You gain a +4 bonus on all Fortitude saving 
throws. 


Epic Inspiration [Epic] 
Your bardic music provides gn 
тайу possible 

Prerequisites: Cha 25, Perform 30 ranks, bardic music 
class feature. 

Benefit: All bonuses granted by your bardic music 
inspiration abilities are doubled. For example, your 
inspire courage ability now grants a +4 morale bonus on 
saving throws against charm and fear effects and a +2 
morale bonus on attack and damage rolls; your inspire 
competence now grants a +4 competence bonus on skill 
checks; and your inspire greatness ability now grants 
+4d10 Hit Dice, a +4 competence bonus on attacks, and a 
+2 competence bonus on Fortitude saves 

Special: A character can gain this feat multiple times. 
Its effects stack. Remember that two doublings equals a 

tripling, and so forth 


ter inspiration than nor 


Epic Leadership [Epic] 
You attract more powerful cohorts and followers than 
normally possible. 
Prerequisites: Cha 25, Leadership, Leadership score 25, 
Benefit: You attract a cohort and followers as shown 
on Table 1-33: Epic Leadership. 


Normal: Without this fear, you must use Tab 
Leadership in the Роха 
your cohort and followers 


ov Мати Guide to determi 


Epic Prowess [Epic] 
‘You gain great skill їп combat 
Benefit: Gain a +1 bonus on all attacks 


Special: A character can gain this feat multiple t 
Iis effects st 


Epic Reflexes [Epic] 
You have tremendously fast reflexes. 
Benefit: You gain а +4 bonus on all Reflex saving thes 


Epic Reputation [Epic] 

Your reputation provides great bonuses on interact 
with others. 

Benefit: You gain a +4 bonus on Bluff, Diplom 
cates Information, mida and Perform cii 
‘Choose a skill, such as Move Silently. You have al 
endary knack with that skill. 

Prerequisite: 20 ranks in the skill selected. 

Benefit: You gain a «10 bonus on all skill checks wil 
that skill 

Special: You can gain this feat multiple times. I 


effects do not stack. Each time you take the feat it appli 
to a different skill 


Epic Skill Focus [Epic] 


Epic Speed [Epic] 
You can move much more quickly than a normal persos 

Prerequisites: Dex 21, Run. 

Benefit: Your speed increases by 30 feet. This Беле 
does not stack with increased speed granted by magi 
items or nonpermanent magical effects. 

‘Special: This feat only functions when you are weit 
ing medium armor, light armor, or no armor. 


Epic Spell Focus [Epic] 
Choose a school of magic, such as Illusion. Your spells of 
that school are far more potent than normal 

Prerequisites: Greater Spell Focus” and Spell Focus ia 
the school selected, ability to cast at least one 9th-levd 
spell of the school to be chosen. 

Benefit: Add +6 to the Difficulty Class forall saving 
throws against spells from the school of magic you selec 
to focus on. This overlaps (does not stack with) the 
bonuses from Spell Focus and Greater Spell Focus. 

Special: You can gain this feat multiple times. IW 
effects do not stack. Each time you take the feat it applies 
toa different school of magic. 

"This feat is presented in the Nonepic Feats section at 
the end ofthis chapter. 


Epic Spell Penetration [Epic] 
Your spells are tremendously potent, breaking through 
spell resistance with ease 


Berequisit 


Benefit: Y 


Special A tiple times, 
Benefit: You get a +6 ect 

hat creature’ spell resistance. T 
Hick with) the bonuses from S| 
Grater Spell Penetration, 


feat is presented in the Ni 


chapte Prerequisit 


Benefit: A оз make 


create and cast spells that 


че existing spe Special: Y D times. It 
Prerequisite: Spelleraft 24 rank it appli 
фут», ability to cast thr level arcane 

Bi to cast och level divin reataxe. You deal 
о ар 
Solet 24 ranks, Knowled ‘ Prerequisites: Epic Weapon Focus, Weapon Роси 
сан th evel divine spel pon Sp 
Benefit: You may deve 

Metall in Chape 


all in the weapon to be chosen 
Benefit: Add +4 ¢ ge you deal using the 


es bon f the target is within 30 feet. 
Mei spells per 

(arcana) dı 

ay cast a number of epic 


Special: Y Шире times. Its 

ke the feat, it applies 
nowledge (relig 

ies he init on the numberof 

з cumulative. For examp Benefit: You g 

prm casts number of arcane 

pour number of ranks in Kn 

ук, livine epic deflect any type c 


Prerequisites: Dex 21, W 


Benefit: You can deflect any ranged attacks (including 
spells that require ranged touch attacks) as if they were 
arrows. If deflecting а spell, add the spell level to the DC 
to deflect the attack 


Extended Life Span [Epic] 

You are exceptionally long-lived. 

Benefit: Add one-half the maximum result of your 
races maximum age modifier to your normal middle 
age, old, and venerable age categories. For example, a 
human who took this feat would reach middle age at 58 
years (rather than 38), old age at 73 years (instead of 
53), and venerable age at 90 years (instead of 70). Calcu: 
late the character's maximum age using the new vener 
able number. 

This feat cantt lower your current age category (for 
instance, if youre already middle age but the feat pushes 
the middle age category to above your current age, you 
dont revert го adulthood) 

Special: You can gain this feat multiple times. Its 
effects stack. 


amiliar Spell [Epic] 
Your familiar can use one of your spells as a spell-like. 
ability 

Prerequisite: Int 25 (if your spelleasting is controlled 
by Intelligence) or Cha 25 (if your spellcasting is con 
trolled by Charisma) 

Benefit: Choose one spell you know of sth level or 
lower, such as chain lightning ог circle of death. Your famil. 
lar can now use this spell once per day as a spell-like 
ability, at a caster level equal to your caster level. You 
cannot bestow a spell to your familiar if the spell n 
mally has a material component cost of more than 1 gp. 
огап XP cost. 

Special: You can gain this feat multiple times. Each time 
you take the feat, you can give your familiar a different 
spell-like ability or another daily use of the same spell 
like ability 


st Healing [Epic] 
You heal your wounds very quickly. 

Prerequisite: Con 25 

Benefit: You gain fast healing 3, or your existing fast 
healing increases by 3. This feat does not stack with fast 
healing granted by magic items or nonpermanent magi 
cal effects 

Special: This feat may be taken multiple times. Its 
effects stack 


Fine Wild Shape [Wild] [Epic] 
You can wild shape into animals of Fine sie. 


Prerequisite: Ability to wild shape into a Diminutive 


Benefit: You can use your wild shape to take the shape 
ofa Fine animal 

Normal: Without this feat, you cannot w 
an animal smaller than Tiny size. 


hape into 


Forge Epic Ring [item Creation] [Epic] | 
You can craft magic rings of epic power. 
Prerequisites: Forge Ring, Knowledge (arcani) 
ranks, Spelleraft 35 ranks. 
Benefit: You can forge magic rings that exceed j 
normal limits for such items (as stated in this book ani 


the Doscros Master's Guide). For instance, you could аб 
a ring of protection that granted a deflection bonu 
greater than +5 or an item that required prerequil 
spells of higher than 9th level 

See Chapter 4: Epic Magic Items for examples of qi 
rings. 


You can wild shape into animals of Gargantuan size. 
Prerequisite: Ability to wild shape into a Huge animi 
Benefit: You can use your wild share to take the Ы 

of a Gargantuan animal 
Normal: Without this feat, you cannot wild shape ie 

an animal greater than Huge size 


Great Charisma [Epic] 
Your powers of persuasion and leadership are great 
than normal 
Benefit: Your Charisma increases by 1 point 
Special: You can gain this feat multiple times. 
effects stack 


Great Constitution [Epic] 

Your health and endurance are greater than normal. 
Benefit: Your Constitution increases by 1 point 
Special: You can gain this f 

effects stack 


t multiple times. li 


Great Dexterity [Epic] 

Your agility and coordination are greater than normal 
Benefit: Your Dexterity increases by 1 point 
Special: You can gain this feat multiple times. Il 

effects stack. 


Gr 


ıt Intelligence [Epic] 

Your powers of reason and learning are greater than norm 
Benefit: Your Intelligence increases by 1 point. 
Special: You can gain this feat multiple times. In 

effects stack. 


Great Smiting [Epic] 
Your smite attacks are much more powerful than normal 

Prerequisites: Cha 25, smite ability (from class featur. 
or domain granted power). 

Benefit: Whenever you make a successful smite 
attack, add twice the appropriate level to damage (rather 
than just your level 

Special: You may select this feat multiple times. Is 
effects stack. Remember that two doublings equals 
tripling, and so forth 


Gi 


eat Strength [Ери 
Your muscle and physical power are greater than normal. 
Benefit: Your Strength increases by 1 point. 
Special: You can gain this feat multiple times. Its 
efits stack, 


feat Wisdom [Epic] 
Nour willpower and insight are greater than normal 
Benefit: Your Wisdom increases by 1 point. 
Special: You can gain this feat multiple times. Its 
ects stack, 


Group Inspiration [Epic] 
You can inspire competence or greatness in more than 
Imeall simultaneously 
Prerequisite: Perform 30 ranks, bardie music class 
feature 
Benefit: The number of allies you can affect with your 
t competence or inspire greatness bardic music 
ably doubles. When inspiring competence in multiple 
Ше, you can choose different skills to inspire for dif 
ferent allies 
A character can gain this feat multiple times 
Millets stack. Remember that two doublings equals a 
pling, and so forth 


dering Song [Epic] 
Nour haic music interferes with opposing spellcasters 

Prerequisite: Deafening Song, Perform 27 ranks. 
[rdc music class feature 

Benefit: You can use song or poetics to hinder enemy 
lenem within 10foor spread fom you. To success 

I Casta spell within this area, a spellcaster must make 
Concentration check as if she were casting defensively 
ЇЇ such checks have a penalty equal to half your 
Heel You can choose to exclude any characters from this 
(фет (usally your alles 

Sou тиў sing, play, or recite a hindering song while 
Baking other mundane actions, but not magical ones (see 
[бе bans inspire courage ability for more details). You 
Bray keep up the hindering song for a maximum of 10 

nis. Using the hindering song counts as one of your 

sof ong ог poetics for the day 


Sie [Epic] 
attacks deal great damage to evil creatures. 
Prerequisites: Smite evil class feature, any good 


Benefit; Any weapon you wield is treated as a holy 
pon it deals #246 points of damage against creatures 
fevilalignment).This ability doesnt stack with similar 
les (for instance, if the weapon is already a holy 
pon) In addition, the weapon is considered blessed 
means it has special effects on certain creatures 


Material Components [Epic] 
ed not use any material components in casting 


spells. 


Prerequisites: Eschew Materials, Spellcraf 25 ranks, 
ability to cast th-level arcane or divine spells 
Benefit: You may cast your spells without any material 
components This feat does not affect the need fora focus 
or divine focus. 
This feat is presented in the Nonepic Feats section at 
the end of this chapter. 


Improved Aliqnment-Based Casting [Epic] 
Your spells of a particular alignment are more powerful 
than normal. 

Prerequisites: Access to domain of Chaos, Evil, Good 
or Law, alignment must match domain chosen, ability to 
cast oth-level divine spells. 

Benefit: Select an alignment-based domain (Chaos, 
Evil, Good, or Law) to which you have access. You cast 
spells with that alignment descriptor at +3 caster level 

Special: This benefit overrides (does not stack with) 
the granted powers of the Chaos, Evil, Good, and Law 
domains. 

You may select this feat multiple times Its effects do not 
stack. Each time you take the feat, it applies to a different 
alignment-based domain to which you have access. 


Improved Arrow of Death [Epic] 
Prerequisites: Dex 19, Wis 19, Point Blank Shot, P 
cise Shot, arrow of death class feature. 
Benefit: Add +2 to the DC of your arrows of death. 
This feat may be taken multiple times, Its effects stack. 
Improved Aura of Courage [Epic] 

Your aura of courage is stronger than normal. 
Prerequisite: Cha 25, aura of courage class ability 
Benefit: Your aura of courage grants a +8 morale bonus 

on saving throws against fear effects. 


Improved Aura of Despair [Epic] 
Your aura of despair is wider than normal. 
Prerequisite: Cha 25, aura of despair class ability 
Benefit: Your aura of despair causes a 4 morale 
penalty on all saving throws. 


Improved Combat Casting [Epic] 
You can cast spells while threatened without fear of 
being attacked 
Prerequisites: Combat Casting, Concentration 25 
Benefit: You dont incur attacks of opportunity for 
casting spells when threatened. 


Improved Combat Reflexes [Epic] 
You can respond to any number of opponents who let 
their defenses down 

Prerequisites: Dex 21, Combat Reflexes. 

Benefit: There is no limit to the number of attacks of 
opportunity you can make in one round. (You still cant 
make more than one attack of opportunity against a 
single person in a round. 


Improved Darkvision [Epi 


Your ability to see in the dark is greater than normal 

Prerequisite: Darkvision. 

Benefit: The ran 
feat does nor stack with darkvision granted by magic 
items or nonpermanent magical effects 

Special: This feat may be taken multiple times. It 
effects stack. Remember that two doublings equals a 
tripling, and soon 


of your darkvision doubles. This 


Prerequisites: Death attack class feature, sneak attack 
esd6, 
Benefit; Add +2 to the DC of your death attack 
Special: This feat may be taken multiple times. Its 
effects stack. 


Improved Elemental Wild Shape [Wild] [Epic 


You can take the form of a greater variety of elementals 
than normal 
Prerequisites: Wis 25, ability to will shape into an ele 
mental 
Benefit: Your ability to wild shape into an elemental is 
Jude all elemental creature 
th, fire, and water elem 
take when using wild sh 
if you are normally capable of using w 
become a Huge animal. you can now wild shape into 
elemental creature 


expanded to i not just air, 


nuls) of any size that you сап 
о become an animal. For 
instanc — 
Huge 
fou gain all extraordinary and super 
natural abilities ofthe elemental whose form you take 

Normal: Without this feat, you may only wild shape 
into à Small, Medium-size, or Large air, earth, fire, ог 
water elemental 
Improved Favored Enemy [Epic] 
Prerequisite: Five or more favored enemies 

Benefit: Add +1 to the bonus on Bluff, Listen, Sense 
Motive, Spot, and Wilderness Lore checks and damage 
rolls against all your favored enemi 

Special: This feat may be taken multiple times. ts 
effects stack 


Improved Heighten Spell [Epic 
You can сам а spell at any level above its own, 
Prerequisites: Heighten Spell, Spellcraft 20 ranks 
Benefit: As Heighten Spell, bur there is no limit to the 
level to which you can heighten the spell. 
Normal: Without this feat, a spell can only be height 


ened to a maximum of 9th level. 


Improved Ki Strike [Epic] 
You can strike opponents with great damage reduction. 

Prerequisites: Wis 21, Ki strike +3, 

Benefit: Add +1 to the effective enhancement bonus 
of your unarmed attacks 

Special: You can gain this feat multiple times. Its 
effects stack 


[Epic 
vision is greater than normal 


The range of your low-high 

Prerequisite: Low-light vision. 

Benefit: The range of your low-light vision doubles 
This feat light vision granted by 
magic items or nonpermanent magical effects 

Special: This feat may be taken multiple times, Its 
effects stack. Remember that two doublings equals а 
tripling, and soon. 


es not stack with lo 


ed Manifestation [Epic] 


You can manifest psionic powers more powerful than the 


normal limits of manifestation 

Prerequisite: Ability to manifest powers of the normal 
maximum level in at least one psionic class 

Benefit: When you select this feat, your metapsionic 
power point co d by +2, For example, if 
you select this feat at 21st level, you 
psionic feats in conjunction with other powers so that 
you could spend a total of 22 power points on any single 
power. However, in order to manifest the power, your key 


ld use mera 


ability score must be equal to or higher than the total 
power point 


This fear cant 


grant psionic manifestation ability toa 


class that doesnt have psionic ability. You must use 
this feat as а member of the class in which you can 
already manifest powers of the normal maximum 
level. For instance, a Sth-level psychic warrior/22nd 
level psion couldnt advance her power point cost limit 
in psychic warrior, because she cant manifest powe 

of the normal maximum level for a psychic warrior 
But she could advance her power cost limit for her 


Normal: Without this feat, a power altered by me 
psionic feats cannot cost more power points than the 
fester level minus 1 (minimum 1 


Special: You can gain this feat multiple times. Each 
time this feat is gained, your power point cost limit i 
increased by an additional +2 

The Ioni Handbook has information on creating and 
playing psionic characte 


омей Manyshot [Epic] 
ш can fire even more arrows a а single attack against 
nearby target 

Prerequisites: Dex 19, base attack bonus 
shot, Point Blank Shot, Rapid Shot 

Benefits: As Manyshot, bur the number of arrows you 
сап fire is limited only by your base attack bonus (two 
bonus above «6 

Special: Regardless of the number of arrows you f 
you only apply precision-based damage (such as sneak 
attack damage or the range 
once. If you score a critical hit, only one of the arrows 
deals critical damage (your choice); all others deal 
normal damage. 

Normal: With the Manyshor f 


ety 5 points of base attack 


's favored enemy bonus 


ıt, you are limited to ã 


imum of four arrows fired (when your base attack 
bonus is +16 or higher 

"This feat is presented in the Nonepic Feats section at 
teed ofthis chapter 


Improved Metamagic [Epic] 
You can cast spells using metamagic feats more easily 
баш. ^ 

Prerequisites: Four metamagic feats, Spelleraft 30 
ranks 

Benefit: The spell slot modifier of all your metamagic 
Каз is reduced by one level, to a minimum of +1. For 
Instance, you could cast а quickened spell as a spell of 
thre levels higher rather than four levels higher. 

This feat has no effect on metamagic feats whose spell 


Motmodifieris +1 or less, 


SPELLSLOTS ABOVE OTH LEVEL 


Special: You can gain this feat multiple times. The 
effects stack, though you cant reduce any metamagic 
fears spell slot modifier to less than +1. 


Improved Sneak Attack [Epic] 
Your sneak attacks are more deadly than normal. 
Prerequisite: Sneak attack «&dé. 
Benefit: Add +1d6 to your sneak attack damage. 
Special: This feat may be taken multiple times. Its 
effects stack 


Improved Spell Capacity [Epic] 
You can prepare spells that exceed the normal limits of 
spelleasting 

Prerequisite: Ability to cast spells of the normal maxi 
mum spell level in at least one spellcasting class 


The Improved Spell Capacity feat allows characters to gain spell slots above 9th level (which can be used to hold lower-level spells 
Will whose level has been increased above 9th by the use of metamagic feats). The number of spell slots available to a deity 


depends on the character's key ability score (Intelligence for 


wizards, Wisdom for clerics, druids, paladins, and rangers, and 


sma for bards and sorcerers), as shown on Table 1-35: Expanded Ability Modifiers and Bonus Spells 
Eventhough the table only includes ability scores up to 61 and spell slots up to 25th level, the progression continues infinitely 
bath directions. For ability scores beyond 61, ог for spell slots above 25th level, expand the table to follow the same patterns 


nom 
The numbers on this table include bonus spells that a ch 


er receives for having a sufficiently high ability score, as well as 


йолы spell of each level at which the character gains at least one bonus spell. For bonus spells of levels 1st through 9th, 


Me ble 1-1 in the Player's Handbook 


Tint 1-35: Ехнаноко Автитү Мори 


ERS AND Bonus SPELLS. 


Modifier 
0 
" 
EI 
B 
E 
ra 


Joh ith Ya иһ 


Vath 


15th 


ЕТСЕ 
КТГ УТТЕ 
КЕРЕИТ 


Spells per Day 
Té YA 18th 


fected allies lasts a number of rounds equal to 3 + 
Ter Constitution modifier, regardless of whether they 
femin within 60 feet of you. This is otherwise identi 
falwih normal barbarian rage (including the fatigue at 
Жоел) 

Special This is a mind affecting effect 


Bite Deflection [Epic] 
Youcan deflect an infinite number of projectiles 
Prerequisites; Dex 25, Combat Reflexes, Deflect 
rows Improved Unarmed Strike. 
Benefit: You may perform any number of deflections 
ch und. See the De 
Handbook 


Arrows feat in the Player’ 


ite Excellence [Epic] 
iin improve the abilities of your comrades through 
Jeon e 
теа 20 ranks bedi musi class 
fen 
Mi Dro can use song or poetics to рин a bonus 
Hone ability score to your allies. To be affected, an ally 
Bmsthearthe bard sing for 1 full round. The effect lasts as 
asthe bard sings and for 5 rounds after the bard 
ME is round aes de lly cia us longer 
irthe bard), While singing, the bard can fight bur 
[lot cast spells, activate magic items by spell comple- 
Belay overtone magi has by ces 


nd word (such as wands 


Fach ally to be inspired gains a +4 competence bonus 
[сфе same ability score, which you must choose before 
egin inspiring. For instance, you could grant all 


a bonus to Strength ог all allies a bonus to Consti 
Huo, but you couldnt grant some allies a bonus to 
ngth and some a bonus to Consti 
performance 
Igite excellence is a supernatural, mind-affecting 
i 
Special: This feat is treated as a bardic music inspi 
fen ability for purposes of feats that aff 
liis 


tion with the 


Reload [Epic] 
one type of crossbow, such as heavy crossbow 
Man i hat type of crossbow as ast asa bow 
Prerequisite: Quick Draw, Rapid Reload", Weapon 
s (crossbow type to be selecte 
Went: You may fire the selected type of crossbow 
Hour full normal attack rate. Effectively, you can 
id your crossbow as fast as an archer can reload a 
Reloading your crossbow does not provoke attacks 
opportunity 
Special: You can gain this feat multiple times. les 
donor stack Each time you take the feat, it applies 
fierent ype of crossbow 
is feat presented in the Nonepic Feats section at 
end ofthis chapter 


Intensify Spell [Metamagic] [Epic] 
You can cast spells with exceptionally great effect, 

Prerequisites: Empower Spell, Maximize Spell, 
Spellcraft 30 ranks, abi 
divine spells. 

Benefit: All variable, numeric effects of an intensi 
fied spell are maximized, then doubled, An intensifi 
spell deals twice maximum damage, cures twice the 
maximum number of hit points, affects twice the maxi 
mum number of targets, and so forth, as appropriat 
For example, an intensified horri willing spell would 
deal 16 points of damage per caster level (up to а maxi 
mum of 400 points of damage at 25th level). Saving 
throws and opposed rolls (such as the one you make 
when you cast dispel magic) are not affected, An intensi 
fied spell uses up a spell slot seven levels higher than 
the spells actual level. 

You cant combine the effects of this feat with any other 
feat that affects the variable, numeric effects of a spell 
such as Empower Spell or Maximize Spell. 


y to cast 9th-level arcane or 


Strike [Epic] 
Your unarmed strikes become as sharp as blades. 

Prerequisites: Str 23, Wis 23, Improved Critical 
junarmed strike), ki strike +3 

Benefit: Your unarmed strike is considered to be a 
slashing keen weapon (and thus threatens a critical hit o 
э 19-20). (At your option, any unarmed strike can do 
bludgeoning damage instead, but it loses the keen qual 
ity) This ability doesn't stack with similar abilities (for 
instance, if some other effect has already granted your 
unarmed strikes the keen special ability 

aspiration [Epic] 
ngs continue to inspire allies long after your 

words have faded 

Prerequisite: Perform 25 ranks, bardic music class 
feature 

Benefit: The effects of your bardic music inspiration 
abilities last 
singing. This feat has no effect on inspiration abilities 
that have no duration after you stop singing (such as 
inspire competence 


n times as long as normal after you stop 


Legendary Climber [Epic] 
You can climb rapidly much more 
person. 

Prerequisites: Dex 21, Balance 12 ranks, Climb 24 

Benefit: You can ignore any check penalties applied 
for accelerated climbing or rapid climbing. 

Normal: Without this feat, you take a —5 penalty on 
Climb checks when attempting to cover your full speed 
in climbing distance in a round, or 2 -20 penalty when 
attempting to cover twice your speed in climbing dis 
tance ina round. 


sily than a normal 


Legendary Commander [Epic] 
You attract and lead great armies of followers through 
sheer force of personality. 

Prerequisites: Cha 25, Epic Leadership, Leadership 
Diplomacy 30 ranks, must rule own kingdom and have 
a stronghold 

Benefit: Multiply the number of followers of each level 
that you can lead by 10. Thus, a Leadership score of 25 
would allow you to lead 1,350 tst-level followers, 130 2nd- 
level followers, and so forth. This has no effect on cohorts 


ry Leaper [Epic] 
You can jump much farther than normal for your size. 
Prerequisite: Jump 24 ranks 
Benefit: The distanc 
by your height. 


of your jumps is not restricted 


ry Rider [Epic] 
You can ride a 
and can control any mount in combat, 

Prerequisite: Ride 24 ranks 

Benefit: You suffer no reduction in rank when riding 
an unfamiliar mount. You dont take a penalty on Ride 
checks when riding a mount without a saddle (bareback 
You never n check to control a mount 
їп combat (and even controlling 2 mount not trained for 


egend 
mount without penalty (even bareback: 


to make a Ri 


combat doesnt require an action 

Normal: Without this feat, your rank is reduced by 2 
or $ when riding a different mount from what you are 
familiar wi 5 penalty on Ride c 
without a saddle, and you must та 


you take a 


control a mount in combat (and controlling a light 
horse, pony, or heavy horse in combat requires a move 
equivalent action 


Legendary Tracker [Epic] 
You can track prey across or through the water, or even 
through the. 

Prerequisites: Wis 25, Track, Knowledge (nature) 30 
ranks, Wilderness Lore 30 ranks. 

Benefit: You can track creatures across water, under 
water, or through the air by the minute disturbances they 
make and traces of their passage. This adds the s 
under the Track feat in the Payer’ Handbook: 


faces of 


т, underwater, and air to the list of surfaces found 


Surface ос 
Water в 
Underwater — 80 
Air 120 


Legendary Wrestler [Epic 
You are exceptionally proficient at grappling 
Prerequisite: Str 21, Dex 21, Improved Unarmed 
Strike, Escape Artist 15 ranks. 
Benefit: You gain а «10 bonus on all grapple checks 
Special: A monk can qualify for this feat without 
having the Improved Unarmed Strike feat. 


you strike 

Prerequisite: Sneak attack 
feature 

Benefit: Any time you deal damage with a sneak 
attack, that target takes damage equal to your sn 


k attacks continue то deal damage even after 


«8d6, crippling strike class. 


ick bonus damage on your next turn as well 


Magical Beast Wild Shap 


You can wild shape into m. 

Prerequisites: Wis 25, Beast Wild Shape, Knowledge 
nature) 27 ranks, wild shape 6/day 

Benefit: You can use your normal wild shape ability to 
take the form of a magical beast. T 
the same as your limitation on animal size. You gain all 
supernatural abilities of the magical beast whose form 
you take. 


Master Staff [Epic] 
You can activate 
Prerequisite: Craft Staff Spellcralt 15 ranks. 
Benefit: When you activate a salí you can substitu 
spell slot instead of using a charge. The spell slot must be 
one you have not used for the day, though you may lose а 
prepared spell to emulate a wand charge (you may not 
lose prepared spells from your school of specialty, if any, 
The spell slot lost must be equal to or higher in level than 
the specific spell stored in the stuff, including any level 
increasing metamagic enhancements. You cannot emu. 
late a charge for a staff function that does not match a 
specific spell 
For example, you might want to save the char 
your ныў of power because you do not want to go to the 
trouble of crafting another when the charges run out, and 
also because it allows you more options yo 
nore utilitarian spells, trusting to the offensive 
power of your staff if conflict arises. You can use this fe 
to lose э rd-level prepared slot in order to active lightning 
tol from the staff, but you cani use this feat to emul 
damage 
because that power doesnt match a specific spell 


aff without using a charge. 


charge used for doubling the staff's mele 


Master Wand [Epic] 
Y 


can activate a wand without using a charge. 
Prerequisite: Craft Wand, Spelleraft 15 ranks. 

Benefit: When you activate а wand, you can substitute 
a spell slot instead of using a charge. The spell slot must 
be one you have not used for the day, though you may 
Jose a prepared spell to emulate a wand charge (you may 
not lose prepared spells from your school of specialty, if 
апу) The spell slot lost must be equal to or higher in level 
than the spell stored in the wand, including any le 
increasing metamagic enhancements 

For example, if lightning bell fs on your class list and you 
find амон of ihtning holt with 3 charges, you can expend 
unused spell slots instead of charges, thus extending the 
the wand. 


hy Rage [Epic] 
it rage becomes even more powerful than normal. 
requisites: Str 21, Con 21, greater rage class feature. 
Jaelit: When you rage, you gain a +8 bonus to 
ngth and Constitution and а +4 morale bonus on 
fill saves. (These bonuses replace the normal rage 


lues 


Jan adjust your position while maintaining a defen- 
ншке 

Hrerequisites: Dex 15) Dodge, Mobility, Spring 
ac, defensive stance 5/day clas feature 

Benefit: While ina defensive stance, you may take one 
etadjustment each round without losing the benefits 
(he ance 


Normal: Without this feat, you canit move while in a 


Prerequisites: Quicken Spell, ability to cast 9th-level 
бе o divine spells 

efit: You may cast one additional quickened spell 
round 

Special: You can gain this feat multiple times. tts 


pon Rend (Epic] 
tan rend opponents when fighting with more than 
limbs 
Trerequisites: Dex 15, base attack bonus «9, three or 
hands, Multidexterity, Multiweapon Fighting. 
Benefit; If you hit an opponent with two or more 
pons (wielded in different hands) in. 
nd, you may automatically rend the opponent. This 
Ming deals additional damage equal to the base 
фе of the smallest weapon that hit plus 1 1/2 
your Strength modifier. You can only rend once 
found, regardless of how many successful attacks. 
mike 
Forexample, if you wield three weapons simultane 
an you hit with any two of the three weapons in 
fame round, you would automatically rend your 
ин forthe appropriate damage. 
Special: This feat replaces the Two-Weapon Rend feat 
ture with more than two arms. 


Gods [Epic] 
fin ue your bardic music to influence creatures 
ie fo mindaffecting effects 

ites: Cha 25, Perform 30 ranks, bardic music 


efit Your bardic music can affect even those nor 
immune ro mind-affecting effects. However, such 

sain a +10 bonus on their Will saves to resist 
effects. 


Negative Energy Burst [Divine] [Epic] 
You can use your rebuke/command undead ability to 
unleash a burst of negative energy 

Prerequisites: Cha 25, ability to rebuke or com 
mand undead, ability to cast inf 
evil alignment. 

Benefit: You can use one rebuke or command undead 
attempt to unleash a wave of negative energy in a 60-fo0t- 
burst. Roll a normal rebuke (or command) check, except 
that the negative energy burst affects living creatures 
rather than undead. Any creature that would be rebuked 
by this result gains one negative level. Any creature that 
would be commanded by this check gains two negative 
levels The Fortitude save DC to remove these levels one 
day later is equal to 10 + 1/2 your effective turning level + 
your Charisma modifier. 


Overwhelming Critical [Epic] 
Choose one type of melee weapon, such as longswond or. 
greataxe. With that weapon, you do more damage on a 
critical hit 

Prerequi 
Critical (weapon to be chosen’ 
Focus (weapon to be 

Benefit: When using the weapon 
you deal +146 points of bonus damage on a successful 
critical hit. If the weapons critical multiplier is x3, add 


tes: Str 23, Cleave, Great Cleave, Improved 
Power Attack, Weapon 
chosen! 

you have selected, 


+246 points of bonus damage instead, and if the multi 
plier is ха, add +346 points of bonus damage instead 
Special: Creatures immune to critical hits cant be 
affected by this feat. 
You can gain this feat multiple times. Is eff 
stack. Each time you take the feat, it applies toa different 


type of weapon. 


rate Damage Reduction [Epic] 


You can bypass a creatures damage reduction, 
Benefit: Your attacks are made as if with an additional 
2 bonus to their standard enhancement bonus, For 


instance, when attacking a creature with damage reduc 
tion 35/53, you would only need a +1 weapon to bypass. 
the damage reduction. 

Special: This feat does not actually confer an enhance- 
ment bonus; it only emulates one for the purpose of pen. 
trating an opponents damage reduction. 

The bonus conferred by Penetrate Damage Reduction 
stacks with the bonus conferred by Ki Strike 

Perfect Health [Epic] 
You are immune to normal diseases and common poisons. 
Prerequisite: Con 25, Great Fortitude. 
Benefit: You are immune to all nonmagical diseases, as 
well as to all poisons whose Fortitude save DC is 25 or less. 


Perfect Multiweapon Fighting [Epic] 
A creature with three or more hands can fight with a 
weapon in each hand. The creature is allow 
number of attacks with each extra weapon. 


Prerequisite: Dex 25, three or more hands, Greater 
Multiweapon Fighting®, Multidexterity, Multiweapon 
Fighting 

Benefit: You can make as many attacks with each extra 
weapon as with your primary weapon, using the same 
base attack bonus. For example, a four-armed creature 
with this feat and a base attack of +18/+13/+8/+3 could 
make four attacks per round with his primary weapon 
and four attacks per round with each extra weapon, using 
this base attack bonus. You still take the normal penalties 
for fighting with two weapons. 

Normal: A creature without this feat can make only 
one attack per round with each extra weapon (or two 
attacks per round with each weapon if it has Multi 
weapon Fighting, or three attacks per round with each 
extra weapon if it has Greater Multiweapon Fighting 
Each attack after the first extra attack has a cumulative 

5 penalty 

Special: This feat replaces the Perfect Two-Weapon 
Fighting feat for creatures with more than two arms (and 
functions identically to that feat if you have fewer than 
three arms 


"This feat is presented in the Nonepic Feats section at 
the end of this chapter. 


Perfect Two-Weapon Fighting [Epic] 
‘You can attack with your off-hand weapon as frequently 
as with your primary weapon. 

Prerequisites: Dex 25, Ambidexterity, Greater Two 
Weapon Fighting®, Improved Two-Weapon Fighting, 
Two-Weapon Fighting. 

Benefit: You can make as many attacks with your off 
hand weapon as with your primary weapon, using the 
same base attack bonus, For example, a character with 
this feat and a base attack bonus of +18/+13/+8/+3 could 


PLANAR TURNING: AN ALTERNATIVE [EPIC] 
As written, the Planar Turning feat stresses the good-versus 
evil axis of alignment. However, there are two alternative 
versions of this feat that allow it to work differently 

If your campaign stresses the law-chaos axis of alignment, 
you can allow a character to select a lawful or chaotic version 
ofthis feat. A lawful version would turn (or destroy) all chaotic 
outsiders and rebuke (or command) all lawful outsiders, while 
the chaotic version would turn (or destro) all lawful outsiders 
and rebuke (or command) all chaotic outsiders. The character 


must be of the alignment that he chooses (you must be lawful 
to select the lawful version, and you must be chaotic to choose 
the chaotic version) 

A second alternative is to say that anyone using this feat 
turns (or destroys) all outsiders who have at least one align 
ment component opposed to one of your alignment compo- 
nents (good versus evil, law versus chaos) and rebukes (or 
commands) all outsiders who have no alignment compo: 
nents opposed to yours. For the purposes of this version of 
the feat, neutral is opposed to none of the other alignment 


Perm: 


make four attacks per round with his primary we 
and four attacks per round with his off-hand weg 
using this base attack bonus. You still take the 
penalties for fighting with two weapons. 

Normal: Without this feat, you can only geras 
attack with an off-hand weapon (or two attacks wi 
off-hand weapon if you have Improved Two-We 
Fighting, or three attacks with an off-hand weapon if 
have Greater Two-Weapon Fighting) 

Special: A ranger can qualify for this feat even 
hasnt taken Ambidexterity or Two-Weapon Fighting] 
can only use it when wearing light armor or no a 

This feat is presented in the Nonepic Feats sec 
the end of this chapter. 


nt Emanation [Epic] 
One of your personal emanation spells becomes 
Prerequisites: Spellcraft 25 ranks, ability to cas 
spell to be made permanent 

Benefit: Designate any one of your spells whose a 
an emanation from you, such as detec magic, This р 
effect is permanent (though you can dismiss or генш 
as a free action) Effects that would normally dispel 
spell instead suppress it for 2d4 rounds. 

Special: This feat may be taken multiple times 
time, you select a different spell to become perman 


nar Turning [Epic] 
You can turn (or rebuke) outsiders. 

Prerequisites: Wis 25, Cha 25, ability to rum 
rebuke undead. 

Benefit: You can turn or rebuke outsiders as if d 
were undead. An eusider has effective um rm 
equal to half its spell resistance (round down). 


components, so you may choose to require that a tij 
neutral character select one of the four alignment comp) 
nents that he will treat as part of his alignment for ti 
purposes of this feat (much as а lawful neutral, neutr, aj 
chaotic neutral cleric must decide whether he turns of 
rebukes undead), | 

For example, a lawful good cleric using the second айе 
native version of this feat would turn (or destroy) dl 
outsiders who had either "chaotic" or “evil” in their aqu 
ment (CG, CN, CE, NE, LE) and would rebuke (or command | 
all outsiders who had neither "chaotic" nor "evil" in the] 
alignment (LG, NG, LN, N). A chaotic neutral cleric using 
this version of the feat would turn (or destroy) all outside 
who had "lawful" in their alignment (LG, LN, LE) and woul 
rebuke (or command) all outsiders who did not һј 
lawful” in their alignment (NG, N, NE, CG, CN, CE) i 
neutral cleric would rebuke (or command) all outsides 
(unless the DM required that he choose an alipnmed 
component, in which case he would be treated as being UN 
NG, CN, or NE for the purposes of this feat) 


you can turn undea 
Eilers and rebuke 

ides Ifyou can rebuke und 
iind) all evil 


bone outsiders 


requisites: Beast Wil Shap 
lay 6/day 


Ike the form of a plant. The 


Knowledge (nature 


Prerequisite: В 


Benefit 


Benefit: Every undead creature that 
of you is automatically 


feature, Perform 25 


away. (If the creature must hear the 


d by the that re 


multiple times. 


ings equals a 


Rapid Inspiration [Epic] 

You can inspire your allies with bardic music more 
quickly than normal. 

Prerequisite: Perform 25 ranks, bardic music class 
feature. 

Benefit: You can use any of your bardic music inspira 
tion abilities as a standard action. The inspiration takes 
effect immediately after you conclude the action. 


active Countersong [Epic] 
You can use countersong as a reaction to a sonic or 
language-dependent magical attack. 

Prerequisite: Combat Reflexes, Perform 30 ranks 
bardic music class feature. 

Benefit: You can begin a countersong at any time, even 
when it isnt your turn (much like a wizard who has read 
ied a counterspell action), though you dont have to ready 
an action to do so. Thus, you could use the countersong as 

n to a sonic or language-dependent magical attack. 
You cant use Reactive Countersong at the same time 
you are using another bardic music ability (though you 
could stop the other bardic music ability to begin Reac 
tive Countersong if so desired 

Normal: Without this feat, you can only use counter. 
song on your turn. 


Reflect Arrows [Epic] 
You reflect ranged attacks back upon the attacker. 
Prerequisites: Dex 25, Deflect Arrows, Improved 
Unarmed Strike. 
Benefit: When you deflect an arrow or other ranged 
attack, the attack is reflected back upon the attacker at 
your base ranged attack bonus. 


Righteous Strike [Epic] 
Your unarmed strikes are particularly damaging to 
chaotic creatures 

Prerequisites: Wis 19, Improved Unarmed Strike 
Stunning Fist, any lawful alignment. 

Benefit: Your unarmed strike is treated as a lawful 
weapon (it deals +246 points of damage against creatures 
of chaotic alignment) This ability doesnt stack with sim. 
ilar abilities (for instance, if some other effect has granted 
the lawful ability to your unarmed strike 


Ruinous Rage [Epic] 
While ina rage, you can deal remendous damage to objects. 
Prerequisites: Str 25, Power Attack, Sunder, rage 
зуу 
Benefit: While in а rage, you ignore the hardness of 
any object you strike. Also, double your Strength bonus 
for the purposes of any Strength check made to break 
an object with sudden force rather than by dealing 
normal damage (including bursting bindings, such as 
ropes or manacles) 


Scribe Epic Scroll [Item Creation] [Epic] 
You can scribe scrolls of epic power. 


Prerequisites: Scribe Scroll, Knowledge (arcani 
ranks, Spelleraft 24 ranks. 

Benefit: You can scribe scrolls that exceed the 
limits for such items (as stated in this book and in 
Duncrow Mastrx’s Guide). For instance, you could a 
scroll with spells of greater than 9th level, or a seroll 
а caster level greater than 20th. 

Even this feat does not allow you to scribe а scroll 
an epic spell (see Chapter 2: Epic Spells). Such 
defies the power of the written word and thus canna 
scribed into scroll form. 

See Chapter 4: Epic Magic Items for examples of 
scrolls 


Self-Concealment [Epic] 
‘When in combat, your form becomes blurry and fı 
tinct, making it difficult to land a blow against you 

Prerequisites: Dex 30, Hide 30 ranks, Tumble 
ranks, improved evasion, 

Benefit: Attacks against you have a 10% miss ch 
the equivalent of one-quarter concealment), You 
this benefit whenever you would lose your Dest 
bonus to AC 

Special: This feat may be taken multiple times 
time it is taken, the miss chance 
maximum of 50% after it has been taken five times 

Shattering Strike [Epic] 
You can shatter objects with your unarmed strike 

Prerequisites: Epic Weapon Focus (unarmed st 
Weapon Focus (unarmed strike), Conce 
bi strike +3. 

Benefit: When using an unarmed strike to attempt 
break an object with sudden force (rather than by deal 
normal damage), make a Concentration check ri 
than a Strength check. The break DC remains the san 
Using Shattering Strike іза full-round action that in 
attacks of opportunity. You cant use Shattering Strike) 
escape bonds (unless you are so bound as to allow you 
make an unarmed strike against your bindings, such 
when you are bound by a length of chain). 


Sneak Attack of Opportunity [Epic] 

Whenever your opponent lets his guard down, you dd 
make a sneak attack. 

Prerequisites: Sneak attack +646, opportunist cli 
feature | 

Benefit: Any attack of opportunity you make is a 
sidered a sneak attack 


Spectral Strike [Epic] 

You can strike incorporeal creatures as if they were so) 
Prerequisites: Wis 19, ability to тит or rebuke unde 
Benefit: Your attacks deal damage normally арай 

incorporeal creatures. 

Normal: Without this feat, even attacks that cj 
damage an incorporeal creature have a 50% chance to ded 
no damage. | 


Urowiedge [Epic] 
Juill wo additional arcane spells to your repertoire. 
Berequisite: Ability to cast spells of the maximum 
Ieri spell level of an arcane spellcasting class 

Next: You learn two new arcane spells of any lev 
[ую е maximum level you can cast. This 
йй бое not grant any addi 
Hi spel slots 

Special: You can gain this 

зе times. 


ботину [Epic] 
an cast touch spell as 
ick of opportunity 
Tretequsites: Combat 
tng Combat Reflexes, 
(идел Spel, spelleraft 
Banks 
Benefit: Whenever you 
lowed an attack of 
tuni you may cast 
id tack with) a touch 
illos your attack of 
unity. This incurs 
irl opportunity just 
Bi had cast the spell 
0 
Normal: Without this 
[К You can only make а melee 
Blocks an attack of opportunity: 


HSiovaway [Epic] 

oven spel ike ability you possess or a spell you can 
Jon pin the benefits of this magic whenever itis 
ex you 

адын: Spellcraft 24 ranks, caster level 1206, 

Benefit: You are attuned to the magic you chose. If 

жт specas. 
you also imm, 


Within 300 feet of you uses this 
lately gain the magic’ effect as if 
ed on you by the same caste 
direct line of sight to the spellcaster 
Berto gain the benefit of the attuned magic 
[к you do not have to know the spellcaster is 
Ea and you can be flat-footed). The magic’s dura 
lec, and other specifics are determined by its 
lasers level 
«їнї. You can gain this feat multiple times. Its 
Шого яс. Each time you take the feat, it applies 
Шао spell or spell-like ability 


ing Harrier [Epic] 
latem you threaten find it difficult to cast defen 


lib Any spellcaster you threaten in melee takes a 
Im Concentration checks made to cast defen: 


egal 1/2 your level 


Spontan main Access [Epic] 
Select a domain of spells you have access to. You can. 
spontaneously convert spells into spells of this domain, 
Prerequisites: Wis 25, Spelleraft 30 ranks, ability to 
cast delevel divine spells 
Benefit: You may sponta 
neously convert any prepared 
cleric spell (except a domain 
spell) into a domain spell of 
the same level in the selected 
domain, just as а cleric chan- 
nels energy to convert spells 
into cure spells. 
Special: You can gain 
this feat multiple times. 
{2 Each time you take the 
© feat, it applies to a differ 
ent domain 
Select a spell you can cast 
You can spontaneously con- 
vert spells of that spells level 
into that spell. 
Prerequisite: Spellcraft 25 
ranks, ability to cast the maximum 
normal spell level of at least one spell 
casting class 
Benefit: You may spontaneously convert any pre 
pared spell of the selected spells level into the selected 
spell, ust as a cleric channels energy to convert spells. 
into cure spells. 
Special: You can gain this feat multiple times. Each 
time you take the feat, it applies to а different spell 


You become a flurry of thrown weapons, targeting all 


nearby opponents. 
site: Dex 23, Point Blank Shot, Quick Draw, 


Benefit: As a full-round action, you may throw a light 
weapon at your full base attack bonus at each opponent 

All light weapons thrown need not be the 
same type: for instance, a human could throw a mix of 
daggers, darts, and throwing axes 


within 30 fee 


You can 
Prerequisite 
Benefit: Yo 

bonus overlap 


eact even more quickly than normal in a fight. 
mproved Initiative. 
ta +8 bonus on initiative checks, This 
loes not stack with) the bonus from 
Improved Initiative. 


You can fire а veritable storm of arrows at nearby oppo 
Prerequisites: Dex 23, Point Blank Shot, Rapid Shot 
Weapon Focus (type of bow used 


your full base atack bonus at each opponent within 30 feet. 


Tenacious Magic [Epic] 
Choose one of your spells or spell-like abilities. That 
magic cannot be dispelled, only suppressed. 
Prerequisites: Spellcrft 15 ranks 
Benefit: Choose one spell you know or spelllike ability 
you possess, such as improve тину or опат, When 
ever the chosen form of magic would otherwise end due 
айым! effect, the magic is instead only suppressed for 1d4 
rounds. The magic still ends when its duration expires, but 
the suppressed rounds do not count against its duration. 
You can dismiss your own spell or spell-like ability (if 
dismissible) or dispel your own tenacious magic normally. 
Special: You can gain this feat multiple times. Each 
time you take the feat, it applies to a different spell or 
spelldike ability 


Terrifying Rage [Epic] 

While in a rage, you panic your opponents 
Prerequisites: Intimidate 25 ranks, rage $/day. 
Benefit: While you are raging, any enemy that views 

you must make a Will save opposed by your Intimidate 

check or become panicked (if they have fewer Hit Dice 
than you) or shaken (if they have Hit Dice equal to or up 
to twice yours) for 4d6 rounds 


Thunde 


ing Rage [Epic] 
Your rage attacks can cause thunderous roars that can 
deafen opponents. 

Prerequisites: Str 25, rage s/day 

Benefit: Any weapon you wield while in a rage is 
treated as а thundering weapon (see the Duxictow 
Мъти Guide). The DC of the Fortitude save to resist 
deafness is equal to 10 + 1/2 your level This ability does 
not stack with similar abilities (for instance, 
‘weapon is already a thundering weapon) 


Trap Sense [Epic] 

You can sense nearby traps even if not actively searching 
for them. 

Prerequisites: Search 25 ranks, Spot 
ıo find traps as a rogue. 

Benefit: If you pass within $ feet of a trap, you are 
entitled to a Search check to notice it as if you were 
actively looking fori. 


5 ranks, ability 


Two-Weapon Rend [Epic 

You can rend opponents when fighting with two weapons. 

Prerequisites: Dex 15, base attack bonus «9, Ambi 
dexterity, Improved Two-Weapon Fighting, Two-Weapon 
Fighting 

Benefit: If you hit an opponent with a weapon in each 
hand in the same round, you may automatically rend the 
opponent. This deals additional damage equal to the base 
damage of the smaller weapon plus 1 1/2 times your 
Strength modifier, Base weapon damage includes an 


Benefit: As.afull-ound action, you may fire an arrow at 


enhancement bonus on damage, if any. You can only 
once per round, regardless of how many successful 
you make 

For example, when wielding a longsword anda 
sword simultaneously, if you hit with the longswonl 
the short sword in the same round, you would au 
cally rend your opponent for 146 plus 1 1/2 times 
Strength modifier in points of damage. 


ncanny Accuracy [Epic] 
You can ignore anything less than total cover or toti 
cealment when using ranged weapons. 

Prerequisites: Dex 21, Point Blank Shot, Precise 
Spot 20 ranks. 

Benefit: When throwing or shooting a ray 
weapon, you can ignore any cover bonus to the tr 
AC (up to a maximum of nine-tenths cover) or any 
chance conferred by the target's concealment (up 
maximum of nine-tenths concealment), If the tare 
total concealment or total cover, the AC bonus of 
chance applies normally. 


ad Mastery [Divine] [Epic] 
You can command a greater number 

Prerequisites: Cha 21, ability t 
undead 


of undead than not 
rebuke or comm 


Benefit: You may command up to ten times your 
in HD of undead. 


inboly Strike [Epic] 
Your attacks deal great damage to good creatures. 

Prerequisites: Smite good class feature, any 
alignment. 

Benefit: Any weapon you wield is treated as a un 
weapon (it deals +246 points of damage against a 
tures of good alignment), This ability doesnt stack 
similar abilities (for instance, ifthe weapon is already 
unholy weapon 


min Wild Shape [Wild] [Epic] 
You can wild shape into vermin form. 

Prerequisites: Beast Wild Shaye, Knowledge (natu 
24 ranks, wild shape 6/day 

Benefit: You can use your normal wild shape ability 
take the form of a vermin. The size limitation is the si 
as your limitation on animal size 


огра! Strike [Epic] 
Your unarmed strikes can behead your opponents 

Prerequisites: Str 25, Wis 25, Improved Critical (a 
armed strike), Improved Unarmed Strike, Keen Sti 
Stunning Fist, ki strike +З. 

Benefit: Your unarmed strike is considered to be] 
slashing vorpal weapon. (At your option, any unarm 
strike can do bludgeoning damage instead, but it los 
the vorpal quality) This ability doesnt stack with simi 
abilities (for instance, if some other effect has alread 
granted your unarmed strikes the vorpal quality 


Aura of Courage [Epic] 

иша of courage s wider than normal 

requisite: Cha 25, aura of courage class ability 
mefit: Your aura of courage extends to all allies 
^ 100 feet of you 


ura of Despair [Epic] 

ura of despair is wider than normal 

requisite: Cha 25, aura of despair class ability. 
еее: Your aura of despair extends to all allies 
100 feet of you. 


p{Animation [Divine] [Epic] 
fin channel negative energy to animate undead. 
Undead Mastery, ability to 


меи: You can use a rebuke or command undead 
gt to animate corpses within range of your rebuke or 
nd attempt. You animate a total number of HD 
bl equal to the number of undead that would be com: 
though you cant animate more 
re available corpses within range). You 
undead with any single attempt than 
imum number you can command (including any 
already under your command), These undead are 
rally under your command, though your normal 
commanded undead still applies 
be corpses are relatively fresh, the animated undead 
fies. Otherwise, they are skeletons. 


PIC FEATS 


lowing feats are reproduced from other publica 
because they are prerequisites for certain feats pre 
inthis chapter (or they are possessed by NPCs in 


pendix), They are unchanged from their original 
They are пог epic feats, so they may be selected 
фике, any time they could select a new fea. 


Materials [Metamagic] 
йл ast spells without material components. 
s: Any other metamagic feat 
tA spell cast with Eschew Materials can be cast 
omer components. Spells without material com. 
pis are not affected. Spells with material components 
loot of more than 1 gp are not affected. An eschewed 
асрар slot of the same level asthe original spell 
Miitiweapon Fighting [General] 
Ih three or more hands can fight with a 
ê hech hand. The creature can make up to three 
ба рет rund with each extra weapon. 
tes: Dex 19, three or more hands, Improved 
eipon Fighting, Multiweapon Fighting, Multi 
ybne attack bonus +15 
You may make up to three extra attacks with 
fet weapon you wield, albeit ata—10 penalty 
Kal This feat replaces the Greater Two-Weapon 
йен (originally presented in Masters of the Wild 


Tage 1-37: Nonepic FEATS 
Prerequisite 

Any other metamagic feat 
Dex 19, three or more hands, 
Improved Multiweapon Fighting, 
Multiweapon Fighting, Mult: 
deseri base attack bonus +15 
‘Spell Penetration 
Improved Two'Weapon Fighting 
Two Weapon Fighting, Аты: 
dexterity, base attack bonus +15 
Improved Counterspell — — 
improved Multattack Three or more natural weapons, 

Mulbattack 
Fly speed, Flyby Attack, Dodge, 
Mobility 
Dex 15, three or more hands, 
Multiweapon Fighting, Mult 
белеу, base attack bonus «9 
Dex 15, base attack bonus +6, 
Point Blank Shot, Rapid Shot 
Base attack bonus +2, prof 
ciency with the crossbow used 


Multiweapon 
ing 


Greater Spell Penetration 
Greater Two: Weapon 
Fighting 


Improved Flyby Attack 


Improved Multweapon 
Fighting 


Manyshot 
Rapid Reload 


(М) = Metamagic fea. 
(V) = Wild feat 
This feat may be taken as one of a fighters bonus (nonepic) 


(or creatures with more than two arms (and functions. 
identically to that feat if you have fewer than three arms; 


‘Choose a school of magic, such as Illusion. Your spells of 
that school are far more potent than normal. 

Prerequisite: Spell Focus in the school selected. 

Benefit: Add +4 to the Difficulty Class for all saving 
throws against spells from the school of magic you select. 
to focus on. This benefit overlaps (does not stack with 
the bonus from Spell Focus. 

Special: You can gain this feat multiple times. Its 
effects do not stack. Each time you take the feat, it applies 
to a different school of magic 
Your spells are especially pot 
ance more readily than normal 

Prerequisite: Spell Penetration 

Benefit: You get a +4 bonus on caster level checks to 
beat а creatures spell resistance, This ben 
does not stack with) the bonus from Spe 


v, defeating spell resist 


it overlaps 
Penetration. 
eater Two-Weapon Fighting [General] 
You are a master at fighting two-handed. 
Prerequisites: Improved Two-Weapon Fighting, 
Two-Wespon Fighting, Ambidexterity, base attack 


ın to the standard extra attack you 
get with an off-hand weapon and the second attack with 
the off-hand weapon provided by Improved Two-Weapon 
hting, you get a third attack with the off-hand weapon, 
eit at а -10 penalty (see Table 8-2: Two-Weapon Fight 
ing Penalties in the Players Handbook 


Special: A ranger who meets only the base attack 
bonus prerequisite and the Improved Two-Weapon Fight 
ing prerequisite can gain this feat, but can only use it 
when wearing light armor or no armor, This feat can be 
taken as one of fighters bonus feats 

You understand the nuances of magic to such an extent 


that you can counter your opponent's spells with great 


efficiency 

Benefit: When counterspelling, instead of using the 
exact spell you are trying to counter, you may use a spell 
of the same school that is one or more levels 
higher than the target spell 
Improved Multiattack [General 
The creature is particularly adept at using all 
its natural weapons at once. 

Prereq 
Multiattack. 

Benefit: The creatures 
secondary attacks with 


ite: Three or more natural weapons. 


natural weapons have no 


penalty. They still add 
ا‎ 


the creatures 
Strength bo 
nus if any, to 
damage dealt 
Normal 
Without this 
feat, the crea 
tures second. 
ary natural at 
tacks have a 
5 penalty 
(or a2 per 
alty if it has the Multi 
attack feat 


Improved Flyby Attack (General 
The creature can attack on the wing with increased mobility 
Prerequisite: Fly speed, Flyby Attack. Dodge, Mobility 
Benefit: When flying, the creature can take a move 
partial action at any 
point during the move. If this partial action is an attack 
the creature provokes no attacks of opportunity by 
through areas threatened by its target. The crea 
ture cannot take a second move action during a round 
when it makes а убу attack. 
Normal: Without this feat, the creature takes a partial 
action either before or after its move. Even with the Flyby 
d feat, the creature provokes attacks of opportunity 
by moving through areas threatened by the target of its 
flyby attack 


action (including a dive) and апой 


Improved Multiweapon Fighting [General 


A creature with three or more hands can fight with a 


weapon in each hand, The creature can make up 
attacks per round with each extra weapon, 
Prerequisites: Dex 15, three ог more hands M 
weapon Fighting, Multidexterity, base attack bony 
Benefit: In addition to the single extra attack yo 
each extra weapon from Multiweapon Fig 
et a second attack with each extra weapon, all 
3-5 penalty 
formal: With only Multiweapon Fighting, you 
only get a single attack with each extra weapon. 
Special: This feat replaces the Imp 
Two-Weapon Fighting feat for creatures 
more than two arms. 


Manyshot [General] 
You can fire multiple arrows asa 
attack against a nearby target 
Prerequisites: Dex 15 
attack bonus +6, Point Blank 
Rapid Shor. 

Benefits: As a stand 
action, you may fire tw 


and deal du 
as normal @ 
see below 


above +6, you 
add on 


of four arrows atl 
attack bonus +16 or higher. 

Special: Regardless of the number of arrows you f 

you only apply precision-based damage (such as snd 

attack damage or the rangers favored enemy bonus) on 

If you score a critical hit, only one of the arrows deals 

cal damage (your choice); all others deal normal dama 


Rapid Reload 
You reload a crossbow mo 


quickly than normal. 
Prerequisites: Base attack bonus +2, proficiency v 
the crossbow used. 

Benefit: You can reload a hand crossbow or light cr 
bow ss а free action that provokes an attack of oppor 
nity. You may reload а heavy crossbow as a move-equi 
lent action that provokes an attack of opportunity. Y 
can use this feat once per round. 

formal: Loading a hand crossbow or light crossbow 
a move-equivalent action, and loading a heavy crossbo 
isa full-round action. 


оч dream of pone. 
Ti shadeg ейнек не red, endless black and 
Бате the cosmic foreestanderlying 
JM oultivetselthake themselves known to you. 
Apkplicable $Quapiens scribed in a thousand for 
е arcas orbir round your 
ЧЇ, but Orrin derscund chem: What's more 
тг yob-dpetred all along is повече іе to 
Hou le ful: Reali ica fragile ehingacomposed of a 
BiU forces beyond the ken af most, awaiting only 
(ini thay knows and еуез Баг see. Power beckons 
Ne B ready? 

hejrd aboapspells tac rranscend the com. 

ij understood: Arts, scribed limche margins of 
отт whispered йол théaitolyres of 

ilds In various timestind pldees epic Spells 

о podonified as “the Sérpeat” af True 
Ar encoded as part of ah заав оге called 

ife Primeval. Whetler-epie эре не Шу are 

Ê the Serpett's maddening whispers of are 

н ома counrléss curious volumes of 

are Feady to\gtasp the ultimate level of 


BEYOND. 9TH f EVEL 

Epic spellcasters Begin to understand how ma 
ceally seark Ip fough application of formidable 
incéllec isi Чот, ог Sheer farce of personal 
icy Sépplleasigvcan manipulate casinic and per 
sondl #hergy rectly, Such o spelleaster is 
xelesséd from the shackles imposed by level 
dependent spell'easting. The classification of 
Power БУД! loses all meaning po the caster of 
epic spelis 

“The рЫ (pr such rranscendént power is 
ийе and resources, Developing ghd casting 
epic эре is a nime-cóhsuminglind costly 
undertaking. Only spelleasters who have 
already mastered the ability to st Sth-level 
spells can hope to treat the'tordbof-epic 
spellcasting. 


WHAT ARE EPICISPELLS? 
Epit spells are spells developed from the, 
‘ground up using 3 list of magicalingredi- 
gents called seeds, Despite their paver, epic 
Эр» вш OE the basic rales for casting 
spells, ере specifically noted otherwise 
inahs chapter. A 
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Epic casters can manipulate the seeds of true magic 
but knowing the seeds and how to manipulate them does 
mot instantly grant ultimate power. Each epic spell must 
be laboriously developed before it can be used. 


ACQUIRING EPIC SPELLS 

A character with the Epic Spellcasting feat may start 
acquiring epic spells immediately. However, the Dungeon 
Master has final say as to whether a particular epic spell is 
allowed in the campaign for player characters, for non- 
player character only, ог not at ай. The DM has the option. 
of eliminating the Epic Spellcasting feat completely from 
the game. 

Using epic spells is a two-step procedure: development 
and spellcasting 


EPIC SPELL DEVELOPMENT 

Before it can be cast, an epic spell must be developed. The 
process of development can be a time-consuming and 
expensive process. It is during development that a caster 
determines whether a given epic spell lies within her 
abilities or beyond them. The basis of that determination 

sin an epic spells Spellcraft DC 

The easiest way to develop an epic spell is to use one 
already given in this book. The description of each of 
these unique spells gives the amount of gold, time, and 
experience points required to develop the spell. If you 
pay а spells development cost, you develop (and thus 
know) that spell 

To defray extremely high experience point costs, see 
the Variant: Cooperative Experience Point Costs sidebar 
found in Chapter 4: Epic Magic Items, which allows cast 
ers to accept the experience point contributions of other 
characters toward development costs. 

For information on developing an epic spell com: 
pletely from scratch, see Developing Unique Epic 
Spells, below 


EPIC SPELL TERMS 

Epic Spell: Spells that are different from common spells. 
Epic spells are usually custom-made. Epic spells do not take up 
normal spell slots, but instead are gained and used under a 
completely separate progression 

Epic Spell Slots: You must have an available epic spell slot to 
prepare or cast an еріс spell just as you need a normal spel slot 
for а nonepic spell. You don’t gain epic spell slots by virtue of 
your level and class, however You get one epi spell slot for every 
10 ranks you have inthe relevant Knowledge sil (see below). 

Factor: When creating an epic spell you can modify the basic 
use of a seed. Each modification is called а factor, and most 
factors increase the difficulty of casting the spell. 

Mitigating Factor: The opposite of a normal factor, а miti 
gating factor modifies the spell but makes it easier to cast 
ters begins 
with a base effect called a seed. Seeds are the fundamental 
building blocks of epic spells. 


‘Seed: Every custom epic spell created by spel 


EPIC SPELLCASTING 
Once an epic spell is developed, the caster know 
spell. A developed epic spell becomes an indelible 
the caster and may be prepared without а эрек 
wizard is the caster), Characters who cast spells 
neously, such as sorcerers, can cast a developed ері 
by using any open epic spell slot. Druids, clerics and 
ilar spellcasters can likewise prepare epic spells 
epic spell slots. A spellcaster can prepare or сая any 
spell she knows as many times per day as she hay 
able epic spell slots 

A spellcaster who can cast epic spells has a nu 
‘open epic spell slots per day equal to one-tenth her 
in the Knowledge skill appropriate to the spell an 
caster’ class. Knowledge (arcana) is арргорна 
arcane casters, and Knowledge (divine) or Know 

mature) is appropriate for divine casters. Thus, 1 
caster with 24 ranks in Knowledge (arcana) and 31 
in Knowledge (religion) could cast two arcane epic 
and three divine epic spells in any 24-hour perk 
think of it as two arcane epic spell slots and three 
epic эре slots. The rules for rest between casting 
allotment of epic spells are the same as for rest re 
to prepare standard spells. If the caster doesnt ше 
day's allotment of epic spell slots, the unused slots 
available whether or not the spellcaster receives 
priate rest. 

Even ifthe epic spell has been developed and an 
spell slot is available, successfully casting an epic 
isnt assured, The casters Spellcraft skill modifier is 
for casting an epic spell. To cast an epic spell, а sella 
makes a Spelleraft check against the epic spells Spel 
DC. If the check succeeds, the spell is cast, If thea 
fails the check the epic spell fizzles and the epic spell 
is used for the day 

Because epic spells require Spelleraft checks, asd 
beyond the caster's ability if the final Spelfcraft Dd 


Spelleraf DC: For epic spells, the Spellcraft DC is a me 
of how difficult the spell is for a spellcaster to cast. It 
measures how powerful an epic spell is. 


VARIANT: SPELLCRAFT KEY ABILITY 

Before the Epic Level Handbook introduced epic spells to 
DAD game, nonwizard spellcasters had less reason to ûl 
about their Intelligence scores. Because casting epic s 
requires a Spellcraf check, you might allow nonwizard sg 
casters to substitute their spellcasting key abiliy i 
Intelligence when making a Spelicraft check to use an f 
spell. For examples, sorcerers would add their Charisma mad 
fer, not ther Intelligence modifier, to their ranks in Spell 
while clerics and druids would add their Wisdom modifier. 
same rule applies for psionic characters and their key abl 
scores when using epic psionic powers. 


rae than 20 + the spelicaster’s Spelleraft modifier 
Есей with DCs higher than 10 + the spellcaster’s 
а modifier are risky: a caster can take 10 when 
и an epic spell, bur she cant take 20. When rou 
ly casting еріс spells, most spellcasters take 10 on 
Spellcraft checks 
Iii Spell Levels: Epic spells have no fixed level. 
t for purposes of Concentration checks, spell 
ince and other possible situations where spell level 
топа, epic spells are all treated as if they were 
Mablevel spells 
Metumagic, Items, and Epic Spells: Metamagic feats 
ter epic feats that manipulate normal spells cannot 
sed wth epic spells 
scant craft а magic item that casts an epic spell 
less of whether the item is activated with spell 
leion a spell trigger, a command word, or simple 
{Only major artifacts, which are beyond the means of 
epic characters to create, сап possibly contain magic 
his power 
[беп throw against your epic spell has а DC of 20 
oar relevant ability score modifier. ts possibl 
lêp epic spells har have even higher DCs, hı 
plying he relevant factor. 


losen epic spells developed by epic spelleasters 
presented here. Your epic character can personally 


these spells if desired for his or her own arsenal 


SPELLS BY SPELLCRAFT DC 

Маре. Ranged attacks against you are reflected. 
коп your attacker, 

йып. Object or target takes 2046 damage. 
Dreamscape. You physically travel the region of 
dreams 

‘Mummy Dust. Create two Large 18 HD mummies 
Dragon Knight (ritual). An adult red dragon 
еам attacks your enemies 


ICSPELL FORMULAS AND CALCULATIONS 
living formulas are important to epic spelcasters 

‘ipl Spells Per Day: Knowledge (arcana), Knowledge (reli 
Kar Knowledge (ature) ranks + 10 (round down) 

Je Gt an Epic Spel: Spelcraf check (OC = epic spes 


Level ofan pic Spelt Epic spells are considered 10th level 

(e purpose of Concentration checks, spell resistance, and 
determinations 

Throw for an Epic Spell OC = 20 + key ability modifier 


LUNG, EPIC SPELLS, AND ANTIMAGIC FIELD 
iy reepcselcater casting preter dispelling might be 
nip an epic spel. The game mechanics do not change 


Origin of Species: Achaierai, Create a true- 
breeding creature. 

Eclipse. A solar eclipse follows you. 

Let Go of Me. Grappler takes 2046 damage, you 
take 1026. 

Greater Spell Resistance (ritual). Subject gains 
SR 35 for 20 hours 

Spell Worm. Subject abandons all her spells 
Epic Mage Armor. Subject gains +20 AC bonus, 
Animus Blast. Victims of your 1086 coldisll 
animate as skeletons and serve you. 

Dragon Strike (ritual), Ten adult red dragons 
appear and attack your enemies. 

Lord of Nightmares. You are possessed by a 
dream larva for 20 rounds and take 12d6 damage. 
Rain of Fire. You create a 2-mile-radius fire storm 
dealing 1 point of fire damage per round 

Raise Island, You create а small island in the se. 
Contingent Resurrection, Subject automatically 
resurrected if slain. 

Epic Repulsion. One creature or object is warded 
against one type of creature 

Mass Frog, All in 40-ft-radius are transformed 
into frogs 

Soul Scry. You experience everything the target 
experiences 

Crown of Vermin. You have an aura of one 
thousand venomous vermin 

Verdigris. 100-ft-area overrun by tsunami of plant 
growth dealing 1086 damage 

Greater Ruin, Object or target takes 3546 damage. 
Superb Dispelling. As greater dispelling, but +40 
on check 

Create Living Vault. You fashion a living vault 
artuned to you. 

Nailed to the Sky. Affix foe to the heavens. 
Safe Time. You contingently duck damage in a 
static time stream for t round. 

Epic Counterspell. Cancel another's epic spell 
Epic Spell Reflection. Creature or object perma 
rently warded against spells 


and epic spells do not occupy any privileged postion allowing 
them to resist being dispelled other than their presumably high 
caster level. Ukewise, epic spells using the dispel seed (see the 
Seed Descriptions section below) can dispel nonepic spells 
Such epic spells use the same game mechanic: The check to 
dispel is 1420 = a specified number (usually dispellers level) 
and the DC is 11 + the spellcaster's level. 

Antimagsfeld does not automatically suppress epic spells as 
it does standard spells. Instead, each time an epic spell is 
subject to an antimapic field, make a dispel check as a 20th-evel 
caster (1420 + 20), The epic spell has a DC of 11 + the epic 
spel's spelicaster level. If the suppression check is successful 
the epic spell is suppressed like any other spell, If the dispel 
check is unsuccessful the epic spell functions normally. 


Time Duplicate. You and your future self exist 

together for 1 round. 

Soul Dominion. You achieve remote control of 

the target. 

2? Summon Behemoth. A behemoth appears and 
attacks your enemies. 

‘Animus Blizzard. Victims of your 2046 coldball 

animate as wights and serve you. 

Eidolon. Creates duplicate that shares your soul 

SO  Enslave. Subject isa permanent thrall 

82 Demise Unseen. Animated ghoul of slain victim 
fools its companions that all is well 

86 Momento Mori. A thought that kills 

90 Hellball. You deal 1046 each of acid, fire, 

electricity, and sonic damage; you take 1046 

Damnation. Send your foe to hell 


102 Pestilence. Inflict slimy doom on all creatures and 
plants in a half-mile-diameter area. 

103 Kinetic Control. You store and redirect damage 

140 Living Lightning, Spell can cast itself, dealing 
1046 electricity damage to foe 

150 Eternal Freedom (ritual). Permanent immunity to 
many hold, stun, stasis and other spells and effects 

170 Verdigris Tsunami (ritual) 1,000-ft-radius area 


overrun by permanent tsunami of plant growth 
dealing 40d6 damage. 

Dire Winter. 1,000-ft-radius emanation deals 246 
cold dama 
Vengeful Gaze of God. Target takes 30546 
damage; you take 200d6. 


EPIC SPELL DESCRIPTIONS 
The epic spells herein are presented in alphabetical order. 
Each epic spell description follows the same format used 
for simple 0- to th-level spells, as described in the Spell 
Format section in Chapter 11 of the Players Handbook 
There are two additional entries for epic spells: Spelleraft 
DC and To Develop, 

Spellcraft DC: This is simply the DC of the Spell; 
check required to cast the epic spell. 

To Develop: The first part of this entry shows the 
resources in gold, time, and experience points you 
must expend to develop the spell shown. If you expend 
the resources, you develop the spell if you have access 
to all the seeds. Spells containing the life ог heal seed are 
only available to those with 24 or more ranks in Know! 
edge (religion) 

The rest of the development entry details the seeds and 
factors used to create the epic spell. This information is 
provided as an example for you when you attempt to 
create and develop your own unique epic spells. 


Animus Blast 
Evocation [Cold] 
Spelleraft DC: 50 
Components: V, S 
Casting Time: {action 
Range: 300 f 


Area: 20 fi-radius hemisphere burst 

Duration: Instantaneous 

Saving Throw: Reflex half 

Spell Resistance: Yes 

To Develop: 450,000 gp; 9 days; 18,000 XP. Seeds: 
DC 19), animate dead (DC 23). Factors: set undead 

to skeleton (-12 DC), t-action casting time (420 


When this spell is cast, you can engulf your enemies 
colaball that deals 1046 points of cold damage. Hi 
up to twenty of those victims that perish as a resultaf 
blast are then instantly animated as Mediumsize 
tons. These skeletons serve you indefinitely. You са 
exceed the normal limit for controlling undead ih 
use of this spell, but other means that allow you toe 
the normal limit for controlled undead work just a 
with undead created with animus blast 


Animus Blizzard 
Evocation [Cold] 
Spelleraft DC: 78 
Components: V, 
Casting Time: 1 minute 
Range: 300 ft 
Area: 20-ft-radius hemisphere burst 
Duration: Instantaneous 
Saving Throw: Reflex half 
Spell Resistance: Yes 
то Develop: 702,000 gp; 15 days; 28,080 XP. Seeds ам 
DC 19), animate dead (DC 23), Factors: increase dat 
то 2046 (+40 DC), set undead type to wight (-4 D 


When this spell is cast, you can engulf your enema 
an unusually powerful burst of cold that deals 2 
points of damage. However, up to five victims that pei 
as a result of this blast are then instantly animated 
wights. These five wights serve you indefinitely Yi 
cannot exceed the normal limit for controlling undal 
through use of this spell, but other means that allow ys 
to exceed the normal limit for controlled undead чей 
just as well with undead created with animus bizan 


Contingent Resurrection 
Conjuration (Healing) 
Spellcraft DC: 52 
Components: VS, DF 
Casting Time: 1 minute 
Range: Touch 
Target: You or creature touched 
Duration: Contingent until expended, then 
Saving Throw: None (see text 
Spell Resistance: Yes (harmless 
To Develop: 468,000 gp; 10 days; 18, 


IO XP Seed: Ме (D 
Factor: activates when subject is slain (425 DC 


Contingent resurection returns the subject to life if she 
slain. Once cast, the spell remains quiescent and does п 


Bute until the trigger conditions have been met (but 
day it remains untriggered, it uses up an epic spell 
беп if you cast it on another creature). Once trig: 
spell is expended. 
he subject is killed (the trigger), she is restored to 
nd complete health 1 minute later, so long as even a 
Jof dust remains for contingent resurrection to act 
Agolden shaft of light shines down from the heav 
iluninating the subject and everything within 2 
asthe target’ life is visibly restored. The creature is 
ied to full hit points, vigor, and health, with no loss 
spared spells. However, the subject loses one level 
pint of Constitution if the subject was tst level 
pon resurrection does not work on a creature that has 


ict One living vault, 50 ft. by so ft. by 10 ft 
v Instantaneous 


йор: $40,000 gp; 11 days; 21,600 XP Seeds: а 
ШК), animate (DC 25), fortify (DC 27). Factors: allow 
Bio ‘grow’ to proper size after created in 4dà days 
Bil: 20 DC), increase HD of object by 118 (+236 
crease spell resistance to 40 (+60 DC), increase 
Wenge reduction то 40 (+39 DC) and to /+7 («18 DC 
[ш permanent (x5 DC). Mitigating factors: increase 
Кий time by 10 minutes (-20 DC), increase casting 
Ка: by 100 days (-200 DC), burn 20,000 

[К\1е% backlash (-16 DC} 


ал стене a construct known as а living v 
tr Monsters) to protect and hide your treas 
Dating the final seconds of casting, you take 1646 
ef damage from the backlash. Upon completion. 
li initially measures only 5 feet on a side, but it 


lly increases to its proper size 
ihefllowing 4d4 days. The vault is 
do you and you only, allowing 
tance and egress in a manner 
a limon dor spell. When 
este the vault to hide 


Crown of Vermin 
Conjuration (Summoning) 
Spelleraft DC: 56 
Components: V.S 
Casting Time: 1 minute 
Range: Personal 
Effect: Aura of one thousand insects that surrounds you 
ina 10-ft-radius spread 
Duration: 20 rounds (0) 
Saving Throw: None (see text 
Spell Resistance: No 
то Develop: 504,000 gp; 11 days; 20,160 XP. Seeds: 
DC 14), fortify (DC 17 
s instead of one creature (ad hoc +13 DC 
grant damage reduction 1/+6 (+15 DC 
move at your speed (ad hoc +2 DC), pe 
+2 DC). Mitigating factor: change 
2 Dc 


summ Factors: summon 
allow mass to. 
ect control of 
vermin (ad hoc 
range to personal 


When you “donî a c 
omous, biting and stinging spi 
and centipedes apparently erupt from the very air around 
you. This swarm forms a living aura around you to a. 
radius of 10 feet. You are immune to your own ¢ 
ттт. The swarm 


wn of vermin, one thousand ven 
ers, scorpions, beetle 


wn of 
oes where you go at your speed, even 
if you take to the air or water (though water drowns the 
the spel is 


cast underwater, in which case aquatic 
answer the call 
Each vermin in the crown of vermin bites a creature who 
centers the area occupied by the effect (or you force the 
effect into an area occupied by another creature) for 1 point 
of damage, and then dies. Each victim takes enough points 
of damage to kill it, hat number of vermin in 
the process. Victims get a Reflex saving throw each round 
to avoid the full press, and if successful, take only 10010 
bites (and 10010 

points of dam 

A total of 

1,000 points of 

e can be 

dealt to those who 


id cannot leave the water) 


{all prey to the crown 
rman, The vermin 
have damage reduction 
1/+6, allowing them to 
affect creatures with high 
damage reduction, Like 
wise, the vermin are 
slightly more resistant to 
normal damage 
If there arent enough 
vermin to kill all the crea 
tures in the spells effect, the creature with the 
fewest hit points is affected first, then 
the creature with the second fewest hit 
points, and soon. Afterall creatures 
that can be killed have been 


killed, any remaining damage is distributed among the 
survivors equally 


You have utter control over the vermin in your aura. 
and you can force them into areas that would normally 
deter common vermin. You can completely suppress 
your vermin aura as a free action so that no vermin are 
Visible at all. The time that vermin are suppresse 


does 
not count toward the spells duration. Alternatively, you 
can roughly shape and move the vermin in any fashion 
you desire within the limits of the 10-foot radius spread 
as а move-equivalent action. For example, you could 
leave a corridor within the area free of vermin, or give a 
functional or fanciful shape to the mass. 

The vermin cannot be wrested from your control 
through any means. The vermin make all saving throws 
to avoid damaging effects using your base saving throw 
bonuses, They gain your spell resistance, if any, and they 
get saving throws against spells that would otherwise 
automaticaly slay vermin, 

You can see through your iro ın without dif 
ficulty, but you gain one-half concealment against 
enemy attacks launched both outside and within your 


Enchantment (Compulsion) [Teleportation] [Mind: 
Affecting] 

Spellcraft DC: 97 

Components: V, s XP 

Casting Time: 1 action 

Target: Creature touched 

Duration: Instantaneous (20 hours for compulsion 

Saving Throw: Will negates (see text 

Spell Resistance: Yes 

To Develop: 873,000 р; 18 days; 34,920 XP. Seeds: fore 
(to preview likely hellscape) (DC 17), transport (DC 2 
compl (to keep target in hell) (DC 19). Factors: unwill 
ing target (+4 DC), l'action casting time (220 DC), +15 
to DC of subjects save (+30 DC). Mitigating factor 
burn 2,000 XP (-20 Dc 


You send your foe to hell. If you succeed at a mele 
touch attack, the target must succeed at a Will saving 
throw (DC = the standard epic spell DC + 15). 1f he fails 
his saving throw, he is sent straight to a layer of the 
Nine Hells (or the Abyss, at your option) swarming 
with fiends. The subject will not willingly leave the 
Nine Hells for 20 hours, believing that his predicament 
isa just reward for anillspent life. Even after the com- 
pulsion fades, he must devise his own escape from the 
Nine Hells. 

nless your DM devises a specific location and sce 
nario in the Nine Hells, the subject encounters a group of 
1d4 pit fiends (or balors, if in the Abyss) every hour he 
spends in hell. See the Monster Manual for statistics for 
these creatures, as well as Chapter 5 for statistics for infer 
nals, a new kind of creature. 

XP Cost: 2,000 ХР. 


Demise Unseen 
Necromancy (Death, 


il) Illusion (Figment 


2 action 

Range: 300 ft 

Target: One creature of up to 80 HD 

Duration: Instantaneous 

Saving Throw: Fort negates 

Spell Resistance: Yes 

То Develop: 738,000 gp; 15 days; 29,520 XP Seeds: ay 
25), animale dead (DC 23), delude (DC 14). Factors d 
undead type to ghoul (-10 DC), apply figment cle 
to all 5 senses (+10 DC), action casting time (+20 


You instantly slay a single target and at the same mo 
animate the body so that it appears that nothing ha 
pened to the creature. The ta 
not immediately reali 


ets companions (fan 
what has transpired, The ti 
tude saving throw to survive the апай 
the save fails, the target remains in its exact position 
ло apparent ill effects 

In reality, it is now a ghoul under your control 
target's companions notice nothing unusual about 
state of the target until they interact with it, at wl 
time each companion receive 
notice discrepancies 
slowly today! 


a Will saving throw 
Ву Moradin’s beard, you m 
The ghoul serves you indefinitely. 
cannot exceed the normal limit for controlling un 
through use of this spell, but other means that allow 
to exceed the normal limit for controlled undead 
just as well with undead created with demise umen. 


ire Winter 
Evocation [Cold] 
Spelleraft DC: 19 
Components: V,s XP 

Casting Time: minute 

Range: 1,000 ft 

‘Area: 1,000-ft-tadius emanation | 
Duration: 20 hours | 
Saving Throw: None 

Spell Resistance: None 

To Develop: 2,871,000 gp; 58 days; 114,840 XP. Sed 
тту (emanate 2d6 cold in 10-й. radius) (DC 19 
Factor: 100 times increase in base area (+400 DC) Mil 
gating actor burn 10000 XP (100 DC 


You summon winter. The creature or object you tard 
emanates bitter cold to a radius of 1,000 feet for 20 houy 
The emanated cold deals 246 points of damage per rou 
against unprotected creatures (the target is susceptible f 
not magically protected or otherwise resistant to th 
energy) The intense cold freezes water out of the ай, ca 
ing constant snowfall and wind. The snow and wind py 
ducea blizzard effect within the area (see the Weather Ha 
ands section in Chapter 3 of the Ромска Masrra Guid 
XP Gost: 10,000 XP. 


Dragon Knight 
Conjuration (Summoning) Fire 
Spelleraft DC: 38 
Components: V, Ritual 
Casting Time: t action 
Range: 
Effect: One summoned adult red dragon 
Duration: 20 rounds (D. 
Saving Throw: None (see text 
Spell Resistance: No 
То Develop: 342,000 gp; 7 days; 13,680 XP. Seed 
/ mmo (ОС 14), Factors: summon creature other 
than outsider (+10 DC), summon CR 14 creature 
24 DC), L'action casting time (+20 DC). Mitigating 
P factor: two additional casters contributing ih level 
spell slots (-30 DC 


This spell summons an adult red dragon. lt appears 
ү р 


where you designate and acts immediately It attacks 
your opponents to the best of its abilities (on the first 
round, it prefers to breathe fire on an enemy, if possi 
% ble). You can direct the dragon not to attack, to attack. 
particular enemies, or to perform other actions. This s 
a ritual spell requiring two other spellcasters, each of 
which must contribute an unused sth-level spell slot to 
the casting 


Conjuration (Summoning) Fire 
Spelleraft DC: 5 
Components: V.S, Ritual, XP 
Casting Time: 1 action 
Range: 75 ft. 
Effect: Ten summoned adult red dragons 
Duration: 20 rounds (D) 
Saving Throw: None (see text 
Spell Resistance: No 
To Develop: 450,000 gp. 9 days; 18,000 XP. Seed: summon 
DC 14), Factors: summon creature other than outsider 
10 DC), summon CR 14 creature (+24 DC), summon 
ten creatures (X10 DC), taction casting time (+20 DC), 
Mitigating factors: ten additional casters contributing 
sth-level spell slots (-170 DC), burn 2,800 XP per 
caster(-280 DC 


As dragon knight, except the spell summons ten 
adult red dragons. On the first round, they all 
pref ultaneously breathe fire on an enemy 
if possible. This is a ritual spell, requiring ten other 
spellcas whom must contribute an 
unused 9th-level spell slot to the casting, 

XP Cost: 2,800 XP (per caster 


Transmutation [Teleportation] 
Spelleraft DC: 29 
Components: V, 

Casting Time: 1 minute 


Range: Touch 

Target: You and other touched willing creatures 
weighing up to 1,000 Ib 

Duration: Instantaneous (D) 

Saving Throw: Yes (harmless) (see text 

Spell Resistance: Yes (harmless 

то Develop: 261,000 gp: 6 days; 10400 XP. Seed: transport 
(DC 27), Factor transport to region of dreams (+2 DC 


You and any creatures you touch are drawn along a crys 
tal are of reverie to the edge of conscious thought and 
into the region of dreams, You can take more than one 
creature along with you (subject to your weight limit 
but ай must be touching each other. You physically enter 
the land of dreams, leaving nothing behind. 

In the region of dreams, you move through a menagerie 
of thoughts, desires, and phantoms created by the minds of 
dreamers everywhere, For every minute you move 
through the dream landscape, you can "wake! to find your. 
self five miles displaced in the waking world. Thus, a char 
acter can use this power to travel rapidly by physically 
entering where only dreams normally prowl, moving for a 
certain length of time (at five miles per minute) and then 
stepping back into the waking world 

You do not know prec 
the waking world, nor the conditions of the waking 
world through which you travel. You know approxi 
mately where you will end up based on time spent travel 
ing in dream. 

‘Dreamscape can also be used to travel to other planes 
that contain creatures that dream, but doing this 
requires crossing into the dreams of outsiders, where 
you are subject to the dangers of alien dream realities 
This is a potentially perilous proposition, at your DM's 
option. Transferring to another plane of existence 
requires 1d4 hours of uninterrupted journey. 

‘Any creatures touched by you when dreamscape is cast 
also make the transition to the borders of unconscious 
thought. They may opt to follow you, wander off into the 
dreams of others, or stumble back into the waking world 
{50% chance for either of the later results if they are lost 
orabandoned by you). Creatures unwilling to accompany 
you into the region of dreams receive a Will save, negat 
ing the effect if successful 


ly where you will come out in 


Eclipse 
Conjuration (Creation) 
Spelleraft DC: 42 
Components: V, 5, ХР 
Casting Time: 10 minutes 
Range: 200 miles 
Area: S-mile radius, centered on you 
Duration: Up to 8 hours (D 
Saving Throw: None 
Spell Resistance: No 
то Develop: 378,000 gp; 8 days; 15,1200 XP Seeds: conjure 
DC 21), transport (to move disk into position 100 miles 
up) (DC 27). Factors: increase mass by 1,000% (+40 DC 


spread mass into paper-thin disk (ad hoc +2 DO) 
disk in place for 8 hours (ad hoc +10 DC). Miti 
factors: increase casting time by 9 minutes (-1 
burn 4,000 XP (40 DC 


With this spell, you can create a limited eclip 
though а heavenly body moves between the sun an 
earth, The landscape within а five-mile radius of 
location experiences the dimming of the sun asi 
you create passes in front of it, culminating ina 
blackout and accompanying coronal ring, The «іі 
lows you across the landscape for up to 8 hours 

the sun goes down, or until you dismiss the eclips 
do not need to concentrate on the eclipse while it 

XP Cost: 4,000 XP. 


Eidolon 

Conjuration (Creation) 

Spelleraft DC 

Components: V, S ХР 

Casting Time: 1 minute 

Range: 5 ft 

Effect: One duplicate of caster 

Duration: В hours 

Saving Throw: None 

Spell Resistance: No 

то Develop: 711,000 gp; 15 days; 28,440 XP Seed: 
to make base substance) (DC 21), transform (00 
transport (to move part of casters soul into dupli 
DC 27). Factors: nonliving substance to huma 
+10 DC), transform into specific individual (425 Of 
Mitigating factor: burn 2,000 XP (-20 DC). 


You split off a portion of your essence, creating а di 
cate of yourself with a fragment of your soul. Upon 
ing eidolon, you create a duplicate version of your 
you were when you were a 21st level character, and 
gain one negative level while your duplicate persists Й 
tach additional negative level you bestow upon you 


at the time of casting, the eidolon has one additio 
character level. No matter how many negative level 
bestow on yourself, your eidolon can never have 
character levels than you have (taking your negat 
levels into account). For example, a 30th-level wiz 
could cast eidalon, then bestow four negative levels up 
herself to make her eidolon a 25th-level duplicate ( 
herself a character with an effective level of 26th). $ 
could not give the eidolon even one more level, Беси 
then the eidolon would have more character levels 
she does 

Treat the duplicate as yourself with a number of nq 
tive levels conferred that would lower you to the char 
ter level of the eidolon. Your eidolon is considered fel 
and rested when created. It may cast any spell you Һа 
access to, including an epic spell. Use the eidolonis Spel 
стай modifier as the basis for the number of epic spells 
сап cast in a day, and its effective character level asa bal 
for its skills, feats, and other abilities. Your eidolonil 


ЕРІТУ) 


пу lower level than you and probably cant cast all 
Ile pels you know. A powerful enough eidolon might 
forceiably cast the eidolon spell itself 

Mouceldolon appears in whatever mundane clothing 
еге when initially conjured, but it has no other 
[peesions. t shares part of your soul, о it is you for all 
Sens and purposes. You and your eidelon communicate 
hech other normally. Usually, your eidolon does not 

its brief existence, because it is still part of you 

Moar eidolon is killed prior to the expiration of the 
Êl duration, you immediately regain the lost levels. 
ally, the eidoton does not last long enough to 
алеп you with permanent level drain. 

Mos: 2,000 XP. 


Time: 1 action 
7f 
t: One living creature 
lon: Instantaneous 
i Throw: Will negate 
$pell Resistance: Yes 
о Develop: 720,000 gp; 15 days; 28,800 XP Se 
JDC t9) Factors: stricter compulsion of any creature 
(illc +11 DC), t-action casting time (+20 DC), per 
теп! (X5 DC). Mitigating factor: burn 5,000 XP 
FDC), 


make a permanent thrall of any living creature. You 
a telepathic link with the subjectis mind. If the 
refusa language, you can generally force the sub- 
Jettoperorm as you desire, within the limits of its abil: 
ће creature has no language, you can communi 
teonly basic commands, such as "Come here,” °С, 


Right” and “Stand still” You know what the sub- 
Skexperiencing, but you do not receive direct sensory 
Won i. 
bct forced to take an action against its nature 
КМ э saving throw with a penalty of -10 to resist 
ling hat particular action, bur if it succeeds, it still 
your thrall despite its minor mutiny: Once asub- 
KH miles a successful saving throw to resist a specif 
üt makes all future saving throws to resist taking 
рй action without a penalty 
Paton fom evil or a similar spell can prevent you 
Iterising control or using the telepathic link while 
abject sso protected, but it does not prevent the 
ment of enslave or dispel it. 


Range: 300 ft 

Target: One creature or object 

Duration: Instantaneous 

Saving Throw: None 

Spell Resistance: No 

To Develop: 621,000 gp; 13 days; 24,840 XP. Seed: disp 
DC 19). Factors: +30 to dispel check (+30 DC), action 
casting time (+20 DC 


You can cancel another caster's epic spell or standard 
spell. To use epic counterspell, select an opponent as the 
target. You do this by readying an action, electing to wait 
to complete your action until your opponent tries to cast 
а spell (you may still move your speed, because readying 
a counterspel is a standard a 
1f the target tries to cast a s 

Roll d20+40 against a DC of 11 + the foe's caster level. If 
the check is successful, your spell negates your foe’ spell 


Epic Mage Armor 


‘Conjuration (Creation) [Force] 

Spellcraft DC: 46 

Components: V, 

Casting Time: 1 minute 

Range: Touch 

Target: Creature touched 

Duration: 24 hours (0) 

Saving Throw: Will negates (harmless 

Spell Resistance: Yes (harmless 

‘To Develop: 414,000 gp; 9 days; 16,560 XP. Seed: armor 
DC 14), Factor: +15 additional armor bonus (432 DC 


An invisible but tangible field of force surrounds the sub 
ject of epic mage armor, providing a +20 armor bonus to 
Armor Class. Unlike mundane armor, epic mage armor 
entails no armor check penalty, arcane spell failure 
chance, or speed reduction. Because epic mage armor is 
made of force, incorporeal creatures cant bypass it the 
way they do normal armor. 


Epic Repulsion 


Abjuration. 

Spelleraft DC: 52 

‘Components: V.S 

Casting Time: 10 minutes 

Range: Touch 

Target: Object or creature touched 

Duration: Permanent 

Saving Throw: None 

Spell Resistance: Yes 

To Develop: 468,000 gp; 10 days; 18,720 XP. Seed: кал! 
4). Factor. permanent (x5 DC). Mitigating factor 

increase casting time by 9 minutes (-18 DC 


You can create a permanent ward against a specific type 
of creature (choose one from among the types listed in 
the Monster Manual). Any creature of the specified type 
cannot attack or touch the warded creature or object and 


must recoil from it. The protection ends if the warded 
creature makes an attack against or intentionally moves 
to within 5 feet of a specified creature. Spell resistance 
can allow a creature to overcome this protection and 
touch the warded creature. 


Epic Spell Reflection 

Abjuration 

Spellcraft DC: 68 

Components: V.S, ХР 

Casting Time: 41 days, 11 minutes 

Range: Touch 

Target: Object or creature touched 

Duration: Permanent 

aving Throw: None 

Spell Resistance: Yes 

To Develop: 630,000 gp; 13 days; 25,200 XP. Seed: reflect 
(DC 27). Factors: reflect up ro 9rh-level spells (+160 
DC), change range to touch (+2 DC), permanent (xs 
DC) Mitigating factors: increase casting time by 10 
minutes (-20 DC), increase casting time by 41 days 
(82 DC), burn 7,500 XP (-75 DC 


You can create а permanent ward against all spells of tst 
through 9th level that target the subject. These spells 
are reflected back on the caster. Spells that aff 
are not affected by this spell 

XP Cot: 7,500 XP. 


ternal Freedom 

Abjuration 

Spellcraft DC: 150 

Components: V, S Ritual, XP 

Casting Time: 1 minute. 

Range: Touch 

Target: Touched creature or object of 2,000 Ib. 
Duration: Permanent 

Saving Throw: Vill negates 

Spell Resistance: Yes 

то Develop: 1,350,000 gp; 27 days; 54,000 XP. Se 


DC 14), Factors: specific protections entangle (+0 DC 
hold monster (+8 DC), hold person (+4 DC), imprisonment 


+16 DC), paralysis (ad hoc +6 DC), petrification (ad 
hoc +6 DC), sep (+0 DC), slow (+4 DC), stunning (ad 
hoc +6 DC), temporal stasis (+16 DC), and web (+4 DC 
permanent (x5 DC). Mitigating factors: ten additional 


casters contributing 9th-level spell slots (-170 DC 
burn 10,000 XP (-100 DC 


The subject goes boldly where others fear to tread, 
becoming permanently immune to the following spe 
cific spells, effects, and spell-ike abilities: entangle, hol, 
‘imprisonment, paralysis, petrification, sleep, slow, stunning, 
temporal sass, and web 

This is a ritual spell requiring ten other spellcasters 
each of whom must contribute an unused 9th-level spell 
slot tothe casting 

XP Cost: 10,000 X 


Р 


Greater Spell Resistance 

Transmutation 

Spellcraft DC: 45 

Components: V, S, Ritual 

Casting Time: 1 minute 

Range: Touch 

Target: Creature touched 

Duration: 20 hours 

Saving Throw: Will negates (harmless 

Spell Resistance: Yes (harmless) 

To Develop: 405,000 gp; 9 days; 16,200 XP. Seed 
DC 27), Factor: +10 additional SR (+40 DC). Mi 
ing factor two additional casters contributing 
spell slots (-22 DC 


You grant the subject touched spell resistance 35 u 
the duration expires. The spell resistance granted 
not stack, but overlaps with, any previous spell resis 
This is a ritual spell, requiring two other spellcas 
each of whom must contribute an unused éth-level 
slot to the casting. 


Greater Ruin 

Transmutation 

Spelleraft DC: 59 

Components: V, 5, XP 

Casting Time: 1 round 

Range: 12,000 fi 

Target: One creature, or up to a 10-foot cube of 
nonliving matte 

Duration: Instantaneous 

Saving Throw: Fortitude half 

Spell Resistance: Yes 

To Develop: $31,000 gp; 11 days; 21,240 XP, Seed: dy 
DC 29), Factors: increase damage to 3546 (+30 DC] 
action casting time (+20 DC) Mitigating factor bun 
2,000 XP (-20 DC 


As ruin, except the target is dealt 35d6 points of damp 
XP Cost: 2,000 XP. | 


Helibail 
Evocation (Acid, Fire, Electricity, Sonic] 
Spelleraft DC: 90 
Components: V,S XP 
Casting Time: 1 action. 

Range: 300 f 

Area: 40-ft-radius spread 

Duration: Instantaneous 

Saving Throw: Reflex half 

Spell Resistance: Yes | 

To Develop: 810,000 gp; 17 days; 32400 XP. Seed: стер 
(deals 10d6 each of acid, fire, electricity, sonic) (DC 76) 
Factors: change area from bolt to ball DC), double 
base area (+6 DC), Laction casting time (+20 0С) М 
igating factors: 1046 backlash (-10 DC), burn 400 Xf 
4 DC 


Кым, massive blast ofc 

биеп roar. It deals 1046 points of acid 

(t points of fire damage, 1046 points 

lage and 10d6 points of sonic damage to all cre 

Within the area. Unattended objects also take this 
is barely controle 


hat detonates with a 


You point determine the range (dis 
Ee nd height at which the hellall is to detonate. A 
Night fist-sized globe of strobing energy streal 
hand unless it impacts a material body or solid bar 
pror o attaining the indicated range, blossoms int 
Idle described by the rare surviv 

Won: 400 XP 


tic Control 
Abos 
йай DC: 103 
Components: VS 
Gating Time: ! minute 

ange eol; touch 
net You; creature ог object touched 
Danton: 12 hours or until discharge 
MoDevelop 927,000 gp; 19 days; 370080 ХР Se 
Soins against bludgeoning and pricing 

Pet (DC 27) Factor: also against slashing 

lionis points of protection (+30 DC), continge 
кото damage on creature touched (+28 Dc 


Же youve cas this spell, you can absorb, store, and 
йк е energy contained in the swing of a club, the 
ШШ of t sword, or the piercing f 

ES 0 points of each separate slashing, b 

lieri attack made against yo 

Шап absorb up to 150 points of 

however ife st 


d damage is not dischar 


the 150-point limit, the spell automatically 


ng the 150 points of damage to you. 


p track of the number of points of damage 


you've absorbed (you dont have to keep track of the type 


damage). At any time during the spells duration, you 
st another creature oi 

me or all (your 
u've stored, The 
is considered bludgeoning damage 


leal the target 
damage y 

You can ab rge damage any number of 
п, so long as you dont 

из at a time. When the spell 


image you have not redirected is dis 


Transmutation 
Spellcraft DC: 43 
‘Components: None 
Casting Time: 1 free action 
Range: Touch (see text 
Target: О: 

Duration: | 
Saving Throw: Fortitude half 
Spell Resistance: Yes 

To Develop: 387,000 gp; 8 days 


29), Fac 


reature or force grappling yo 


480 XP Seed: destroy (DC 
4 DC). Mitigating factors: limited cir. 


8 DC), 1046 backlash (-10 DC 


action, dealing 2046 points of damage to 
resur grappling you. The damage deal is of no pr 
ly destroyed. 
or most spellcasters, so few 


f backlash damage 


Living Lightning 

Evocation [Electricity] 

Spellcraft DC: 140 

Components: None 

Casting Time: 1 action 

Range: 300 ft or 150 ft 

Area: A bolt 5 ft. wide by 300 ft long, or 10 ft. wide by 
150 long 

Duration: Instantaneous 

Saving Throw: Reflex half 

Spell Resistance: Yes 

To Develop: 1,260,000 gp; 26 days; 50400 XP. Seeds: life 
DC 27), energy (DC 19). Factors: l'action casting tim 
+20 DC), no verbal or somatic components («4 DC. 
giving life to a spell (ad hoc х2 DC 


You develop a spell that you can cast; thereafter, the spell 
can effectively "cast itself” When you cast the spell, a 
stroke of energy deals 10d6 points of electricity damage 
to each creature within the spells area. Living lightning fol 
lows all the standard rules for epic spell casting when you 

Living lightning is sentient and generally friendly 
toward you. It has your mental ability scores, but it has no 
physical ability scores. It senses the world through your 
senses and communicates with you by thought. As а self 
triggering spell, it isnt truly alive but is a fragment of 
your personality t cares little for the world around it, but 
at your urging (and sometimes at its own discretion) it 
casts itself at your foes. Casters who prepare spells before 
casting must prepan ning normally in onder for 
ittocast itself 

‘When the spell casts itself, it acts on your initiative but 
does not count against your own actions in the round. 
Assuming you had enough epic spell slots for the day 
you could be simultaneously taking another action, 
including casting another epic spell or nonepic spell. 
You cannot simultaneously cast living lg 
casting its own effect, even if 
than once. 


ing while itis 
has been prepared more 
Living lightning uses up one of your epic spell slots for 
the day whenever it casts itself When youve used up all 
your e 

prepared living 
must prepare spells), living lightning becomes quiescent. It 
remains so until you've rested го regain your epic spell 
slots for the next day 


ic spell slots for the day (or you've cast all your 
ing spells, if you are a caster who 


Lord of Nightmares 
Conjuration (Summoning 
Spellcraft DC: 50 
Components: V, S, XP 
Casting Time: 1 action 
Range: 75 fi 
Effect: One summoned creature. 
Duration: 20 rounds 
Saving Throw: None. 

Spell Resistance: No 


‘To Develop: 450,000 gp; 9 days; 18,000 X " 
DC 14). Factors: summon CR 31 creature (+58 


action casting time (+20 
Mitigating factors: 12d6 backlash (-12 DC), burn 
XP 10 DC 


You are possessed by a creature of nightmare—ad 
larva (see Chapter 5: Monsters). For 20 rounds, the 
larvas body physically replaces yours, though the 
larva has your equipment. The dream larva is free t 
оп all its own powers and abilities, or use your ө 
ment. Your consciousness and physical form are 
pressed for the duration of the possession. You hav 
way to dismiss the spell, communicate, or оће 
maintain awareness once possession has comment 

The dream larva, temporarily freed from its impr 
ment in some distant nightmare, will attempt to slay 
incapacitate any creature it can see or find, whether ti 
friend or foe of the caster. Casting lon o 
some risk for the caster, since 
mischief a dream larva might get up to over the cour 
20 rounds. The larva will dispatch all enemies it can f 
before turning to its own concern 

Sometimes a dream larva will attempt to place убіў 
a dangerous or precarious situation prior to the end of 
spell. leaving the caster to extricate himself. 

If the dream larva is slain during the duration of 
spell, your consciousness is instantly restored to avi 
ness within your own body Your condition remains wf 
it was when you completed casting lord of nipkiman 
regardless of what damage the dream larva receive] 
However, magic item charges used, potions consund] 
and other physical resources used up by the dream ln 
are permanent 

XP Cost: 1000 XP. 


'sunknow 


Mass Frog 
Transmutation 
Spellcraft DC: 55 
‘Components: V, S 
Casting Time: 1 action 
Range: 300 ft 
Area: 40-ft-radius hemisphere 
Duration: Permanent 
Saving Throw: Fortitude negates 
Spell Resistance: Yes 
То Develop: 495,000 gp; 10 days; 19,800 XP. Seed: tn 
form (DC 21). Factors: change target to area of 204 
) increase area by 100% (+4 DC) 


Culled from the repertoire of the legendary wizard Mila 
this epic spell turns ай Medium-size or smaller creature 
in the area into frogs. The transformed creatures rei 
their mental faculties, including personality Intelligence 
Wisdom, and Charisma scores, level and class, hit point) 
despite any change in Consitution score), alignment 


фис}: bonus, base save bonuses, extraondinary abili 
Hs spells, and spell-like abilities, but not supernatural 
lites. They assume the physical characteristics of 
figs including natural size and Strength, Dexterity, and 
osiution scores. (Use the statistics for the toad as 
pro in the Monster Manual.) All the creatures equip. 
[pops to the ground upon transformation. 


ih] 
Components: None 


(бай Time: 1 quickened action 

ange 300 f 

inet: One living creature. 

ation: Instantaneous 

Saving Throw: Fortitude partial (see text 

Bell Resistance: Yes 

Develop: 774,000 gp; 16 days; 30,960 XP. Seed: slay 
(0625). Factor: increase to 160 HD (+8 DC), quick 
toed (428 DC), no verbal or somatic components (+4 
IX) «tto DC of subjects save (+20 DC 


| өч thought connotes death for the target. As a 
eon that courts as а quickened spell, you will the 
dead without a word or gesture. Your bloodthirsty 
її; out the life force of a living creature of 160 or 
HD, killing it instantly. The subject is entitled to a 
tude saving throw (DC 30 + relevant ability modifier) 
hia chance of surviving the attack. If the save is suc 
the target instead takes 3d6«20 points of damage. 


ponents: V.S, M, XP 
Time: 1 action 
ouch 


Develop: 315,000 gp; 7 days: 12,600 XP Seed: animale 


JDC?) Factors 16-HD undead (+16 DC), t-action 
[sing ime (+20 DC). Mitigating factors: burn 2,000 
AP(-20 DC) expensive material component (ad hoc 
зю 


you sprinkle the dust of ground mummies in con- 
оп with casting mummy dust, two Large 18-HD. 
es (ee below) spring up from the dust in an area 

cent to you, The mummies follow your every com: 
according to thei abilities, until they are destroyed 
Hoi lose control of them by attempting to control 


Mummy, Advanced: CR 6; Large undead; HD 18d12«3; hp 
120; Init 2; Spd 30 ft; AC 17, touch 7, flat-footed 17; Atk 
slam) Face/Reach 5 ft by 5 ft /10 ft; SA 
Despair, mummy ror, SQ Undead traits, resistant to blows 
DR 5/41, ire vulnerability, AL LE; SV Fort +8, Ref +4, Will 
213,25, Бек, Con -, Int 6, Wis 14, Cha 15 
hills and Feats: Hide +9, Listen +15, Move Silently +13, 
Spot +15; Alertness, Blind-Fight, Great Fortitude, Power 
Attack, Weapon Focus (slam 
Despair (Su): At the sight ofa mummy, the viewer must 
succeed at a Will save (DC 21), or be paralyzed with fear for 
14 rounds: Whether or not the save is successful, that crea 


+17 melee (1d: 


ture cannot be affected again by that mummy's despair abil 
ity for one day 

Mummy Rot (Su): Supernatural disea 
titude save (DC 20), incubation period 1 day; damage 
1dé temporary Constitution. Unlike normal diseases, 
mummy rot continues until the victim reaches Consti 
tution 0 (and dies) or receives a remove disease spell or 
similar magic (see Disease in Chapter 3 of the осон 
Masrex’ Guide 

An afflicted creature that dies shrivels away into sand 
and dust that blow away into nothing at the first wind 
unless both cast on the 
remains within 6 rounds. 

Undead Traits: Immune to poison, sleep, paralysis, 
stunning, disease, death, effects, necromantic effects, 
mind.affecting effects, and any effect requiring a Forti 
tude save unless i also works on objects. Not subject to 
critical hits, subdual damage, ability damage, ability 
drain, or energy drain. Negative energy heals. Not at risk 
of death from massive damage, but destroyed at 0 hit 
points or less. Darkvision 60 ft. Cannot be raised; resur. 
rection works only if creature is willing 

Resistant to Blows (Ex): Physical attacks deal only 
half damage to mummies. Apply this effect before 
damage reduction 

Fire Vulnerability (Ex): A mummy takes double 
damage from fire attacks unless a save is allowed for half 
damage. A successful save halves the damage and a failure 
doubles it 


ove disease and raise dead ar 


Nailed to the Sky 

Transmutation [Teleportation] 

Spelleraft DC: 62 

Components: V, S XP 

Casting Time: 1 action 

Range: 3006. 

Target: Creature or object weighing up to 1,000 Ib 

Duration: Instantaneous 

Saving Throw: Will negates 

Spell Resistance: Yes 

‘To Develop: 558,000 gp; 12 days; 22,320 XP. Seeds: foresee 
to preview endpoint of teleportation) (DC 17), tn 
port (DC 27). Factors: unwilling target (+4 DC), increase 
range from touch (+4 DC), action casting time 
DC). Mitigating factor: burn 1,000 XP (-10 DC) 


Your spell fixes the target to the heavens. Nailed to the sky 
actually places the target so far from the surface of the 
world and at such a speed that it keeps missing the sur 
faceas и falls back, so it enters an eternal orbit. Unless the 
target can magically fly or has some other form of non. 
physical propulsion available, the target is stuck until 
Someone else rescues it. Even ifthe target can fly, the sur 
face is 2 to 4 hours away, assuming a fly spell, which 
allows a maximum speed of 720 feet per round while 
descending. The target may not survive that long. 

Depending on the world where nailed lo the sky is cast 
conditions so ar from its surface may be deadly. Deleteri 
ous effects include scorching heat, cold, and vacuum. Tar. 
gets subject to these conditions take 2d6 points of 
damage each from heat or cold and 1d4 points of датар 
from the vacuum each round. The target immediately 
begins to suffocate (see the Suffocation sidebar in Chap 
ter 3 of the Dungeon Masters Guide 

XP Cost: 1,000 XP 

Origin of Species: Achaierai 

Conjuration (Creation, Healing. 
pelleraft DC: 38 
lomponents: V, S, DE, XP 

Casting Time: 45 days, 11 minutes 

Range:o fi 

Effect: One constructed creature up to Medium-size (20 
cu f 

Duration: Permanent 
aving Throw: None 
pell Resistance: No 

To Develop: 360000 р; 8 days; 14,400 ХР Seeds: conjure 

DC 21), Ме (DC 27), fry (DC 17). Factors: +4 HD (5 
hp per HD) (+20 DC), +6 to natural AC (+12 DC), add 
three more natural attacks (ad hoc +6 DC), add Hack 
dou spell-like ability (+33 DC), add SR 19 («15 DC 

permanent (х5 DC). Mitigating factors: increase cast 
ing time by 10 minutes (-20 DC) increase casting time 
by 45 days (-90 DC), burn 3,500 XP (-35 DC 


Copied from the repertoire of a fiendish epic caster from 
Acheron, this spell literally creates a new creature: an. 
achaleral, asit appears in the Monster Manual. When first 


created, the achaierai is Medium-size, but it grows to 
Large size in 1d4 days. A created achaierai does not pos 
sess the treasure, culture, or specific knowledge of 3 
normal achaierai. If released to be among its own kind, it 
quickly picks up achaierai traits and alignment. 

XP Cort: 3.500 ХР. 


Peripety 
Abjuration 
Spellcraft DC: 27 
Components: V, $ 
Casting Time: 1 minute 
Range: Personal 
Target: You 
Duration: 12 hours 


Ranged attacks targeted against you rebound on 
original attacker. Any time during the duration 
attacks are automatically reflected back on the of 
attacker; you decide which attacks before dam 
rolled. The reflected attack rebounds on the апай 
using the same attack roll. Once five attacks a 
reflected, the spell ends 


Pestilence 

Conjuration, Necromancy 

Spelleraft DC: 104 

Components: V. S Ritual, XP 

Casting Time: 10 minutes 

Range: 0 ft 

Area: 10004. radius hemisphere 

Duration: Instantaneous 

Saving Throw: Fortitude negates 

Spell Resistance: Yes 

To Develop: 936,000 gp; 19 days; 37,440 XP. Seed: 
DC 19). Factors: change target to area (1008 
change 20-6. radius to 1,0004. radius (4200 DC) à 
ease effects (as per contagion spell) (ad hoc +2110 
additional target type (plants) (+10 DC). Mitigating 
tors: casting time increased by 9 minutes (-18 DC) 
additional casters contributing epic spell slots (d 
DC), burn 10,000 XP (-100 DC. 


When pestilence is successfully cast, a wave of illness 
ates outward from the site of the ritual, instantly inf 
ing every living thing in the area with the Чена 
disease known as slimy doom. Within 24 hours, vey 
thing in the area begins to show signs of rot and dea 
plants liquefy and yellow, drooping to the ground asi 
begin to dissolve. Animals and people are consunel 
from within by the disease, initially bleeding from i 
gums, eyes, nose, and other soft tissue, and eventual 
exhibiting ghastly, purple blotches. The disease cul 
nates in open, scabrous wounds over the entirety ofi 
victims’ bodies. The entire region afflicted by thi 
horrid disease is quickly engulfed in fetid stenches al 
overrun by flies and maggots, adding further discomí 
tothe victims 

Each day that a victim fails a Fortitude save, it tla 
1d4 points of temporary Constitution damage. If th 
victim then fails a second save, 1 point of that батарей 
permanent drain. If the victim succeeds at the in 
saving throw of the day on consecutive days, he ha 
recovered from the disease. This magical form of the di | 
ease is not contagious and will not spread beyond thou] 
initially infected. 

This potent and terrible ritual might be perpetrated 
upon а small rural farming community, spreading ig 
every direction and afflicting crops, orchards, farm as 
mals and residents alike in devastating fashion. Ori 
could be cast in the middle of a bustling metropolis 


казр commoners and nobility alike. Fruits and veg- 
йез infected with slimy doom are unfit for consump- 
thn sare disease-ridden livestock. 

his is a ritual spell requiring two other spellcasters, 
fachof whom must expend an unused epic spell slot for 
Hhecasting The primary caster must also burn 10,000 3 

NP Cost 10000 ХР. 


not Fire 
Бєлїп [Fire] 

йай DC: so 

Components: s 

Gating Time: 1 minute 
Range: of 

Ate: 2mile-adius emanation 
Duration: 20 hours 
Swing Throw: Reflex neg: 
SpellResistance: Yes 

To Develop: 450,000 gp; 9 days; 18,000 
(hn) (DC 19), energy (weather) (DC 1 
Into wisps of lame (ad hoc +12 DC 


Р Seeds: ene 
Factor: change 


El pel summons a swirling thunderstorm that rains 
Hierther than raindrops down on you and everything 
їйїп а two-mile radius of you. Everything caught 
tected or unsheltered in the flaming deluge takes 1 
ot offre damage each round. A successful Reflex save 
амп no damage, but the save must be repeated each 
fund Unless the ground is exceedingly damp, all vege- 


lion is eventually blackened and destroyed, leaving 
1 barren wasteland similar to the aftermath of a 
өт forest fire, The fiery storm is stationary and рег 

Sis even ifthe caster leaves. 


ents V.S XP 
Time: 65 days, 11 minutes 
ef 
100ft-radius hemispherical island 
tion: Instantaneous 

ing Throw: None 
yell Resistance: No 

Develop: 60000 gp; 8 days; 14,400 ХР Seed: conjure (DC 
Bl Fors change area to 10. radius, 30 f high cylin. 
Wiel DC) change radius to 100 fe. (+40 DC), change 
fh to 1,000 feet (+133 DC). Mitigating factors: 
Ec casting time by 10 minutes (-20 DC), increase 
[esting time by 6S days (130 DC), burn 2,000 XP (-20 

опу works on liquid (ad hoc -20 DC 


ап Îenlly rise a new island from out of the sea 
ngo the surface a sandy or rocky but otherwise 
promion that is solid, stable, and permanently 
ihe. The island is roughly circular and about 200 
Мате Ras sland only works if the ocean is less 
feet deep where the spell is cast 


Rumors exist of extremely powerful rituals involving 
epic spellcasters and dozens or even hundreds of other 
contributors, summoning forth great masses of land from 
the middle of the ocean or, in acts of terrible devastation, 
sinking small continents and the civilizations that dwelt 
оп them. A variant reversal of the spell could be devel 
oped separately, causing small islands and sandbars to 
sink (perhaps to help clear shipping channels) 
XP Cot: 2,000 XP. 


Ruin 

Transmutation 

Spelleraft DC: 27 

Components: V, 5, ХР 

Casting Time: 1 full round 

Range: 12,000 

Target: One creature, or up to a 10-foot cube of 
nonliving matter 

Duration: Instantaneous 

Saving Throw: Fortitude half 

Spell Resistance: Yes 

To Develop: 243,000 gp; 5 days; 9,720 XP. Seed: destroy 
DC 29), Factor: reduce casting time by 9 rounds (+18 
DC). Mitigating factor: burn 2,000 XP (-20 DC 


You deal 2046 points of damage to а single target within 
range and line of sight. If the target is reduced to -10 hit 
points or less (or a construct, object, or undead is 
то 0 hit points) itis utterly destroyed as if disint 
Only a trace of fine dust remains 

XP Cost: 2,000 XP. 


Safe Time 

Transmutation [Teleportation] 

Spelleraft DC: 64 

Components: V, S 

Casting Time: 1 minute 

Range: Touch 

Target: You or creature touched 

Duration: Contingent until expended, then 1 round of 
safe time 

Saving Throw: None. 

Spell Resistance: No 

То Develop: 576,000 gp; 12 days; 23,040 XP 
port (DC 27). Factors: move to time stream (+8 DC 
reduce static time to 1 round (ad hoc +4 DC), activates 
when you would otherwise take 50 or more points of 
damage (+25 DC 


dE tms 


Safe time can move you (or the target) out of harms way by 
shunting you into a static time stream. Once cast, the 
spell remains quiescent and does not activate until the 
trigger conditions have been met. Each day it remains 
tuntriggered, it uses up an epic spell slot, even if you cast 
it on another creature. Once triggered, the spell is 
expended normally 

When you would otherwise be subject to any instanta 
neous effect that would deal you 50 or more points of 


damage, you are instead transported ro a static time 
stream where time ceases to flow for you. Your condition. 
becomes fixed—no force or effect can harm you until 1 
round of real time has passed, Thus, you duck the damage 
you would otherwise receive, but you also miss out on 
one round of activity. To you, no time passes at all, bur to. 
onlookers who are part of real time, you stand frozen and 
fixed in space for 1 full round. 


Soul Dominion 
Divination, Enchantment (Compulsion) [Mind-Affecting] 
Spellcraft DC: 72 
Components: VS 
Casting Time: 10 minutes 
Range: See text 
Target: One other living creature 
Duration: 20 minutes (D, 

Saving Throw: Will negates (see text 

Spell Resistance: No 

То Develop: 648,000 gp; 13 days; 25,920 ХР Seeds 
DC 23), reveal (DC 19), compel (DC 19). Factors: apply to 
all five senses (+8 DC), total compulsory control (+10 
DC), stricter compulsion of any creature (ad hoc «11 
DC). Mitigating factor: increase casting time by 9 
minutes (-18 DC 


As soul cry except you can also take total control of the 
targets body. The target receives a Will saving throw, and 
if successful, prevents you from making the telepathic 
connection. The target is aware of the attempted takeover 
asa strange, momentary tingling. 

If the Will save falls, you are able to control the sub. 
Ject’s body as if it wi 
smelling, and tasting everything the target senses 

Once you dismiss the spell or its duration ends, ће 
target resumes control of its body, fully aware of all 
events that occurred, having been a helpless witness 

apped inside its own body. The target knows the name 
and general nature of its possessor if it succeeds at an 
additional Will saving throw 

You cannot control undead or incorporeal creatures 
with soul 


your own, hearing, seeing, feeling, 


Soul Sery 

Divination 

Spellcraft DC: 55 

Components: V, s 

Casting Time: 10 minutes 

Range: See text 

Target: One other living creature. 

Duration: 20 minutes (D 

Saving Throw: Vill negates 

Spell Resistance: No 

‘To Develop: 495,000 gp; 10 days; 19,800 XP Seeds: contact 
(DC 23), veal (DC 19), conceal (DC 17). Factors: apply to 
all five senses (+8 DC), conceal detection (ad hoc +6 
DC). Mitigating factor: increase casting time by 9 min- 
utes (-18 DC 


When you cast this spell, you are temporarily able 
the consciousness of another sentient creature with 
you are familiar (by meeting, observing, or succes 
scrying the subject), experiencing everything she 
with all five senses. The target receives a Will save, 
successful, prevents you from making the telepathic 
nection. Whether the saving throw is successful rna 
target is unaware of the attempted intrusion. 

Once the subject is tapped, you are able to hear, 
smell, and taste everything the subject senses. You 
control the subject, however. You can only se 
subject chooses to look at, and you taste something 
the subject eats or drinks it during the spells dum 

During this time, your own body rem: 
like state. If the subject takes damage, you se 
injuries, although your own body does not actually 
any ill effects. Ifthe subject is knocked unconscioa 
killed, the spell immediately ends 


Spell Worm 
Enchantment (Compulsion) [Mind-Affecting] 
Spelleraft DC: 45 
Components: \, М. 

Casting Time: minute 

Range: 75 ft 

Target: One living creature 

Duration: 20 hours or until completed 

Saving Throw: Will negates 

Spell Resistance: Yes 

To Develop: 405,000 gp; 9 days; 16,200 XP. 5 
DC 19). Factors: unobtrusive (ad hoc +6 DC), tai 
casting time (+20 DC 


You infect the subject with a compulsive urge that 
up her spells for the day. On a failed save, the subj 
must spend a standard action each round abandoning 
highest-level spell (or losing her highest-level ш 
spell lot) Each round, the subject eliminates anol 
spell or spell slot, moving to lower-level spells олсе 
the higher-level spells are gone. In the case of prepa 
spells, the subject decides which spells to abandona 
each level. If the subject has more than one standi 
action allowed in the round (from a haste spell or oth 
magic), she may spend those actions as she desires Th 
subject doesnt realize the spells or spell slots are gl 
until she tries ro cast a spell and finds it unavailable 
Abandoning a spell slot or losing a spell is stand 
action, but it does not draw an attack of opportunity ty 
a purely mental exercise not obvious to observers. 


Summon Behemoth 
Conjuration (Summoning 
Spellcraft DC: 
‘Components: V.S 
Casting Time: 1 action 
Range: 75 ft. 

Effect: Summoned creature 
Duration: 20 rounds (D) 


SwvingThrow: None 

Srl Resistance: No 

IIo Develop: 645,000 gp; 13 days; 25,920 XP. Seed: 
lion (DC 14). Factors: summon CR 21 creature (DC 
98) Laction casting time (+20 DC 


an summon a behemoth (see Chapter 5: Monsters 
шк your enemies. It appears where you designate 
Ulis immediately, on your turn. I attacks your oppo 
Beats to the best of its ability. If you can communicate 
МА ће creature, you can direct it not to attack, to attack 
[иг enemies, or to perform other actions. Sum: 

creatures act normally on the last round of the 
land disappear at the end of their turn 


b Dispelling 


Anon 


One creature or object 
jon: Instantaneous 


Develop: 3,771,000 gp; 76 days; 143,640 ХР. Seed 
Ul (DC 19), Factors: additional +30 to dispel check 
[Wo DC), action casting time (+20 DC). Mitigating 
fioc 10l6 backlash (-10 DC) 


pier diplling (see Chapter 11: Spells in the Players 
oh) except that the maximum bonus on the dispel 
б 40 and you take 10d6 points of backlash damage. 


ton: 1 round (see text 
Throw: None (harmless) 

Resistance: None (harmless 

Develop: (39,000 р; 13 days; 25,560 XP. Seed: tran 

move future you back in time 1 round) (DC 27) 

Hors: move to time stream (+8 DC), stretch the base 

Hepa effect (ad hoc +8 DC), quickened (+28 DC 


atch yourself from 1 round in the future, deposit 

Шү future self in an adjacent space as a free action 
tuns asa quickened spell. Your future self is tech: 

ally only a possible future self (the time stream is a 

om of multiple probabilities), but snatching that 
бот 1 round in the Future collapses probabil 

Band the possible future becomes the definite future 
and your future self are both free to act normally 

ind (youve already used up your limit of one 
ened spell per round, but your duplicate hasn't 


Your future self has all the resources you have at the 
moment you finish casting time duplicate. Because your 
future self was previously only a possibility, his or her 
resources are not depleted as a result of whatever might 
occur this round (even if you die this round). Likewise, 
he or she doesnt have any special knowledge of what 
might occur during this round. 

Because your future self is still part of the time stream, 
the round it spends with you is a round it misses in its 
own future. Because your future duplicate is also you, you 
miss the next round as well, You simply arent there. 

Tampering with the time stream is a tricky business. 
Here isa round-by-round summary. 

Round One: You cast time duplicate, your future self from 
round two arrives, and you both act normally 

Round Тит Your future self—you—gets snatched back 
in time to help your past self. During this round, there are 
no versions of you present. 

Round Three: You rejoin the time stream. You arrive in 
the same location and condition that your future self 
ended with at the end of the first round. Any resources 
spells, damage, staff charges) your future self used up in 
round one are gone for real. Record them now 

Using this spell to snatch a single future self stretches 
time and probability to its limit; more powerful versions 
of time duplicate are not possible, You cannot bring more 
than a single future version of youtself back to help you 
at one time, nor can you snatch a version of you from far 
ther in the бише. 


Vengeful Gaze of God 
Transmutation 
Spelleraft DC: 419 
Components: V, S 
Casting Time: 1 action 
Range: 12,000 ft 
Target: One creature, or up to а 10-f00t cube of 
nonliving matter in line of sight 
Duration: Instantaneous 
Saving Throw: Fortitude half 
Spell Resistance: Yes 
To Develop: 3,771,000 gp; 76 days; 143,640 XP. Seed: 
destroy (DC 29). Factor: increase damage to 30546 (+570 
DC), tation casting time (+20 DC), Mitigating factor 
200d6 backlash (-200 DC 


The target of this spell is subject to a fury like unto heav 
егу wrath that deals 30546 points of damage (or half of 
that if a Fortitude save succeeds). If the target is reduced 
то -10 hit points or less (or a construct, object, or undead 
is reduced to 0 hit points), it is utterly destroyed as if dis 
integrated, leaving behind only a trace of fine dust. Chan. 
neling such terrific forces has its price, and the caster is 
likewise dealt 200d6 points of damage as your eyes bleed 
and your skin convulses when the power is released. This 
spell often kills the caster, bur its often worth it 

Note: Table 3-4: Average Damage Dice is useful if you 
donit want to roll hundreds of é-sided dice. 


Verdigris 

Transmutation 

Spelleraft DC: 58 

Components: V.S 

Casting Time: 1 minute 

Range: 300 ft 

Area: 100-fr-radius hemisphere 

Duration: 24 hours 

Saving Throw: Reflex half 

Spell Resistance: No 

То Develop: 522,000 gp; 11 days; 20,880 XP. Seed: conjur 
DC 21). Factors: change area to 20-ft-radius hemi 
sphere (+2 DC), increase radius to 1006. (+16 DC), deal 
1046 damage during growth (ad hoc +19 DC 


When you cast this spell, you create a tsunami of grass 
shrubs, and trees that overgrows the area like a tidal 
wave. The plant growth creeps and curls across every 
thing in the area, ensnaring it and coiling around it as if 
it had been growing there for a century or more, like 
some ancient ruin overrun by jungle. Creatures in the 
area must make a Reflex saving throw to avoid the fast 
moving growth, which otherwise deals 1026 points of 
damage from the crushing press. Buildings are engulfed 
by tendrils of vines, creepers, thick roots, and branches, 
and they likewise take 10d6 points of damage. Those 
destroyed by the damage have their foundations 
uprooted and walls crumbled. The plant growth remains 
for 24 hours, after which it vanishes, 


Verdigris Tsunami 
Transmutation 
Spellcraft DC: 170 
Components: VS, Ritual, XP 
Casting Time: 10 minutes 
Range: 1,500 ft 
Area: 1,000ft-radius hemisphere 
Duration: Permanent 
Saving Throw: Reflex half 
Spell Resistance: No 
To Develop: 1,530,000 р; 31 days; 61,200 ХР Seed: com 
jure (DC 21), Factor: change area to 20-ft-radius hemi: 
sphere (+2 DC), increase radius to 1,000 ft. (+196 DC 
increase range to 1,500 ft. (+8 DC), deal 1046 damage 
during growth (ad hoc +19 DC), increase damage to 
4046 (+60 DC), permanent («5 DC). Mitigating factors 
increase casting time by 9 minutes (-18 DC), burn 
10,000 XP (-100 DC), fourteen additional casters con 
tributing 6th-level spell slots (-154 DC 


As venligs except creatures in the area take 40d6 points 
of damage (Reflex save for half), as do buildings, and the 
plant growth is permanent. 

This isa ritual spell requiring fourteen other spellcasr 
ers each of whom must contribute an unused éth-level 
spell slot to the casting. 

XP Cos: 10,000 ХР. 


An epic spell is developed from smaller pieces ab 
seeds and connecting pieces called factors. Every 
seed has a base Spellcraft DC, and every factor һава 
craft DC adjustment. When a desired spell is devel 
the spellcaster spends resources and time to assemble 
pieces that make up the epic spell. The base Spell 
DCs of each seed are added together; then the DC 
ments of the factors are added to that total, The 
‘equals the final Spelleraft DC for the epic spell. 

The final Spellcraft DC is the most significant gag 
the epic spells power. A spellcaster attempts to ci 
epic spell by making a Spellcraft check against the 
spells Spellcraft DC. Thus,  spellcaster knows im 
ately, based on her own Spelleraft bonus, what epic 
are within her capability to cast, which are risky, 
which are beyond her. Epic casters don't commit 
and money to develop ep 
enough to cast them. 

Ап epic spell developed by an arcane spellease 

arcane, and an epic spell developed by a divine spell 
is divine, A character who can cast both divine 
arcane epic spells chooses whether a particular spel 
develops will be arcane or divine. If that same caster 
the heal or life seed in an epic spell, that spell is al 
considered divine, 
All the epic spells described earlier in this chapter 
be developed independently by a character who spel 
the necessary time, money, and experience points. Alt 
natively, you can use those spells as a starting point wha 
you create customized versions of the spells. For eus 
ple, if you want a version of vengeful gaze of god that dl 
less backlash damage, you are free to develop it 


spells until they are роне 


Taste 2-1: Epic Seeos 


Spell 
Seed. Seed [3 
Aff Energy 8 
Animate Foresee 17 
Animate deod кл 7 
Amor Heal" 2 
Barish це m 
Compel 19 Reflect D 
Conceal iu Reveal 19 
Conjure 2 Slay E] 
Contact з Summon Mw 
Delude M Transform 2 
Destroy 29 Transport 2 
Dispel 9 Word м 


“Spellcasters without at least 24 ranks in Knowledge (ейроң 
may not use heal or ўе spell seeds, 


Resource Cost: Nothing is free, especially not te 
resources required to develop a spell that breaks the sup 
posed levels of magical power. The development of at 
epic spell uses up raw materials costing a number of 
pieces equal to 9,000 x the final Spelleraft DC of the eg 
spell being developed 


Development Time: Developing an epic spell takes 
(хе day for each 50,000 gp in resources required to 
levi he spell, rounded up to whole days 

XP Cost: To develop an epic spell, you must spend 
IIS ol its resource price in experience points. 

‘Adding Seed DCs: When two or more epic seeds are 
bined in an epic spell, their base Spellcraft DCs are 
lel together. Both contribute toward the spells final 
lent pc. 

Determining School: When combining two or more 
eli о develop an epic spell, the school of the finished 

llis decided by the caster from among the seeds that 
Haske up the epic spell. 

Combining Descriptors: When two or more epi 
[ке ше combined in an epic spell, all the descriptors 
fom eich seed apply to the finished spell 

Combining Components and Casting Times: 

est every epic spell has verbal and somatic compo- 

and a 1-minute casting time, regardless of the 

inter of epic seeds combined. The only exceptions are 

spells with the heal and life seeds, which have divine 
components 

Combining Range, Targets, Area, and Effect: One 

might have a range of 12,000 feet, another seed 
havea range of 400 feet, and a third seed might not 
inge at all. Likewise, some seeds have targets, 
йе others have an effect or an area. To determine 
lich seed takes precedence in the finished epic spell, 
must decide which seed is the base seed. The seed 
linportant to the spell's overall purpose is the base 
and it determines the casting time, range, target. 
3o on. The other seeds apply only their specific 
Коо the finished spell. 
sor example, consider an epic spell that blasts all tar. 
linan area, then compels all the survivors to surren. 
he seed that provides the blast is the base seed, so its 
and targeting criteria are used in the finished spell. 
Mis occasionally difficult to determine a base seed by 
ning the spells effects. If you're stuck, simply pick 
Wed for the purposes of making this determination 
Hit consulting with your DM. 
Combining Durations: When combining two or 
seeds to develop an epic spell, the seed with the 
{duration determines the duration of the 
el Many seed of an epic spell is dismissible 
the epic spel is dismissible 
ig Throws: Even if more than one seed has an 
id saving throw, the final spell will have only a 
îng throw. If two or more seeds have the same 


ону use that for the spells saving throw. If the 
have different kinds of saving throws, simply 
be saving throw that seems most appropriate for 

thei pell 
Resistanc 
fodevelop an epic spell if even one seed is subject 
Igel resisance, the finished epic spell is subject to it 


When combining two or more 


Factors: Factors are not part of epic seeds, but they are 
the tools used to modify specific parameters of any given 
seed. Applying factors to the seeds of an epic spell сап 
increase or decrease the final Spellcraft DC, increase the 
duration, change the area of a spell, and affect many other 
aspects of the spell. 

There are three kinds of factors: 

1.Those that can affect a number of seeds, For example, 
the "action casting time" factor reduces the casting time 
of an epic spell no matter what seeds you use to make it. 
If you choose this factor, youll add +20 to the Spellcrft 
DC of the epic spell. 

2. Those that can only be used with specific seeds. The 

man seed, for example, lets you summon an outsider 
of CR 2 ог less. But for each +1 CR of the summoned out 
sider, the Spelleraft DC is increased by +2. This factor 
only applies to epic spells with the summon seed. 

3. Those that reduce the Spelleraft DC rather than 
increasing it. These are referred to as mitigating factors. 
To calculate the final Spellcraft DC of an epic spell cor 
rectly, its important to determine the mitigating factors. 
last, afterall the factors that increase the DC have been 
accounted for. 

Development Is an Art: Be creative when combining 
seeds and factors. Many times developing a completely 
new epic spell requires some guesswork and rule stretch 
ing. As with making and pricing magic items, a sort of 
balancing act is required. Often, you w 
the description ofa seed to meet your needs, Developing 
obscure, unusual epic spells is possible, even if you arent 
sure how to put together the seeds and factors. If your 
best effort passes the DM's examination, then your epic 
spell is good. If necessary, assess an “ad hoc” Spellcraft Dc 
adjustment for any effect that cannot be extrapolated 
from the seeds and factors presented here—the example. 
spells in this chapter use ad hoc factors frequently. In all 
cases, the DM determines the actual Spellcraft DC of the 
new spell (see Behind the Curtain: Setting Epic Seed 
Spelleraft DCs 

For example, you may want to develop a spell that 
moves an enemy's soul into an inanimate object. No 
seed specifically describes this ability. It's time to be 
creative. You see that the transport seed might provide 
the basic effect you are after; you are moving so 
thing, even if its not physical. Knowing you'll later 
need your DM's approval, you decide that the transport 
seed could be used to transport a soul instead of a body 
without adjusting the DC. (The target will of course 
get a Will save, even if you succeed at touching the 
target.) Normally, you cant transport a physical object 
into another one, but because you're transporting an 
intangible “object” into a physical object, you hope 
your DM will be lenient. The DM might decide to 
impose an ad hoc factor of +4 DC, which would be fair. 
You also realize that to trap an insubstantial soul in a 
physical object, you'll have to use the compel seed as 
well, forcing the soul to remain within the object you 
send it to 


need to stretch 


Approval: This is the final du 
important. You must show your e 
work and reasoning to your DM and get h 
you DM doesnit aj 
developed. However, the DM shor 


d to reduce the Spelleraft DC 


eliminate the factor that reduces csi 
1 action. That would lower the Spellcraft Df 
epic spell wa 


тарны кыд 


ints, but he decides to go ahead and develop 
n how to create an epic spell th 

Extending the approval process fur 
approve each epic spell cont 

can develop it for your ow 


with the faster casting time 

п epic spell with a Spelleraft DC of 90 uses 

ces with a total cost of 810,000 gp, takes 17 day 
and drains 32,400 X 

when all is said and done, ҺАМ 

find the spell in the Epic Spells sea 


mis time to develop 


ріс develop an lier in this cha 

epic spell that allows him to throw an exploding ball th um has a Spellcraft skill modifier of 10 
simultaneously deals 1086 po age each of a all, and he does so on his fist 
fire, sonic, and electricity (he dubs it a The base bles across a rampaging atropal а 
DC of the energy seed is 19. Combining all monster detailed in Chapter $ 


energy effects immediately increases 
Spellcraft DC to 76 (DC 19 x 4 = DC 76 
Furthermore, the base seed 


Hellball is successfully qf 
when Canabulum takes 10 on 


aa = llcraft check, so it will deal Wi 

lt effect; to change th x points of fire damage, 1046 points ofa 
foot-radius spread, Ca е ) damage, 1046 points of electricity dam 
the "change area” factor from Table and 1046 points of sonic damage—if hella 


2-2: Epic Spell Facto 
raft DC by 
iding hed rather have a 40.f 
radius spread, he increases the 5 
craft DC by an additional +6, bringin 
the Spelleraft DC to &4. Canabulum 


t the тора spell resistance and saving thi 
increases the Spe 


At 


ropals have spell resistance 42, As a бинй 


wizard, Canabulum easily overcony 
that spell resistance with a cit 
level check. The atropal makes 

saving throw against hell 
Reflex save DC of 35 (20 
for Canabulum’s 40 In 


doesnt want to spend 1 minute cast 
Һа, so he applies the “L-action 
casting time" factor (+20 DC 
which brings the Spellerafe 
DC to 10 

A Spellera is 
irly high, and Canabulum 


gence), The atropal his 
Reflex save bonus of +26 an 
rolls an 8 for a total of 4.1 


atropal barely misses its sf 
against hell 
Canabulum rolls the f 


separately because 


decides that hed like to bring 
the DC down by applying mit 
gating factors. Because Canab 


atropal has fire resistance 
ilum has hit points to spare 


he takes the "backlash mitigat 
ing factor: In exchange 
10 reduction to the Spelleraft 


but rolls the rest of the dim 


together: 33 points of f 


damage (of which the atr 
takesonly 13) and 101 point 
combined acid, electric 
ionic damage, He also bu 
400 XP and takes 1006 poi] 
damage as his eyes ble 
from the hellball’s terri 
uncontrolled energies. 


DG, his hellall will now deal Ca 
points of damage 
time he casts it. He further m 


fies the spell to bı 


rience points with each casting 
exchange for a -4 DC reduction 


to reinforce the idea that you're casting a truly powerful spel 
example, when you cast an epic spell using the slay se 


ht include the following description: “The casters ey 
lack as a torrent of soul-numbing energy рол 
get dead, 


a tsunami, striking th 


2-2: Epic Speut Factors 


уй Sdool 
dltin specialist school 
Sed within banned school 
ati Time 
[кєзї ime by round (minimum 1 round) 
jon casting time 

d spell init one quickened action/round) 

лет on speci wager 


42 
2 


duration by 100% 
Berner uration (app this factor last) 


2 
5 
з 


2 


E 
from target to area (pick area option below) -10 


fom personal to area (pick area option below) +15 


fom target to touch or ray (300-А. range) «4 
om touch or ranged touch attack to target 
р om target, touch, or area to personal 


o bot (5 ftx 300 ft or 10 ft x 150 ft.) 
m to cylinder (105. radius, 0 ft high) 


tne damage де by опе step (420 maximum) — «10 


ies stated otherwise, the same factor can be applied 
han once. 
соле! spell in use counts as a slot used from the 
Fs daly epic spell slots. 
that already have an instantaneous or permanent 


RAFT DCS 
ICs for epic seeds are generated from a base DC of 


throws, and other effects. 
facial DC for each seed is Figured by looking at the 

spell that’s truly representative for a given seed 
the spells in the Player's Handbook. Using that spell 


When changing a targeted or area seed to a touch or ranged 
attack, the seed no longer requires a save if it deals damage, 
instead requiring a successful attack roll. Seeds with a 
nondamaging effect, such as compel ог slay, stil allow the 
target a save. Area spells changed to touch or ranged attacks 
now affect only the creature successfully attacked, 
" When changing a touch or ranged attack seed to a targeted 
seed, the seed no longer requires an attack гой if it deals 
damage, instead requiring а saving throw from the target. On 
a failed saving throw, the target takes half damage. Area 
Seeds changed to targeted seeds now only affect the target 
The OM determines the most appropriate kind of saving. 
throw for the epic spel 

Epic spells inscribed on stone tablets were usually devel- 
oped by spelicasters deep in the mists of history, although 
а new epic spell could also be developed this way if the 
creator is willing to share the discovery. Epic spells may 
only be inscribed on stone tablets or other substances of. 
equal or greater hardness. Once a spel is so inscribed, 
another epic spellcaster can learn it without going through 
the process of development. Once an inscribed epic spell is 
learned by another epic spellcaster in this fashion, the 
tablet upon which itis inscribed is destroyed and cannot 
be mended, 


TABLE 2-3: Epic SPELL MITIGATING FACTORS 
Spelleraft 
DC Modifier. 

Bicis 146 points of damage (max d6 your HO >2) * -1 

Burn 100 XP during casting (max 10,000 ХР) 

Increase casting time by 1 minute (max 10 minutes) * 

Increase casting time by 1 day (max 100 days) * 

‘Additional participants (ritual) see Table 2-4 below 

Decrease damage die by one step (44 minimum) 5 

Note: Mitigating factors are always applied last in the. 
development of an epi spell 

The caster cannot somehow avoid or make himself 
Immune to backlash damage. For spells with durations 
longer than instantaneous, the backlash damage is per 
round. If backlash damage kills a caster, no spell or method 
exists that will return Ме to the caster's body without costing 
the caster a level—not even wish, ue resurrection, miracle, or 
epic spells that return life to the deceased, Spells that 
normally penalize the recipient one level when they return 
him to Ме, such as raise dead, penalize a caster killed by 
backlash two levels. 

If you want to increase the casting time of a spell in order 
to reduce the Spelleraft OC, you must fist "use up” the 
maximum of 10 minutes (fora total DC modifier of -20). 
After that, you can continue to add days to the casting time, 
with a further modifier of -2 per day, up to the maximum of 
100 days. 


3 
2 


аз a basis, the maximum ranks in Spelleraft that a sorcerer 
powerful enough to cast the spell would have determines the 
base Spellcraft DC of the seed. That number is added to the 
base DC of 10 

For example, the animate dead spell in the Player's Handbook 
is the lowest level representative of the animate dead seed. A 
sorcerer would have to be 10th level to cast it. А TOth-evel 
Sorcerer has a maximum of 13 ranks in Spelleraf So, 13 + 10 
=23, and the Spellcraf DC of the animate deed seed is 23. 


Additional Participants: You can develop epic spells 
specifically require additional participants (sometimes 
called celebrants). Epic spellcasters might call such an 
epic spell a cooperative spell, a mythal, or a ceremonial 
spell. These rules simply call ita ritual 

‘An epic spell developed as a ritual requires a specific 
number of additional participants, who each must use 
up one spell slot of a specified level for the day. During 
an epic spells development, the spells creator deter 
mines the number of additional participants and the 
level of the spell slots to be contributed. If the exact 
number of spelicasters does not partake in the casting, 
or if ће casters do not each contribute the proper spell 
slot, the epic spell automatically fails. To participate, 
each participant readies an action to contribute his or 
her raw spell energy when the primary caster begins the 
epic spell. 

Additional participants in a ritual spell reduce the 
Spellcráft DC, as shown on Table 2-4: Additional Partci 
pants in Rituals. Each additional participant may only 
contribute one spell slot. It doesnt matter whether the 
additional participants are arcane or divine spellcasters 
only the level of the spell slot contributed matters 

A contributed spell slot is treated as if normally cast. A 
wizard may contribute either a prepared, uncast spell slot, 
ог an open, unprepared slot. The Spelleraft DC adjust 
ments for each additional participant stack. 


TABLE 2-4: ADDITIONAL PARTICIPANTS IN RITUALS 
pell Slot Spell Slot 
Level Spellcraf Level Spellerft 
Contributed ОС Reduction ^ Contributed DC Reduction 
In а 
2nd 3 
з 
ath 7 
Sth 


Sicil: A ritual epic spell that takes longer than 1 action. 
to cast requires all extra participants to stand as if casting 
for the same amount of time. If an extra participant is 
attacked while contributing a spell slot, the participant 
must make a Concentration check as if casting а spell of 
the same level as the slot contributed. If the attack dis 
rupts the participant in the ritual, the epic spell is not 
necessarily ruined. However, the Spelleraft DC reduction 
that would have been provided by that additional partici 
pant cannot be applied to the final Spellcraft DC of the 
epic spell. Thus the ritual epic spell will be harder for the. 
primary spellcaster to cast. 


Each seed description hereafter follows the same 
format used for 0-to 9th-level spells, as described under 
Spell Format in Chapter 11 of the Players Handbook. An 
additional line, Spellcraft DC, indicates the base DC 
the Spellcraft check required to cast an epic spell with 
this seed. 


SEED: AFFLICT 
Enchantment (Compulsion) [Fear, Mind-Affecting 
Spelleraft DC: 14 
Components: V 
Casting Time: 1 action 
Range: 300 ft 
Target: One living creature. 
Duration: 20 minutes 
Saving Throw: Will negates 
Spell Resistance: Yes 


You afflict the target with a -2 morale penalty on at 
rolls, checks, and saving throws. For each addition 
penalty assessed on either the target’ attack rolls dd 
or saving throws, increase the Spelleraft DC by +2 

You may also develop a spell with this seed tht 
the target with a —1 penalty on caster level checks 
penalty toan ability score, a -1 penalty to spel resi 
ora -1 penalty to some other aspect of the target tha 
and your DM agree on. For each additional -1 pe 
assessed in one of the above categories, increase ће 
сай DC by +4 

You can afflict a characters ability scores to the pl 
where they reach 0, except for Constitution wherel 
the minimum, If you apply a factor to increase the 

ion of this seed, ability score penalties instead bec 
temporary ability damage. If you apply a factor to 
the duration permanent, any ability score penal 
become permanent ability drain, 

Finally, if you increase the Spellcraft DC by +2, you 
afflict whichever one of the targets senses you select 
smell, hearing, taste, touch, оға special sense the target 

saving throw, the sense 
select doesnt function for the spells duration, with 
attendant penalties that apply for losing the specified sen 


SEED: ANIMATE 
‘Transmutation 
Spellcraft DC: 25 
‘Components: V, 
Casting Time: 1 minute 
Range: 300 ft 
Target: Object or 20 cu. ft. of matter 
Duration: 20 rounds 
Saving Throw: None 
Spell Resistance: No 


You can imbue inanimate objects with mobility and 
semblance of life (not actual life). The animated ође 
attacks whomever or whatever you initially designat 
The animated object can be of any nonmagical mate 
‘wood, metal, stone, fabric, leather, ceramic, glass, ands 
forth. You can also animate part of a larger mass of m 
matter, such as а volume of water in the ocean, part of 
stony wall, ог the earth itself, as long as the volumed 
material does not exceed 20 cubic feet. For each addition 
10 cubic feet of matter animated, increase the Spellci 
DC by +1, up to 1,000 cubic feet. For each additional 1 


Bh feet of matter animated after the first 1,000 cubic 
Jet increase the spelleraft DC by +1 

Suistics for animated objects are found in the Mo 

Mas. For each additional Hit Die granted to an апі 
isl object of a given size, increase the Spelleraft DC by 
JL inimate attended obj 
buo 


т creature), increase the Spellcraft DC by «10. 


BED: ANIMATE DEAD 

Асу [Evil 

сай DC: 23 

Components: V.S 

(ый Time: 1 minute 

ge Touch 

ge: One or more corpses touched 
tion: Instantancous 

ring Throw: None 

Sl esistance: No 


annum the bones or bodies of dead creatures into 
lal that follow your spoken commands. The undead 
ишо» you, or they can remain in 4 
un and attack any creature (or a 
fc type of creatu 
fri the place. The un 
leman animated until 
Мо ire destroyed. (A de. 
ond undead can't be ant 
Biel again.) Intelligent 
Balen can follow more so: 
Piste command 
Theaninae de seed 
Salons you to create 20 
Wot undead, Stati 
Bor undead of all 
pere found inthe 
Minter Manual, For 
Bich additional 1 
Шы undead cre 
Bi nctease the 
езй DC by +1 
Teundead you сте 
min under your con 
indefinitely. You f 
баши control 1 
BD per caster level of 
ead creatures you've person: 
crested, regardless of the 
hol you used. 1f you exce 
Buber, newly created crea 
BÊ under your control, and 
undead from previous cast 
become uncontrolled (you 
which creatures are released 
area cleric, any undead you 
mind through your ability to 
Mor rebuke undead do 
ent toward the limit. 


(objects carried or worn 


For each additional 2 HD of undead to be controlled, 
increase the Spellcraft DC by +1. Only undead in excess 
of 20 HD created with this seed can be controlled using 
this DC adjustment. If you want to both create and con: 
trol more than 20 HD of undead, increase the Spellcraft 
DC by +3 per additional 2 HD of undead. 
Туре of Undead: All types of undead can be created 
with the animate dead seed, although creating more pow 
ad increases the Spelleraft DC of the epic spell 
according to the table below The DM must set the Spell 
craft DC 


erful un 


or undead not included on the table, using sim. 


Spellerat 


Spelleraft 
OC Modifier 


Undead 
Skeleton 


SEED: ARMOR 
Conjuration (Creation 
Spellcraft DC: 14 
Components: V, 
Casting Time: 1 minute 
у Range: Touch 


7 Saving Throw: Will 
negates (harmless 

Spell Resistance: Yes 
harmless 


Мыл, You grant a creature 
additional armor 
providing а +4 
bonus to Armor 

Class The bonus 

is either an ar 

mor bonus ora 
natural 
bonus, whichever 
you select. Unlike 
mundane armor, the 
d provides an 


intangible protection 

thar entails no armor 

check penalty, arcane spell 

failure chance, or speed re 

duction. Incorporeal creatures 

cant bypass th 
they 


immor seed the way 
п ignore normal armor. 
For each additional point of 
mor Class bonus, increase 
the Spelleraft DC by «2. 
You can also grant a crea 


ture a +1 bonus to Armor 


Class using a different bonus type, such as deflection, 
divine, or insight. For each additional point of bonus to 
Armor Class of one of these types, increase the Spellcraft 
DCby +10. 


SEED: BANISH 
Abjuration. 
Spelleraft DC: 27 
Components: V, 
Casting Time: 1 minute 
Range: 75 6 
Target: One or more extraplanar creatures, no two of 
which can be more than 30 ft apart 
Duration: Instant 
Saving Throw: Will negates 
Spell Resistance: Yes 


You force extraplanar creatures out of your home plane. 
You can banish up to 14 HD of extraplanar creatures. For 
each additional 2 HD of extraplanar creatures you banish, 
increase the Spelleraft DC by +1. To specify a type or sub- 
type of creature other than outsider to be banished 
increase the Spellcraft DC by +20, For example, giants, 
humanoids (reptilians) and undead could all Бе banished 
in this way 


SEED: COMPEL 
Enchantment (Compulsion) [Mind-Affecting] 
Spellcraft DC: 19 
Components: V. М. 
Casting Time: 1 minute 
Range: 75 i. 
Target: One living creature 
Duration: 20 hours or until completed 
Saving Throw: Will negates 
Spell Resistance: Yes 


You compel a target to follow a course of activity 

At the basic level of effect, a spell using the compel seed 
must be worded in such a manner as to make the activity 
sound reasonable. Asking the creature to stab itself 
throw itself onto a spear, immolate itself, or do some 
other obviously harmful act automatically negates the 
effect (unless you increase the Spelleraft DC to avoid this 
limitation; see below). Urging а red dragon to stop attack 
ing your party so that the dragon and the party could 
jointly loot a rich treasure elsewhere would be a reason 
able use of the spells power. 

Ifyou wish to compel a creature to follow an outright 
unreasonable course of action (such as stab itself, throw 
itself onto a spear, immolate itself, or do some other obvi 
ously harmful act), increase the Spellcraft DC by +10. 

The compelled course of activity can continue for the 
entire duration, such as in the case of the red dragon. 
mentioned above. If the compelled activity can be com- 
pleted in a shorter time, the spell ends when the subject 
finishes what he was asked to do. You can instead specify 
conditions thar will trigger a special activity during the 


duration. For example, you might compel а noble 
to give her warhorse to the first beggar she meet ll 
condition is not met before the spell using this 
expires, the activity is not performed. 


SEED: CONCEAL 
Illusion (Glamer: 
Spelleraft DC: 17 
‘Components: V, 
Casting Time: 1 minute 
Range: Personal or touch 
Target: You or a creature or object of up to 2,000 Ih, 
Duration: 200 minutes or until expended (D) 
Saving Throw: None or Will negates (harmless, obj 
Spell Resistance: No or Yes (harmless, abject) 


You can conceal a creature or object touched frm 
even from darkvision. Ifthe subject is a creature ca 
gear, the gear vanishes too, rendering the creature 
ble. A spell using the conceal seed ends if the subject anl 
any creature. Actions directed at unattended object da 
break the spell, and causing harm indirectly isn 
attack. To create invisibility that lasts regardless oli 
actions of the subject, increase the Spelleraft ОСЫ 

Alternatively, you can conceal the exact location ol 
subject so that it appears to be about 2 feet away frog 
true location; this increases the Spellcraft DC by +2 
Subject benefits from a 507 miss chance as if it had 
concealment. However, unlike actual total concealna 
this displacement effect does not prevent enemies 
targeting him normally 

The conceal seed can also be used to block divini 
spells, spelllike effects, and epic spells developed ш 
the reveal seed; this increases the Spelleraft DC by 4 
all cases where divination magic of any level, incl 
epic level, is employed against the subject of a spell 
the conceal seed for this purpose, an opposed caster 
check determines which spell works. 


SEED: CONJURE 
Conjuration (Creation. 
Spelleraft DC: 21 
Components: V, 
Casting Time: 1 minute 
Range: 0 ft 
Effect: Unattended, nonmagical object of nonliving 

matter up to 20 cu. ft 
Duration: # hours 
Saving Throw: None 
Spell Resistance: No 


‘You create a nonmagical, unattended object of nonlivi 
matter of up to 20 cubic feet in volume. You must succ] 
at an appropriate skill check to make a complex items 
as a Craft (bowmaking) check to make straight ата] 
shafts. You can create matter ranging in hardness si 
rarity from vegetable matter all the way up to mithrala 
even adamantine. Simple objects, such as linen clothes 


кре, a wooden ladder, or raw vegetables, have а nat 
Elston of 24 hours. For each additional cubic foot of 


Aempting to use any created object asa material сот 
[кез ог a resource during epic spell development 
Sethe spell to fail and the object to disappear. 


One creature 
ion: 200 minutes 
Throw: None 


forge a telepathic bond with a particular creature 
which you are familiar (or one that you can cur 
see directly or through magical means) and can 
back and forth. The subject recognizes you if it 
You. It can answer in like manner immediately 
itdoes not have to 
Juan forge a communal bond among more than two 
Б, For each additional creature contacted 
the Spellcaft DC by +1, The bond can be estab 
donly among willing subjects, which therefore 
to saving throw or spell resistance. For telepathic 
munication through the bond regardless of lan 
lcrese the Spelleraft DC by +4, No special influ 
Erisesblished as a result of the bond, only the power 
mmunicate ata distanc 


i Visa figment that can extend for up to twenty 


cubes (S) 


RE ORIGIN OF SPECIES 
ie he conjure seed in conjunction with the ie and 
eet or an epic spell that creates an entirely new cres 
Ht roe permanent 
Tepes cetur эре е abities, apply other epic seeds 
үс pel hat replicate he desired ability To give the 
û upematural or extraordinary ability rather than a 
ibit double the cost of he relevant seed. Remember 
койг equals a wipling. and so forth 
з отише Hit Dice, use the forty seed. Each 5 hit 
ted to the creature gives it an additional 1 HD. 
[Qst ces created, the new creature will breed true 


Duration: Concentration plus 20 hours. 
Saving Throw: Will disbelief (if interacted with) 
Spell Resistance: No 


A spell developed with the delude seed creates the visual 
illusion of an object, creature, or force, as visualized by 
you. You can move the image within the limits of the size 
of the effect by concentrating the image is otherwise sta 
tionary). The image disappears when struck by an oppo- 
nent unless you cause the illusion to react appropriately 
For an illusion that includes audible, olfactory, tactile, 
taste, and thermal aspects, increase the Spellcraft DC by 
+2 per extra aspect. Even realistic tactile and thermal illu. 
sions cant deal damage, however. 

For each additional image to be created, increase the 
Spellcraft DC by «1. For an illusion that follows a script 
determined by you, increase the Spellcraft DC by +9. The 
figment follows the script without your having to соп 
centrate on it. The illusion can include intelligible speech 
if you wish. 

For an illusion that makes any area appear to be some 
thing other than ir is (such as making a swamp appear as 
a grassland or a village), increase the Spelleraft DC by +4. 
Additional components, such as sounds, can be added as 
noted above. Concealing creatures requires additional 
spell development using this or other seeds. 


SEED: DESTROY 
Transmutation 
Spelleraft DC: 29 
‘Components: \ 5 
Casting Time: 1 minute 
Range: 12,000 f 
Target: One creature, or up to а 10-foot cube of 

monliving matter 

Duration: Instantaneous 
Saving Throw: Fortitude half 
Spell Resistance: Yes 


You deal 20d6 points of damage to the target. The damage 
is of no particular type or energy—it is a purely destruc 
tive impulse. For each additional 146 points of damage 


(assuming you create a mate or an alternative means of repro 
duction for the newly created creature) 


CONTACT: ANOTHER USE 
At the base Speliraft DC of 20, you can also use the contact seed 
to imbue an object (or creature) with a message you prepare 
that appears as written tex for the spells duration ог is spoken 
aloud in а language you know. The spoken message can be of 
any length, but the length of written text is limited to what can 
be contained (as text of a readable size) on the surface of the 
target. The message is delivered when specific conditions are 
fulfilled according to your desire when the spell is cast 


dealt, increase the Spelleraft DC by +2. Ifthe target is 
reduced to -10 hit points or less (or a construct, object, or 
undead is reduced to 0 hit points), it is utterly destroyed 
as if disintegrated, leaving behind only a trace of fine 
dust. Up to a 10-foot cube of nonliving matter is affected, 
зо a spell using the destroy seed destroys only part of any 
very large objector structure targeted 
The des 

fields, and force effects that are normally only affected by 
the disintegrate spell, such as Bighy’ forceful hand, wall of foc. 


y seed affects even magical matter, energy 


globe of moulnensbility, and antimagi id Such effects are 
automatically destroyed. Epic spells using the wand seed 
may also be destroyed, though you must succeed at an 
opposed caster level check against the other spelicaster to 
bring down a ward spel 


SEED: DISPEL 

Abjuration 

Spellraft DC: 19 

Components: V, S 

Casting Time: 1 minute. 

Range: 300 ft. 

Target: One 
object or spell 

Duration: Instantaneous 
ving Throw: None 

Spell Resistance: No 


You can end ongoing spells that 
have been cast on a creature or 
object, temporarily suppress 
the magical abilities of a 
magic item, or end ongoing 
spells (or at least their effects 
within an area. A dispelled 
spell ends as if its duration. 
had expired. The dispel seed 
can defeat all spells, even 
those not normally subject 
to dispel magic. The dispel 
seed can dispel (but not 
counter) the ongoing effects 
of supernatural abilities as 
well as spells, and it affects 
spell-like effects just as it 
affects spells 

One creature, object, or spell is the target of the dispel 
seed. You make a dispel check against the spell or against 
each ongoing spell currently in effect on the object or 
ture. A dispel check is 1420 + 10 against a DC of 11 + the 
target spells caster level. For each additional «1 on your 
dispel check, increase the Spelleraft DC by +1 

Ifyou target an object or creature that is the effect of an 
ongoing spell such asa creature summoned by a summon 
monster spell, make a dispel check to end the spell that 
conjured the object or creature. 

Ifthe object you target isa magic item, you make а dispel 
check against the item’ caster level. If you succeed, all the 


itemis magical properties are suppressed for 144 
after which the item recovers on its own. A supp 
item becomes nonmagical for the duration of hed 
An interdimensional interface (such as a bug of hl 
temporarily closed. A magic items physical proper 
unchanged. Any creature, object, or spell is poten 
subject to the dispel seed, even the spells of gods ай 
abilities of artifacts, 

You automatically succeed at your dispel d 
against any spell that you cast yourself 


SEED: ENERGY 
Evocation Acid, Fire, Electricity, Cold, or Sonic] 
Spelleraft DC: 19 
Components: 
Casting Time: { minute 
Range: 300 ft or touched ee 
or object of 2000 b. o less 
Area: A bolt 5 fı. wide to 30 
long; or а $-t-radius eani 
ora wall whose area is up toni 
200-ft square; ога sphere ot 
sphere with a radius of up tof 
Duration: Instantaneous, 
20 hours (see text) 
wing Throw: Reflex hil 
Spell Resistance: Yes 


You can work with whid 
опе of five energy type 
choose: acid, cold, electric 
or sonic, You can cast the е 
forth ав a bolt imbue an object 
the energy, or create а feestin 
manifesta nergy 
1f your spell devel 
using the energy seed rela] 
bolt, that bolt instantan 
deals 1046 points of d 
of the appropriate еге 
type, and all in the boli 
must make a Reflex save fork 
damage. For е 
points of dam: 
the Spellcraft DC by +2. The bolt begin 
your fingertips. If you wish to imbue anol 
creature with the ability to use an energy bolt as a 
like ability at its option or when a particular conditi 
met, increase the Spellcraft DC by +25. 

You can also cause a creature or object to emanate 
specific energy type out toa radius of 10 feet for 20 baal 
The emanated energy deals 246 points of energy dana 
per round against unprotected creatures (the target c 
ture is susceptible if not separately warded or other 
resistant to the energy). For each additional 106 point 
damage emanated, increase the Spellcraft DC by +2. 

You may also create a wall, half-circle, circle, dome, 
sphere of the desired energy that emanates the ene 


n of the 


fitupto20 hours. One side of the wall, selected by you 
Bedsforth waves of energy, dealing 2d4 points of energy 
(кщ to creatures within 10 feet and 1d4 points of 
mage ro those past 10 feet but within 20 feet. 
hei deals this damage when it appears and in each 
end that a creature enters or remains in the area. In 
Bilton, the wall deals 246+20 points of energy damage 
Bony creature passing through it. The wall deals double 
inne to undead creatures. For each additional 144 
[їз оГ damage, increase the Spelleraft DC by +2. 


n foretell the immediate future, or gain informa 
about specific questions 
шие 90% likely to receive a meaningful reading of 
ure of the next 30 minutes. If successful, you know 
ticular action will bring good results, bad results, 
poresult For each additional 30 minutes into the 
multiply the Spellcraft DC by х2. 
тег results, you can pose up to ten specific ques 
one per round while you concentrate) to unknown 
of other planes, but the base Spelleraft DC for 
їп attempt is 23. Your questions reverberate 
planar interstices, seeking an answer from some 
I entity The answers return in a language you 
and, but use only one-word replies: “yes, “no, 
ever’ “irrelevant,” or some other one-word 
Unlike 0- to 9th-level spells of similar type, all 
answered are 90% likely to be answered truth: 
Bl However, a specific spell using the fornice seed can 
est once every five weeks. 
ce seed is also useful for epic spells requiring 
Hic information before functioning, such as spells 


the mv and transport seeds 


GY) ANOTHER USE 
finis use the energy seed to create a spell that carefully 
Bard balances the emanation of cold, electricity, and. 
specific weather effects for а period of 20 hours. 
be rer seed this way has a base Spelleraft DC of 25. 
йч etends o a two mile-radius centered on you. 
Biche spell is cast, the weather takes 10 minutes to. 
rari you can't directly target a creature or object. 
Indirect fcis are possible. You can create cold snaps, 
thunderstorms, fogs, blizzards—even a tornado that 
Brinnon inthe affected area. Creating targeted damaging 
(urs an additional use of the energy seed. 


You can also use the forse seed to gain one basic piece 
of information about a living target: level, class, align 
‘ment, or some special ability (or one of an object's magical 
abilities, if any), For each additional piece of information 
revealed, increase the Spelleraft DC by +2. 


SEED: FORTIFY 


Transmutation 
Spellcraft DC: 17 (see text 

Components: V, S 

Casting Time: 1 minute 

Range: Touch 

Target: Creature touched 

Duration: 20 hours; permanent for age adjustment 
Saving Throw: Will negates (harmless 

Spell Resistance: Yes (harmless 


Spells using the fortify seed grant a «1 enhancement 
bonus to whichever one of the following you choose: 
* Any one ability score. 

* Any one kind of saving throw 

* Spell resistance. 

* Natural armor. 


The fortify seed can also grant energy resistance 1 for one 
‘energy type ог 1 temporary hit point. For each additional 
+1 bonus, point of energy resistance, or hit point, 
increase the Spelleraft DC by +2 

The fortify seed has a base Spelleraft DC of 23 if it grants 
а +1 bonus of a type other than enhancement (such as 
luck or insight). For each additional «1 bonus of a type 
other than enhancement, increase the Spellcraft DC by 
+6. 1f you apply a factor to make the duration permanent, 
the bonus must be an inherent bonus, and the maximum 
inherent bonus allowed is «5. 

The fortify seed has a base Spelleraft DC of 27 if it grants 
ıa creature a +1 bonus to an ability score or other statistic 
it does not possess. For each additional +1 bonus, increase 
the Spelleraft DC by +4. 1f a spell with the fortify seed 
grants an inanimate object an ability score it would not 
normally possess (such as Intelligence), the spell must 
also incorporate the life seed. 


For the effects of specific weather conditions, see the Weather 
Hazards section of Chapter 3 in the DUNGEON Мазттез Guide. 


FORTIFY: ANOTHER USE 

A special use of the fortify seed grants the target a permanent 
+1 year to its current age category. For each additional +1 year 
added to the creature's current age category, increase the 
Spelicraft DC by +2. Incremental adjustments to a creature's 
maximum age do not stack; they overlap. When a spell 
increases a creature's current age category, all higher age cate 
gories are also adjusted accordingly. 


Granting spell resistance to a creature that doesn't 
already have it is a special case; the base Spellcraft DC of 
27 grants spell resistance 25, and each additional point of 
spell resistance increases the Spelleraft DC by +4 (each —1 
to spell resistance reduces the Spelleraft DC by —2, 

The fortify seed can also grant damage reduction 1/1. 
For each additional point of damage reduction, increase 
the Spellcraft DC by +1. For each additional point of 
required weapon enhancement above +1, increase the 
Spellcraft DC by +3. For example, damage reduction of 
5/+3 would increase the Spellcraft DC by a total of «10. 


SEED: HEAL 
 Conjuration (Healing 
Spelleraft DC: 25 
Components: V, S DF 
Casting Time: t minute 
Range: Touch 
Target: Creature touched 
Duration: Instantaneous 
Saving Throw: Yes (harmless; see text 
Spell Resistance: Yes (harmless 


Spells developed with the heal seed channel positive energy 

to wipe away disease and injury. Such a spell 
completely cures all diseases, blindness, deafness, hit point 
damage, and temporary ability damage. To restore perma: 
nently drained ability score points, increase the Spellcraft 
DC by +6. The heal seed neutralizes poisons in the subject's 


system so that no additional damage or effects are suffered. 
It offsets feeblemindedness and cures mental disorders 
caused by spells or injury to the brain. It dispels all magical 
effects penalizing the character’ abilities, including effects 
caused by spells, even epic spells developed with the aft 


seed. Only a single application of the spell is needed to 
simultaneously achieve all these effects. This seed does not 
restore levels or Constitution points lost due to death. 

To dispel all negative levels afflicting the target, 
increase the Spellcraft DC by «2. This reverses level 
drains by a force or creature. The drained levels are 
restored only if the creature lost the levels within the last 
20 weeks. For each additional week since the levels were. 
drained, increase the Spellcraft DC by «2. 

Against undead, the influx of positive energy causes 
he loss of all but 1d4 hit points if the undead fails a For 

ийе saving throw. 

A spell developed with a special version of the heal seed 
flushes negative energy into the subject, healing undead 
completely but causing the loss of all but 1d4 hit points 
in living creatures if they fail a Fortitude saving throw. 
Alternatively a living target that fails its Fortitude saving 
throw could gain four negative levels for the next 8 
hours. For each additional negative level bestowed, 
increase the Spellcraft DC by +4, and for each extra hour 
the negative levels persist, increase the Spelleraft DC by 
+2. Ifthe subject has at least as many negative levels as 
Hit Dice, it dies. If the subject survives and the negative 
levels persist for 24 hours or longer, the subject must 


make another Fortitude saving throw, or the neg 
levels are converted to actual level loss. 


SEED: LIFE 


Components: V, S DF 
Casting Time: 1 minute 

Range: Touch 

Target: Dead creature touched 
Duration: Instantaneous 

Saving Throw: None (see text) 
Spell Resistance: Yes (harmless) 


A spell developed with the lie 1l restore йн 
complete vigor to any deceased creature, The соо 
of the remains is not a factor. So long as some smil 
tion of the creatures body still exists, it can be 
life, but the portion receiving the spell must have 
part of the creature's body at the time of death fl 
remains of a creature hit by a disintegrate spell coun 
small portion of its body) The creature can have 
dead for no longer than two hundred years, Ford 
additional ten years, increase the Spelleraft ОСЫ 
The creature is immediately restored to full hit 
vigor, and health, with no loss of prepared spell В 
ever, the subject loses one level (or 1 point of Cong 
tion if the subject was 1st level). You cannot revive 
one who has died of old age. 
You can also use the e seed to give actual life tono 
inanimate objects. You can give inanimate 
mals a soul, personality, and humanlike sentience. T 
ceed, you must make a Will save (DC 10 + the tari 
Dice, or the Hit Dice a plant will have once it comes ol 
The newly living object, intelligent animal, or sen 
plant is friendly toward you. An object or plant hard 
acteristics эв if it were an animated object (see the N 
Manual), except that its Intelligence, Wisdom, and 
risma scores are all 346. Animated objects and plants f 
the ability to move their limbs, projections, roots, a 
legs and arms, or other appendages, and have senses 
ilar to a human’, A newly intelligent animal ge 
Intelligence, +143 Charisma, and +2 НО, Objects, 
mals, and plants speak one language that you know j 
е additional language that you know per point of ni 
ligence bonus (if any 


SEED: REFLECT 
Abjuration 
Spelleraft DC: 
Components: V 
Casting Time: 1 minute 
Range: Personal 
Target: You 
Duration: Until expended or 12 hours 


Attacks targeted against you rebound on the origi 
attacker. Each use of the reflect seed in an epic spell 


кане against one type of attack only 

бйз and spell-like effects), ranged 

Ris or melee attacks. To reflect an 

йн pell, where you are not the 

irit but are caught in the vicin 

inesse the Spelleraft DC by 
Asingle successful use of 

Het expends its protection 
Sells developed with the 

Maisced against spells and 

Billie effects return all 

«йеп» of up to tst 

[ч for each ad 

ol level of spell 

be lected. 

puse the 

Bit DC by «20. Epic 

lare treated as 10th-level 

lior this purpose 

init 0- to 9th-level 

Bs the desired effect is aut 

ucl reflected. An opposed 

level check is required 

hen the reflect s used 

pw another epic ч nem 

Blister gets his spell through by winr 

ler check, the epic spell using th 

Bitepended, just momentarily suppressed 

ihe li seed is used against a melee attack 
fl atack, five such attacks are autom 

EC fected, increase the Spelleraft DC by +4. Th 

si attack rebounds on the attacker using the 

ick ll, Once the allotted attacks are reflected, 

Bling the ft seed is expended. 


D REVEAL 


Dane See est 
Magical sensor 
ninutes (Р) 


as if you were th 
rease the Spelleraft DC 
т, bur the locale must be kn 
Bile familiar to you or an obvious one (such 
her round a corner, or in a grove of trees 
isible sensor, similar to that cre 
pel. that can be dispelled. Lead sh 
Шнелл (such as а field, mi 


locks the spell, and you sense that the s 


ensor (speed 30 feet 
aft DC by +2. To use 
rent plane с 
DC by +8. To 
а spell built with the reve 
е Spellcraft DC by +4 

x any spell from the sensor wh 
the Spelleraft DC 
by +6; how 
maintain line of effect t 
ll times. If your line of 
the spell ends. Т 
free yourself of the line of effect 
spells through the 
sensor, multiply 
the Spelleraft 

DC by x10. 
The reveal seed 
has a base Spellcraft 
DC of 25 if you use it to 


Ne Death! 
Spelleraft DC: 25 
Components: V.S 
Casting Time: 
Range: 300 fc 


Target: One living c 
Duration: Inst 
Saving Throw: Fort 


Spell Resistance: Ye 


t the life 


Kills a creature of up to 80 HD. The subject is entitled toa 
Fortitude saving throw to survive the attack. If the save is 
successful, it instead takes 34620 points of damage. For 
each additional 80 HD affected (or each additional crea 
ture affected), increase the Spelleraft DC by +8. 

Alternatively, you can use the day seed in an epic spell 
to suppress the life force of the target by bestowing 2d 
negative levels on the target (or half as many negative 
levels on a successful Fortitude save). For each additional 
144 negative levels bestowed, increase the Spellcraft DC 
by +4 Ifthe subject has at least as many negative levels as 
Hit Dice, it dies. If the subject survives and the negative 
levels persist for 24 hours or longer, the subject must 
make another Fortitude saving throw, or the negative 
levels are converted to actual level loss 


SEED: SUMMON 
Conjuration (Summoning 
Spellcraft DC: 14 
Components: \, $ 
Casting Time: 1 minute 
Range: 75 ft 
Effect: One summoned creature 
Duration: 20 rounds (D 
Saving Throw: Will negates (see text 
Spell Resistance: Yes (see text 


You can summon an outsider. It appears where you desig 
nate and acts immediately, on your turn, if its spell resist 


ance is overcome and it fails a Will saving throw. It attacks 
your opponents to the best of its ability If you can com: 
municate with the outsider, you can direct it not to attack, 
to attack particular enemies, or to perform other actions. 

The spell conjures an outsider you select from the Mon 
ster Manual (or an alternative source allowed by your DM 
of CR 2 or less. For each +1 CR of the summoned out 
sider, increase the Spellcraft DC by +2. For each addi 
tional outsider of the same Challenge Rating summoned, 
multiply the Spellcraft DC by x2. When you develop a 
spell with the summon seed that summons an айг, chaotic, 
earth, evil, fire, good, lawful, or water creature, the com. 
pleted spell is also of that type. 

If you increase the Spellcraft DC by «10, you can 
summon a creature of CR 2 ог less from another monster 
type or subtype, such as giant, humanoid (goblinoid), or 
undead. The summoned creature is assumed to have been 
plucked from some other plane (or somewhere on the 
same plane). The summoned creature attacks your oppo- 
nents to the best of its ability; or, if you can communicate 
with it, it will perform other actions. However, the sum. 
moning ends if the creature is asked to perform a task 
inimical to its nature, such as commanding a good crea 
ture to attack an innocent, or commanding any creature 
to commit suicide. For each +1 CR of the summoned 
creature, increase the Spelleraft DC by +2. 

Finally, if you increase the Spelleraft DC by +60, you 
can summon a unique individual you specify from any 
where in the multiverse. You must know the target's 


name and some facts about its life, defeat any 

protection against discovery or other protectoy 
sessed by the target, and overcome the target's spel 
ance, and it must fail a Will saving throw. Apa 
target is under no special compulsion to serve you 


SEED: TRANSFORM 
Transmutation 
Spelleraft DC: 21 
Components: \, 5 
Casting Time: 1 minu 
Range: 3006. 
Target: One creature or inanimate, nonmagical obi] 
Duration: Permanent 
Saving Throw: Fortitude negates (see text) 
Spell Resistance: Yes 


Spells using the transform seed change the subje] 
another form of creature or object. T 

in size from Diminutive to one size larger than the si 
normal form. For each additional increment of size 
increase the Spellcraft DC by « 1f you want to trn 
а nonmagical, inanimate object into a creature o 
туре or transform a creature into a nonmagical ii 
object, increase the Spellcraft DC by +10, 1f you wi 
change a creature of one type into another type (fr 
ple, undead to outsider), increase the Spellcraft DCby 

Transformations involving nonmagical, inanima 
stances with hardness are more difficult, for each 2p 
of hardness, increase the Spellcraft DC by +1 

To transform a creature into an incorporeal ot g 

increase the Spellcraft DC by +10. Convers 
you want to overcome the natural immunity of ag 
or incorporeal creature to transformation, increas 
Spellcraft DC by «10. 

The transform seed can also change its target into f 
one specific. To transform an object or creature in 
specific likeness of another individual (including m 
ries and mental abilities), increase the Spellcraft 08 
+25. If the transformed creature doesnt have the led 
Hit Dice ofits new likeness, it can only use the abil 
the creature at its own level or Hit Dice. 

Ifslain or destroyed, the transformed creature ord 
reverts to its original form, The subject's equipmeny 
any remains untransformed or melds into the new f 
body, at your option. 

The transformed creature or object acquires the phy 
and natural abilities of the creature or object it hash 
changed into while retaining its own memories and m 
ability scores. Mental abilities include personality, In 

isdom, and Charisma scores, level and clas 
points (despite any change in its Constitution score 
‘ment, base attack bonus, base saves, extraordinary abi 
spells and spell-ike abilities, but not its supernatural i 
ties. Physical abilities include natural size and Strengl 
Dexterity, and Constitution scores. Natural abilities ind 
armor, natural weapons, and similar gross physical quai 
presence or absence of wings, number of extrem 


Vd possibly hardness. Creatures transformed 
inanimate objects do not gain the benefit of their 
nsformed physical abilities, and may well be blind, 
dumb, and unfeeling. Objects transformed into crea 
pin that creature’ average physical ability scores, but 
sidered to have mental ability scores of 0 (the fort 
an add points to each mental ability, if desired 
breach normal extraordinary ability or supernatural 
iy granted to the transformed creature (allowing a 
Bun transformed into a basilisk to use the basilisk’ 
Ning gaze, for example), increase the Spellcraft DC 
" 
[у transformed subject can have no more Hit Dice 
you have or than the subject has (whichever is 
Ber. In any case, for each Hit Die the assumed form 
ove 15, increase the Spelleraft DC by «2. 


TRANSPORT 


portation] 


Time: 1 minute 

Touch 

You and touched objects or other touched 
ng creatures weighing up to 1,000 Ib. 
ation: Instantaneous, or 5 rounds for temporal 
— 

ag Throw: None or Will negates (see text 

No or Yes (see text 


Wing the тирон seed instantly take you to a des 
tl destination, regardless of distance. For interpla 
inel increase the Spellcraft DC by «4. For each addi 
s pounds in objects and willing creatures beyond 
{ше 1000 pounds, increase the Spelleraft DC by + 
tase use of the transport seed provides instanta 
travel through the Astral Plane. To shift the trans 
боп medium to another medium (such as the Plane 
Blow) increase the Spelleraft DC by +2. You need 
fakes saving throw, nor is spell resistance applicable 
J. Only objects worn or carried (attended) by 
person receive saving throws and spell resist 
Кета spell intended to transport unwilling crea 
Increase the Spelleraft DC by +4 
Hb must have at least a reliable description of the 
lo which you are transporting. If you attempt to use 
banger seed with insufficient or misleading infor 
ou disappear and simply reappear in your origi 


RD: ANOTHER USE 
of creating an epic spell that uses the word seed to 
ll pels of a given level and lower, you can create à 
{би без a specific spell (or specific set of spells). For 
lee spel so nullified, increase the Spelleraft DC by +2 


Asa special use of the transport seed, you can develop а 
spell that temporarily transports you into a different 
time stream (leaving you in the same physical location) 
this increases the Spellcraft DC by +8. If you move your 
self or the subject into a slower time stream for 5 rounds, 
time ceases to flow for the subject, and its condition 
becomes fixed—no force or effect can harm it until the 
duration expires. If you move yourself into a faster time 
stream, you speed up so greatly that all other creatures 
seem frozen, though they are actually still moving at 
their normal speeds. You are free to act for 5 rounds of 
apparent time. Normal and magical fire, cold, poison gas 
and similar effects can still harm you. While you are in 
the fast time stream, other creatures are invulnerable to 
your attacks and spells; however, you can crea 
effects and leave them to take effect wh 
normal time 

Because of the branching nature of time, epic spells 
used to transport a subject into a faster time stream 
cannot be made permanent, nor can the duration of 5 
rounds be extended. 

More simply, you can haste or slow a subject for 20 
rounds by transporting it to the appropriate time stream. 
This decreases the Spelleraft DC by -4. 


SEED: WARD 
Abjuration 
Spelleraft DC: 14 
Components: V.S 
Casting Time: 1 minute 
Range: Touch 
Target: Touched creature or object of 2,000 Ib, or less; or 
10-fi-radius spherical emanation, centered on you 
Duration: 24 hours 
Saving Throw: None 
Spell Resistance: Yes 


You can grant a creature protection from damage of a 
specified type. You can protect a creature from standard 
damage or from energy damage. You can protect a crea 
ture or area from magic. Alternatively, you can hedge out 
a type of creature from a specified area. 

Award against standard damage protects a creature 
from whichever two you select ofthe three damage types 
bludgeoning, piercing, and slashing, For a ward against 
all three types, increase the Spellcraft DC by +4. Each 
round, the spell created with the wan! seed absorbs the 
first 5 points of damage the creature would otherwise 
take, regardless of whether the source of the damage is 


per spell level above 1st, For example, if you want to create an 
epic spell that protects you specifically against charm person 
and dominate person, the Spellcraf DC would increase by +0 
and +8, respectively. 


matur each addit 


т magical. F nal р‹ 
tion, increase the S 

A ward ag 
whicheve 


the first 5 points of damage i 
the source of damage is natural or magical. T 
tects the recipients equipment as well. For 
point of protection, increase the Sp 
A ward against a specific type of creatu 
contact from which 
» the Mon 


select fr Manual (giants, humanoids, or out 
siders, for example). This causes the natural weapon attacks 
of such cre if such 


re touching the warded creature. The protec 


ires to fail and the creatures to т 
tion ends if the warded 
intentionally mi 
Spell resi 


es with тенше 

xe can allow a creature to overcom. 

ouch the warde 

nst magic creates an imm 

nering magical sphere (with radius 1 

ect. For each additional level 
тай DC 


r effect of any such spells do 


the radius 
excluded, 
below 


ease the Spe 
The area 


de the area of the ward, and such spell fli 
get within the ward. This includes spell 
ies and spells or spell-like effects from magi 
However, any type of spell can be cast through 
the ward, You can leave and return to the pro 
without penalty (unless the spell 
eature and does not provide a radius effec 
The ward could be brought down by a targa 
gic spell. Epic spells using the dispel seed ma 
down a ward if the enemy spellca: 


spell 


ed epic spell using the à 


PSIONIC POWERS 
Handbook and advance 
th level, y 


ionic characters beyond 


nic powers 


Psionic characters can acquire epic "spells; tha 
their parlance the 

take the Epic Manifestation feat, which works jui 
the Epic Spellcasting feat. The prerequisites for thi 


are epic powers. Psionic фа 


fest 9th-level psionic power 


ability to man 
use no spell slots to cast epic 
psionic characters use no power points to manife 
Powers. Instead, they freely manifest their known 
powersa numberof times per day equal to their Knol 
psionics) skill divided by 10 (round down), Gener 
the other epic spell rules work for epic powers a 
except as noted below for displays, 
TABLE 2-4: PSIONIC SEEDS AND Factors. 
Base 
Spelleraft 
ос 
Psychometabolism Telepathy 
Compe! 
Contact 
Delude 
Psychokinesis 
Dispel 
Energy 
Reflect 
Destroy 
Word 
Metacreativity 
Conjure 
Animate dead. 
Animate 


Discipline 
‘Seed within primary discipline 


Display 


втв" GUIDE то 


ои nd; haq qn ing, zu Е DA D. game 

еф, mote ргёрага фи shane lowérslevel 

gane MGW еч you'll alsodiscover that the 
rewards are worth it 


Wheacharacrers reach 21st evel chev arg rend for 
ШЙ ergerchallengesthayishey vedpced befor. The 
fotrunning guilds, provintes, nt үер рай от 
and gone alteadylf yoticplayers find) 
Büchflations and the governance of a king 
Bling, they need never advance to epic levels 
giérs and nonplayer characters of all levels 

Tapes of nations the multiverse Over. 
па ie Levels for one reason: They hive 
shelf Hill OF adventuring. yer, They still thrill at 

Чекеде, 
ters nd НКЕ ЗМУ? at the threats the 
has up Беске, 

lly, epié-clipractars seek роге. As the epic char. 


Blant to find our e secrets oF rhe universe. 1 want 
рае in the constant, ете battles of the pri 
Bry forces of good, evil Jaw, end chaos. 1 want to find 
Beep NEE vas ern sonant on 
libe роле) orbes. planes;and. tat only 


7 
those who arb powerlll, Who have the зек of 
mind and fortitadejto handle мери ифа amet 
chosen to help defend t... Or n Nh саф of il 
Jains, only the mightiest can help the inteilopers 
‘succeed in exchange fdr planeshaking powétt y 
PLxant to find outta the mind ауе chat are 
hagrifvindin Нота are only she seedling 
of an alien evil that forever thyatensto rip. 
Meal Poder sec act 
'belfbersabominiuars abd уаш Nor on my 
Fight (wanyfo find our thar Ibeénemies 1 
Жей Vere йн! whd hid Tess experi 
ence were onlyshadows of the horrors beyond. 
J wantag find our thatcosmic barbarians are 
Зад gates: Lywant to find our that the chal. 
Jenges [хе faced are just the beginning: 


AQVANCING TO 


Until fouStartedifeading this bak, ir is pos 
sible that убт cam pig did net consider 
the possibility NPCS, and éepécially PCs, 
beyond 20th level. Now you face a discontinu- 
ity: iF2tstlevel charactet exist, why havent 
jour chatacters hedkd of rhem or encoun. 
tered therb before now? 


RETOOL BEHIND THE SCENES 

The preferred method for incorporating the Epic Level 
Handbook into your game is to be a revisionist. As the DM, 
you simply decide that epic characters, monster, items, 
and quests have always been a part of your world. Prior to 
the PCs advancement to equal heights of lofty achieve. 
ment, they never realized what a dark, dangerous place 
the multiverse truly was. 

NPCs, legends concerning great deeds, and terrible 
monsters the characters have heard of during the course 
of the game might have actually been epic, even if the 
PCs hadnt previously realized it. For example, the necro- 
mancer lord the characters put down several levels ago 
was secretly one of many pawns of an undead abomina 
tion called an агора. The necromancer and others like 
him sought to release the atropal from its age-long 
entrapment in all its undead glory. And now, the terrify 
ing warlord the characters have long heard about isnt 
actually 14th level, bur 24th. 

Keep in mind that not every sovereign is necessarily 
ап epic character. In fact, most probably arent. Why? 
Simply put, bureaucracies are boring and a poor place to 
earn experience points 

If the PCs have already faced most of the known 
threats of the world, remember, there is always Sauronis 
master, Grendel’ mother, or whatever heretofore unreal 
ized secret master works for your campaign. Of course 
leaving the world behind from time to time (see below) is 
also an option, 


THE FIRST EPIC CHARACTERS 


Maybe your characters havent heard of other epic NPCs 


before because they are among the very first to advance 
to 24st level. There are several reasons why this might be 


he case, including: 

* Your world is young. Someone had to be first, and your 
characters are it 

* Advancing to 21st level is hard, requiring something 
other than simply accumulating enough experience 
points to break into the higher order. Perhaps it requires 
specific sponsorship by a deity, the completion of a 


grand quest, or slaying the guardian of the Н 
Destiny, which previously prevented anyone 
advancing beyond 20th level 

A great change, cataclysm, or other far-reaching 
shakes up your campaign world so much that th 
rules of the universe are altered. Such a change 
conceivably be brought about by the characters 
selves if they slay the guardian of the Flame of 
for example), or it might have nothing to do wi 
characters other than allowing them to al 


beyond 20th-level. 


One consequence of being the first epic characters 
the characters wont find many epic magic items. КЙ 
have to craft their epic items themselves or finda 
plane where epic magic items can be had. 


LEAVE THE OLD WORLD BEHIND 

Maybe you dont want to change the universal rl 
your campaign world or be a revisionist. In this 
maybe your campaign world has hard rules lin 
advancement beyond 20th level. But things are di 
in distant dimensions of reality. Perhaps in wi 
beyond the Material Plane, such restrictions fall 
More is possible on the Outer and Inner Planes and 
planes that touch them. 

If you decide you like the sound of a univ 
spanning campaign, all your characters need todd 
leave their home plane for grander adventures ins 
places. In some exotic planar metropolis, they can fi 
Population base and economy suited to the buying 
selling of epic magic items. Epic characters, cred 
demons, devils, angels, demigods, and abominai 
gravitate to such a place. Characters can still геш 
their home dimension, but they will find that 
power level is redu, 
level. Epic magic items acquired in the realms be 
might not function properly, or they might bea 
pletely unaffected. 

Manual of the Planes contains detailed information 
other planes of existence, Chapter 6: An Epic Set 


d to what they possessed at 


— 


MEAN TRICKS FOR DMS: THE SOLO TELEPORTER 
Many parties quickly learn that the most efficient method of. 
travel is for one person to carry the rest of the group, either 
shrunken by the reduce spell, carried in а portable hole, or 
otherwise made easily transportable, The solo character then 
fles, teleports, or passes ethereally over, across, or through 
an obstacle 

The clever DM relishes these opportunities to make the 
party pay for из efficiency. The next time your wizard opens up 
the portable hole and says “All aboard!” before teleporting 
across your carefully planned hazard, be ready with an even 
nastier trap or opponent on the other side. А single character 
is easy to defeat, particularly if she hasn't scouted ahead 


Be sure to milk as much drama out of this situation 
possible. Send the players whose characters are inside teal 
‘out of the room while you play out the encounter with i 
single player. After the dragon on the other side makes shat 
work of the lone character, the dragon can take all the timely 
wants carrying the portable hole to someplace even nas 

before opening it—such as the bottom of a river or a pod] 
lava. Then bring the rest of the players back into the гоў 
letting them wonder for а bit when their buddy is letting the 
‘out. The looks on their faces when the portable hole opens, the 
floods with water (or worse) are worth the grumbles you'l hae 

put up with for years to come. 


lesan example of such a campaign setting, the city 


Jine cf Union. 


сат severa methods, tips, and rule variants for stay. 
Bin op of your epic adventures 


EPIC DUNGEON 
are your characters have been delving into dun- 
ins for most of their adventuring careers. Even if 
кот have comprised only a fraction of your cam: 
n to leave them behind now that 
thinicters have reached epic levels. Whether your 
takes the form of a crumbling fortress, an evil. 
Init a lost tomb, or a complex of natural caverns, 
б fo upgrade i to provide a reasonable chal 
epic characters. 
Hour campaign has progressed through 20th level 
youve probably already discovered how to make 
[кє dungeons tougher. From cleverly trapped rooms to 
llinensional catacombs, there are a variety of con 
that make any dungeon a fit challenge for epic 
lets Even the mundane elements of a dungeon 
he upgraded for epic level play 


ps theres no reas 


ation to the walls detailed in the охоо Mastex’ 
зїп dungeons can be made of mithral, абата 


тезеп pure for 


Was 
Typical — Break Mit Climb 
Thickness ОС Hardness Points* DC 
Paperthin 1 Vhp 30 
6и. 20 n 
Mk 3s 1s 
D 35 20 
VR 45 15 
зк 50 2 
з® 6 
mi 30 
3m — 46 
3n. 6 
E 
Ving 15+ 1/m. 0 
TinjtMs 25 + 2/in. 10 
алаа Ms 202/0. 8 
bp OR. section 
modifiers can be applied to any of the other cate 
hand уре. 
Sh vichevers greater. 


the dungeon doors described in the Duncton 
їй Gude may provide little challenge (or interest 
Й еріс adventurers, both magical effects and 
mative materials can turn a boring door into an 
ig challenge. For instance, a portal of mithral or 
йге n slow down even the strongest would-be 


door basher, while a door formed of pure force (perhaps 
through a variant application of the wall of force spell) is 
completely immune to damage 


Doors 
Typical Hit Break OC 
Thickness Hardness Points Stuck Locked 
EK now 
DUC won 
am 5 noc 
Lice] ЕКШЕ! 
2in 0 2 
Zin LN] 
im E 
зт 
Porcullis ron in. 10 
Portals, mithral 2i 15 
Portculis,adamantine 2im 20 40- 
Portculis. force li 10 n 
DCto ft Use appropriate door Figure for breaking 


ES 
25 


зо 


abe 
25° 
30° 
40° 
so 


Locks and Hinges 


[ 


A typical lock or set of hinges has a hardness 5 higher 
than its substances hardness, and it has half as many hit 
points as a door of its type. 

The DC of the Open Lock check required to bypass a 
lock varies by its quality, and is equal to the Craft 
locksmithing) DC used to create the lock, Simple 
locks are DC 20, average locks are DC 25, good locks 
are DC 30, and amazing locks are DC 40 or higher 
Dont be afraid to use locks with an Open Lock DC of 
50 or higher. 

Remember that the knock spell can bypass even the 
toughest lock. If you want to use tough locks in your 
dungeon, you might want to create a spell that protects a 
door from knock spells (perhaps by giving it an effective 
spell resistance against the knock spell and similar 
magics, even though such spells normally arent affected 
by spell resistance). You can also foil the knock spell with 
more mundane methods, such as by including barred 
gates or portcullises (which the knock spell cant open) 
instead of doors, or simply by including an occasional 
enormous door (since the knock spells area is limited by 
the casters level). For example, a locked stone door 80 
feet tall and 40 feet wide would require a 32nd-level 
caster to bypass И with a knock spell 


stacies, Hazards, and Traps 
Because traps generally “top out" at Challenge Rating 
(CR) 10, they rarely prove challenging to high-level or 
epic adventurers and should rarely result in any experi 
ence point reward. Instead, the clever combination of 
one or more obstacles, hazards, or traps with creatures 
that take advantage of them can increase the experience 
point reward for the monster, as described in Chapter 7: 
Rewards in the Dosczow Mastexs Guide 

For instance, the moving wall pushing the PCs 
toward а 200-foot-deep pit isnt a significant challenge 


to epic adventurers—they can easily fly or teleport 


fins and fungi are monsters, and other slimes, molds, 
йш are not dangerous enough to seriously threaten 
Jay of epic characters, at least one variety provides а 
оз dungeon encounter. For purposes of spells and 
special effects, all slimes, molds, and fungi are 
ts plants. Like traps, dangerous slimes and molds 
Challenge Ratings, and characters earn experience 

for encountering them. 
ixslime (CR 21): Flux slime appears as a clear, vis 
iid that seeps from some unseen origin point. 


appear in midair. 
he slime flows, i settles and fills the area around 
à every encounter with flux slime 
be unique. On one occasion, the flux slime may 
forth from underground, like an underground 
slowly creating a pool of slime and perhaps fill 
basement or dungeon. In another instance, flux 
ay appear as a sort of slow, thick waterfall chat 
Bento dribble out of the air. Flux slime can appear in 
emot remote wilderness or in the hustle and bustle 
lect It may even bubble up from beneath the sur 
ке ocean 
Й е seems to be an inert substance, d 
есе It is not caustic or toxic, but it radia 
ip eld within a radius of 10 feet. Any quantity of 
We hiris removed from the main mass of the stuff yel 
and hardens in a matter of minutes, turning into a 
atrial that will not adhere to anything 


roid of 


reality, flux slime is a growth with a ravenous 
efor magical forces. It is a natural draining 
homenon: Magical energy drains through the 
pinpoint in one direction in exchange for the 


‘on the far side, The antimagi field a flux slime 
ies is actually the byproduct of the consump: 


tothe antimagic field’ effects, magic items 
Ene into contact with flux slime permanently lose 
таро! abilities; creatures with spell-like or super. 
labiliies that come into contact with it take 246 
б temporary Constitution damage per round 
фе» flesh; creatures without such abilities are 
neto this effect. 
бае first round of contact, the slime can be 
а creature, but after that it must be frozen, 
өг си away (dealing damage to the victim as 
Î xtreme cold, heat, or sunlight destroys a patch 
slime 
f destroyed, a patch of slime releases the byprod 
Bits magical digestion in a dangerous burst that 
cut 0 fet, All creatures caught in this burst are 
Rio some random and permanent transmutation 
i generated on the table below. Each burst gener 
fone ofthese effects. Creatures may resist this effect 
тобе saving throw (DC 29) 


Result 

Bindness (as blindness/deafress spell 

Cursed (as bestow cune spel ~4 enhancement 
penalty on attack rolls, saving throws, ability 
Checks, and skal checks) 

Deafness (as blindness /Seafres spell) 
Disiteprate (subject's destroyed by a d'untepae 
spel) 

lheresiness (s etherealnest spell) 

Caseous (as gaseous for spel) 

iron body (as iron body spell) 

Petrficaton (a flesh to sone spell) 

Plane shift (subject Instantly transports to a 
random plane) 

Polymorph (a polymorph other spell: choose form 
randori) 

Reverse gravity (fun slime becomes the center of a 
revere ролу spell). 

Teleport (each subject teleports to a diferent. 
random location) 

Temporal stasis (as temporal stasis spell) 

Reverse aging (subject gets younger each уем, 
Sisappeanng at moment of birih) 


After the burst, the extradimensional origin point is 
sealed 


THE EPIC WILDERNESS 

As characters reach higher levels, the occurrence of 
wilderness encounters in the campaign gradually fades. 
Characters rarely walk or ride overland to their destina 
tion; now they teleport, wind walk, or otherwise get there 
quickly and safely. The idea that “getting there is half the 
fun’ no longer has much meaning when “there” is only a 
spell away. Theres nothing wrong with this—after all, 
given a choice, most of us would teleport to work rather 
than driving, biking, or walking. 

Even so, you can still use wilderness encounters in 
your game. You just have to figure out a way to make 
wilderness travel part of the adventure. Pethaps the 
party has to track their scrying protected quarry through 
the Fire Swamp, and thus they cant simply teleport to 
his location. Maybe they need to visit every farm in a 
hundred-mile radius of the city, making rapid-transport 
spells less useful. The key is to come up with creative 
reasons for the party to slow down and interact with 
the environment. 

Another problem with wilderness encounters is that 
they will rarely be a significant challenge to the PCs. 
Most epic monsters arent just wandering around the 
countryside waiting for a party of adventurers to en 
counter them. (If they were, there would be a lot fewer 
farms and towns scattered around the countryside.) Stil 
you can continue to use wilderness encounters as role 
playing encounters, for local flavor, and just as a change 
of pace for the characters. 

If you find your game dragging because of too many 
meaningless wilderness encounters, it may be time to 

fast-forward” through the wilderness journeys so you 
keep the game exciting. Theres little need to waste your 
players time by playing through every encounter with a 


gang of goblins or pack of wolves, unless such an en- 
counter serves a larger purpose in the adventure (for 
example, the goblins might know the location of the lair 
of the great wyrm red dragon nearby 


PLANAR TRAVEL 

While planar travel isnt a necessary part of your D&D 
adventures, by the time your characters reach epic levels 
they have probably already begun exploring other planes. 
They've almost certainly been to the Ethereal Plane and 
Astral Plane (with the appropriate spells), and possibly 
they've visited Inner and Outer Planes as well. Manual of 
the Planes has more information on using planar travel in 
your adventures 

In fact, epic characters may spend a lot of time travel 
ing on the planes. The planes make excellent adventure 
locations for epic characters, for a variety of reasons 


* The Planes Have Infinite Variety. Whatever strange 
environment you need for an adventure probably 
exists on another plane somewhere. You can thus 
avoid creating dungeon after dungeon that defies the 
Material Planes natural laws 
The Planes Are Alien. The environments, the natives, 
and even the very nature of reality on the planes can be 
radically different from what the characters are used to. 
This keeps adventures from becoming too predictable, 
a danger of high-level and epic game 
The Planes Are Dangerous. From the deadly flames 
of the Elemental Plane of Fire to the war-torn cubes of 
Acheron, the planes аге full of challenging encounters 
just waiting for epic characters to stumble across them, 
Many of the monsters in the Monsler Man 
higher Challenge Ratings are fiends or other outsiders. 
Traveling to the planes means tussling with the tough 
est monsters on the monsters’ home turf 


AVERAGE DAMAGE 
Like everything else in an epic game, spells and weapons 
do more damage and require you to roll more dice per 
effect than ever before. And that might suit you just fine. 

If so, skip this next рап. 
Ifyou find that rolling 20d6 every round is slowing the 


game down, have your creatures deal average damage 

stead, But dont always use average damage, because 
sometimes the roll of a double fistful of dice is dramatic 
Sometimes a good roll by a monster could put a hearty 
scare into an overconfident PC. Likewise, a poor roll by а 
monster might be all that stands between a character and 
certain death 


DEALING WITH TIME STOP 
The time stop spell is potent even before characters. 
reach epic levels. Epic spells that similarly manipulate 
time are even more powerful and can come to domi 
nate the game. However, you can limit the potential 
mayhem of time stop and similar effects simply by 
strictly interpreting the rule that “other creatures are 


TABLE 34: AVERAGE DAMAGE Dice 

Number — di dé di 
ofDice Average — Average — Average 

2 3 

5 7 9 

7 10 n 

10 M n 

2 v 2 

15 2 27 

iu E з 

20 Ej 36 

m » 

25 3 

27 38 

30 42 

x 45 

Е 49 

x 3 

40 56 

a 

4s E] 

47 66 

50 70 DU 

For numbers of dice greater than 20, take the figures a 
two lines on the table and combine them. Always use the 
figure in the 20 dice column (perhaps multiplying it forge 
numbers of dice) and add the figure from a line for less th 
20 dice to get the total 
For example, to determine average damage for a rol ol 

3646, add together the average damage for 2046 (70) and 
1686 (56), which totals 126. To determine average damage 
a roll of 8446, use the average damage for 2046 «4 (280) Й 
add to it the average damage for 4d6 (14), for a total of 28 


invulnerable to your attacks and spells; however, 
can create spell effects and leave them to take el 
when the time stop spell ends 

A strict interpretation means tl 
with touch attacks or ran, 
while an aggressor uses the time stop spell. Апей 
stricter interpretation using the same logic disl 
spells that specify a target. Thus, you couldnt cast 
Ой) estie dance spells on a target, though you cal 
cast four fireballs, which would go off when the timed 
spell ends. 

Sce the Spell Resistance for Time Stop variant, шегіп 
chapter, for an alternative method of handling this sl] 


NARROWING CHALLENGE RATINGS 

As the player characters continue to advance ine 
levels, the standard rules about effective Challenge M 
ings work only within a smaller range. A standard xi 
for lower-level games is to use multiple creatures wi 
low Challenge Ratings against characters to create 
Encounter Level equal to the partys average level. Unis 
tunately, the powers of epic PCs rapidly begin to outst 
monsters with lower Challenge Ratings 

At low levels, you could use multiple creatures м 
Challenge Ratings 6 to 8 lower than the characters ave 
age level. At high and epic levels, youll discover thai 
ensure an adequate challenge, you should use multi 
creatures with Challenge Ratings no more than 4 of 
lower than the PCs average level. 


t no spells delivg 
Ч attacks can affect ta 


ceptions abound, however. See the Intelligent 
Меза section, below, for one exception to this rule, 
Holic the NPC Challenge Rating variant, later in this 
pe or additional guidance on dealing with NPC: 


lLIGENT ADVERSARIES 

Jerry challenge need be а straight-up fight. You can 
Ше your characters without making every creature 
ВМС a killing machine. What you decide to do with 
lralventies is at least as important as what their Chal: 
e Rating is. In a world where epic characters roam, 
tures have learned to survive by thinking beyond 

Dile Lour assaults. 
Minimize Weaknesses: Creatures of any Challenge 
Maing, but especially those with a Challenge Rating 
than the characters average level, will try to be as 
a possible when facing epic threats. They will 


po that is susceptible to fire is certain to cast protectio 
nets (ін) оп itself before соті 
creatures that cant cast spells will gulp a potion of 
n fom elements (fie). Other creatures with built: 
nesses will attempt to limit them. For example, vam 
nan epic game should always have a deeper darkness 
iore at hand 
Brit, with Spells: Many creatures (such as dragons. 
[Ese spells either because they have levels in а spell 
lass or because they have spell-like abilities 
fight, read through the monster's options and 
ше that it has cast its defensive spells ahead of 
ifithas any warning at al. Spells such as unh 
Торстен, and invisibility should never be left 
likewise, a creature with access to dispelling or 
ding may want to target the characters, who 
than likely prepared themselves with spells prior to 
lonfronaton 
tems that confer spells serve the same function 
Boer that cant cast their own spells. Some good 
ice items that confer stoneskin haste ee mois 
Mand true strike. 

Like creatures at any level, creatures that face 
Mienturers cant go wrong by using traps to fortify 
lis ended traps, where a creature actively works 

Be tp may be the edge a creature needs to beat 
ае. For example, a trap that blasts intruders 
Wound and requires a save for half damage might be 
bya construct programmed to emerge from 
hid attack any creature just caught in the trap 
асе who fall prey to ће trap are softened up, 
агас has an edge right off the bat. The sound 
tsp going off might be a signal thar calls more 
ents, involving the PCs in a long battle wi 
continuing to appear every round for a dozen 
fo more. 
and Ran: Finally, weaker creatures may try hitand: 
against epic characters, if they are mobile 
л геп foes with access to hast and teleportation 


will be caught by characters who are similarly prepared if 
they do not take enough time between assaults, While 
each break gives characters a chance to heal and recast 
protective spells, they must use up prepared spells, 
charges, scrolls, and other resources to do so. This is the 
goal of hit-and-run tactics by less powerful adversaries. 
Once the characters start to feel the pinch of reduced 
resources, they will begin to look for a place to rest and 
recuperate. Thars when the monsters launch an all-out 
attack, led by more powerful foes who have held back 
their best abilities until now. 

apitulation: Foes know the power of epic charac 
ters, and they may choose to surrender if the situation 
begins to look bad. Foes that surrender are still consid 
ered to have been defeated as far as overcoming the chal. 
lenge is concerned. However, surrendered foes may live 
to trouble the characters another day. Moreover, while 
the characters attempt to pump them for information, it 
is likely that the information flow will go both ways. 
Intelligent captives can note party strengths, relation: 
ships, and other specific information that they could 
conceivably use to betray the characters later. 

For example, a monster being interrogated by the char 
acters will learn how they look act, and sound. Later, that 
creature may attempt to use illusion magic or the Dis 
guise skill to pass itself off as one of the characters in 
order to double-cross them or cause confusion. 

Misdirection: Smart foes gather information on the 
characters from afar using divination, scrying, and spies 
Even then, the foe will attempt to send underlings and 
powerful servitor creatures to deal with the ch 
possible (and the servitors might use any of the tactics 
previously described 

Even if a smart opponent takes an active hand in com 
bat against aggressive characters, the odds of survival 
improve if the characters never directly observe the foe. 
The project image spell is one way to accomplish this tech 
nique. Another ploy is using the magic jar spell. A spell 
casting foe might take the body of a physically tough 
creature, bur have a servant hiding nearby with a gem 
the focus of the magic jar spell), If things go poorly, the 
spellcaster retreats to the crystal, which is the signal for 
the servant holding it to teleport away. The 
egy might be particularly effective if the characters 
accept the surrender of a foe that they think is a minor 
underling. In fact, the minion is really the mastermind, 
and it listening to every word the characters say. 

Diversions: The tried-and-true method to divide and 
weaken good-hearted foes is to create diversions that 
cause some characters to abandon a fight or never take it 
up in the first place. For example, evil opponents might 
set a ravenous monster loose in a public area filled with 
innocents prior to making their own bid to steal the 

‘Target Items: In the D&D game, most characters are 
a lot weaker if they dont have their equipment. Intelli 
gent foes know this and may attempt to destroy a power. 
ful sword, staff, or other item. The obvious way to do this 


acters if 


is to simply attack the item, perhaps using the Sunder 
feat. Once the dwarf PC loses his axe, hell have to resort 
to his backup weapon. Intelligent foes will also attempt 
to use Sunder on a wizards headband, well known for its 
ability to boost mental power. A wizard whose Intelli 
gence score suddenly drops will lose access to some of 
her best spells 

Another tactic is the use of the Improved Disarm feat 
Ifa character loses direct hold of an item, using the shat 
ler spell on it becomes much easier. 


UDDEN JEOPARDY 
А common feature of high-level and epic games is the 
save or die’ situation. As these effects grow in fre 
quency, it becomes more and more unlikely that a group 
of epic characters can go more than an encounter or two 
without yet another PC dying. While the same is true 
for the monsters, remember that each player has only 
‘ou always have another monster 

around the corner with an implosion spell sizing on its 
clawed fingertips. 

Dont necessarily have an opponent target a character 
who has a hard time with a particular type of saving 
throw (Fortitude save for wizards, 
and so forth). By the time the characters get то 21st level 
many of them will have a large gulf between their higher 
and lower saves. Against a typical DC, Mialee the epic 
wizard will always make her Will save, but Lidda the epic 
rogue will almost always fail. It would be appropriate 
however, for a creature or NPC to target a certain charac 
ter ifthe party is facing an adversary who can distinguish 
for example) the wizard from the rogue and who would 
know from experience that the rogue is more vulnerable 
to its attack form or special ability. 

See the Epic Luck variant and the Three Deaths and 
You're Out variant, below, for ways of dealing with the 
issue of sudden jeopardy, 


—— _ VARIANT RULES 


For the most part, an epic game functions just like any 
other game of D&D. The basic rules are the same 
although a few minor rules ate changed, as described in 
this book. In addition to the rules found here and in the 


ЇЇ save for fighters, 


D&D rulebooks, you may want to consider employing 
some variant rules. For instance, the Defense Roll variant 


presented in Chapter 3 of the Du сап 
make for an interesting duel between an epic PC and her 
archrival. Some new variants are presented below. 


VARIANT: OPEN-ENDED ROLLS 
When characters reach epic levels, the rule that natural 
1s always fail and narural 20s always succeed can lead to 
frustrating results. The Duxceow Masreas Guide presents 
one option that can help alleviate this situation: Using 
the Automatic Hits and Misses variant in Chapter 3, a 
natural 1 is treated as a roll of -10 and a natural 20 
becomes а roll of 30. But this just delays the problem. 


Eventually, even a 
land a hit 

The open-ended roll presents another option. 
ever you roll a natural 1 on an attack roll, a saving 
a skill check, or an ability check, roll again and 

from the new result. Thus, if an epic fighter sv 
sword at a frost giant and rolled a natural 1, he 
then roll a second time and subtract 20 from the 
roll to determine his result, If you roll а natural 1] 
second roll, roll again and subtract 40, and so on 
tracting 20 each consecutive time a natural 1 is 

On the other end, any time you roll a natural Ж 
again and add 20 o the new result. Thus, ifthe same 
giant were exposed to a meteor swarm from an epic 
and rolled a natural 20 on his Reflex saving throw 
would roll again and add 20 to the new result. As Wil 
natural 1, if natural 20 is rolled on the second rl 
would roll third time and add 40 to the result, andi 

A natural 20 on an attack roll still threatens a4 
hit as normal, and the confirmation roll is made 
rately from any additional rolls made to determi 
‘outcome of the initial attack 

Because this variant reduces the likelihood of cen 
getting an automatic successor failure, it generally 
the PCs (as does any element that reduces ran 
chance in the game 


VARIANT: DEATH FROM MASSIVE DAMA 
In a typical epic game, many PCs and monsters cn 
enough damage with a single attack to force a For 
saving throw to resist death from massive damage 

sin alot of extra dice rolling, which will slow 

combat. In addition, the DC 15 Fortitude save is 0 
for most epic characters that it represents simply afl 
chance of dying—they will always make the save 
on a roll of 2, unless they roll a natural 1 for an automa 
failure. A battle can become a grisly game of Rus 
roulette in which each combatant hopes he wont bel 
first to гой а natural 1. 

For that reason, it is highly recommended that youll 
card the death from massive damage rule for any Kg 
NPC of 21st level or higher, as well as any monster of 
21 or higher. However, if you decide to keep this nl 
you should strongly consider raising the threshold 
which such а roll is required, from 50 points of damage] 
some greater amount. 

One method is simply to increase the threshold byl 
hit points for every level or Hit Die above 20. This alg 
powerful characters and monsters to resist ће thread 
instant death. 

Another method is o leave the threshold the same ta) 
allow characters and monsters access to the Resist Ded 
feat (described below), 

Using the Open-Ended Rolls variant discussed abu 
will generally reduce the likelihood of a combatant diy 
from massive damage. However, it will have absolut 
по effect on the frequency of such checks, so you mig 
still want to consider one of the options listed abor 


10 will hit anything, or 130 


rure capable of withstanding tremendous amounts of 
Ко without tisk of instant death, 

Trerequisite: Character level or HD 21+. 

Benefit: The amount of damage from a single attack 
Bit causes you to make a Fortitude save (DC 15) or die 
bles (from 50 points to 100 points 

Special: If you are using the Death from Massive 
Big Based on Size variant found in Chapter 3 of the 
[улок Masters Guide, this feat doubles the numbers 
[ptr iv ble 3-8: Massive Damage Based on Size. Thus 
snl creatures threshold would go from 40 points to 
ile a Huge creatures threshold would increase 
Ben points to 140 

шап gain this feat multiple times. Из effects stack 
enber that two doublings equals tripling, and so on 


ANT: EXTENDED “DEATH'S DOOR" 
Bre time а character reaches epic levels, the range of 
[өз which he is considered ro be dying C 10-9 
iive) looks like a pretty small window. With so 
lamage being dealt on each attack (not to mention 
ound) its not uncommon for most characters to go 
tht om healthy (more than 0 hit points) to dead 

Wor fewer) with a single hir. 

Jis is problematic for you, consider extending the 
hich an epic character is considered to be 
lobe equal to his character level subtracted from 0 
level expressed as а negative number, in other 
J Thus, 21st-level character would not die until 
Bia oints were reduced ro -21, while а 30th-level 
Brit could survive at -29 hit points, dying at ~30. 
liant has the effect of reducing character mor 
йо ways First of all, it makes it more likely that 


исе г wont go straight from healthy to dead in a 
уйде. Second, it greatly increases the length of 


ittakes a dying character to actually die. А 40th: 

incer might linger near death for a few minutes 
actully passing away. Thus, you should only use 

rant if you are comfortable with increasing the 
es survival rate 


WANT: SPELL RESISTANCE FOR TIME 


arn is not for everyone, but you can try ita few 
Û see how you like it. Modify the characteristics 
stp and epic spells with similar effects by chang. 
the Spell Resistance entry to "Yes (s By doing. 
tire indicating that whenever a ime stopped cre 
Каз with a creature stuck in normal time (by 
gt spell to take effect on the creature in normal 
tthe ime stopped creature must penetrate the target's 
Bsistance, if any. If spell resistance succeeds in 
the elect, the time stopped creature is pulled 
ithe normal time stream immediately, and the 
M you are using this variant, you should ignore 
interpretations noted in the Dealing with Time 

n above 


RIANT: NPC CHALLENGE RATINGS 

NPCs above 20th level cannot compare in power to PCs 
of the same level and class for two reasons: An NPC 
does not have the resources to obtain magic items of the. 
same caliber available to the PCs. Nor can NPC spell- 
casters afford to develop epic spells like PCs can, Of 
course, you can always give your NPCs the equipment 
youll like them to have, but generally you should try to 
provide NPCs with equipment commensurate with 
their level. 

This variant changes the standard rule for assigning a 
Challenge Rating to an NPC. Rather than giving an NPC 
а CR equal to his or her character level, the variant sets 
the Challenge Rating of NPCs of 21st to 30th 
equal to their character level minus 2. Thus, a 2sth-level 
NPC sorcerer is CR 23, and two 2sth-level NPC sorcerers 
are an Encounter Level (EL) 25 encounter. For every ten 
levels an NPC has above 21st level, subtract an additional 
2 from the NPC's character level to get the NPC’ Chal 
lenge Rating 

This system must be watched closely, or some di 
continuities may develop. For example, adventures 
with a steady diet of NPCs will soon provide the PCs 
with more treasure than expected. Thus, you should 
stagger NPC en. 
other threats that have normal or e 
amounts of treasure. 


en substandard 


VARIANT: EPIC LUCK 

Epic characters are lucky, plain and simple. In the Epic 
Luck variant, all creatures with 21 or more HD can make 
a luck roll once per day, rerolling one roll they have just 
made. The creature must take the result of the reroll, even 
if itis worse than the original roll. Creatures or characters 
that already have a similar ability (such as clerics who 
have the granted power of the Luck domain) gain one 
more use of it per day 


VARIANT 

QUT 
To use this rule, you must keep careful track of the char 
acters’ hit points. Then, whenever the character would 
otherwise die due to failed save, Constitution damage, 
negative levels, or normal damage, you instead adjust the 
effect on the fly so that the character does not die. 
Instead, the PC is only slightly more wounded, or she 
manages to avoid the effect altogether. In your notes, give 
that PC a checkmark. When you would otherwise give 
the character a third checkmark, dont adjust the damage. 
The character takes the full brunt of the attack or spell 
and dies 


—— THE EPIC CAMPAIGN 


Because your characters have become so powerful, you 
could find it difficult to continue using the same old 
plots to keep them entertained. On the other hand, 
those “same old plots” have kept them coming back to 


THREE DEATHS AND YOU'RE 


the game table all these years. So broadening the scope 
of the game to make it epic doesnt require you to throw 
ош all you know. It just requires some consideration of 
the logical consequences of what your characters can 
now do. Here are several tips for staying on top of your 
epic campaign 


DESIGNING SITE-BASED ADVENTURES. 
Adventures linked toa specific site—a dungeon, a ruined 
keep, lost valley—can be just as effective and exciting 
for epic characters as for their lower-level counterparts 
However, just as high-level characters can often bypass 
many obstacles at atypical adventure site, epic characters 
are likely to have abilities that make the hazards in an 
average dungeon meaningless. 

One trick to writing an epic site-based adventure is to 
think big. While a five-level dungeon of fifty or sixty 
rooms might have seemed enormous at one time, a party 
of epic adventurers can probably scout the entire com. 
plex in minutes, quickly identifying key assault points 
and turning your intricate adventure into a couple of 
encounters. Instead, spread the site out over a large area. 
Maybe rooms arent connected by corridors, requiring 
multiple teleport spells to get from place to place. Perhaps 
the dungeon exists on multiple planes simultaneously 
requiring plane shift, etherealness, or astral projection to 
travel between areas 


DESIGNING EVENT-BASED ADVENTURES 
In many epic games, event-based adventures take promi 
nence over site-based adventures. Because the characters 
cant always easily identify the challenges of an eve 
based adventure, their vast abilities may not come into 
play as often. 

Of course, even an event-based adventure isn't 
immune to the powers of an epic character. Count on a 
lot of commune spells and contacting of other planes. By 
now, a bard can rattle off a half-remembered poem or 
story about almost everything that has ever existed via 
bardic knowledge. Find the path and discern location will 
lead the characters unerringly to their goals. And of 
course, miracle and wish can shred a well-plotted adven. 
ture in moments. 

Still, you shouldnt penalize characters for using their 
powers, Instead, be prepared for these actions. Assume 
that the characters will know everything there is to know 
about anyone or anything involved in the adventure— 
and make that knowledge helpful, even critical for suc 
cess, But dont make it the solution to the problem. Just 
because the characters know where the king's assassin is 
hiding doesnt mean that the mystery is solved. They 
might have to cross two planes, cut a deal with an 
archdevil, and sneak into the palace of a deity to bring the 
criminal to justice. 

If your campaign has focused on site-based adven- 
tures thus far, be wary of shifting your primary style to 
event-based adventures. If your players are used to site 
based adventures, they will probably have crafted their 


characters to focus on that type of айу 
characters are then thrust into a ser 
adventures, the players may feel that their chat 
arent prepared for the change in style, Further 
your players stuck with your campaign through 
levels of site-based adventuring, its likely they 
that style of play 

Regardless of your preferred campaign style, h 
you should always st variety in your styl 
adventures. There's nothing wrong with mixin 
based and event-based adventures, and the mi 
ing campaigns often use both elements to great 


CHARACTER MOTIVATION 

By now, you should know your characters (and pl 
well enough to understand what motivates them. 
groups will do anything for a bag (or shipload) of 
while others will strive to do whats right regard 
reward. Some adventurers crave magic and po 
while others simply seek to find out what's ove 
next bill. Ifa particular reward has motivated the 
acters this long, the reward probably still work i 
epic campaign, and theres nothing wrong with th 
your epic characters go on adventures for the same 
sons they ve been going on adventures since Ist 
thats just fine. 

But a truly epic adventure—one that will be tld 
retold by bards for centuries to come—often & 


from something more than strictly personal той 
tions. (This isnt always true; plenty of epic tales el 
that just tell about heroes seeking wealth, powet 
knowledge.) Generally speaking, the epic advent 
comes in two (similar) varieties: the epic quest andi 
divine task. 


е Epic Quest 
The epic quest is an adventure undertaken by а heroj 
truly monumental reasons or with a spectacular вой 
mind. A search for a fabled artifact might be a gral 
adventure, but if you need it in order to turn buck 
army of demons on the verge of despoiling the continqg 
thats an epic quest. A search for a lost tome of dracatg 
secrets is an adventure, but a search for the placed 
the first dragon is an epic quest. 

Every epic quest is unique, but they all share athe 
heart a few characteristics that transcend the попай 
adventure, 


* Long Time Frame: An epic quest requires a long tin 
to complete. It will take months or years at least, sl 
some quests might take an entire lifetime, 

High Difficulty: An epic quest is arduous in thee 
treme, requiring painstaking research, exhausting tm 
els, titanic battles, and more. 

Memorable Obstacles: While closely related to di 
culty, a memorable obstacle is more than a few tough 
skill checks or a lot of tough monsters. Instead, you 
have to climb the highest mountains or decipher th 


test tomes on the continent. Rather than fighting an 
фк monster, you'll fight the greatest dragon in the 
World defeat the largest army of ores ever assembled in 
human memory, or go toe-to-toe with the demon 
ince Graz 1t in his own throne room. 

spectacular Goal: While many epic quests are moti 
Ine by such lofty goals as saving the world from the 
hosts of hell or preventing a dead god of evil from 
Turing to life, even a base motivation such as accu 
mulation of wealth can be epic. Youd better be going 
ier rly impressive wealth, however: the Diamond of 
Ж ош, the Sword of the High King, or something 
‘gully stunning 


ТА 
Imation on the theme of the epic quest is the divine 
ica duty or assignment given to a character by his or 
Brien The divine task is most often bestowed upon a 
икин witha strong link to his deity, such as a cleric 
le who have strong divine elements in their powers 
Elling druids, paladins, rangers, and even black 
[pri However, any character can be the recipient of a 
sk. Some might be chosen for their devoutness, 
Bille thers might be assigned the task as a form of 
[ence or atonement. 
Thedivine tsk shares many elements of the epic quest, 
gin some cases the goal may simply be to please (or 
se) the dety in question. Deities and Demigods has 
Information on interacting with deities. 


lid of plot is ideally suited to еріс play, because it 
around the notion of increasing both the risks 
ibe rewards as the characters gain power. This princi 
ithe very basis of the DUNGEONS & DRAGONS game. 
tomes a time when everything becomes too easy 
П ırncters they can bypass all the traps, they can 
ithe monsters, they know all the spells, ho hum. 
Why this book was written 
[л adventure that focuses on this very aspect of 
(атри. Suppose that the characters are put into a 
бп where everything becomes interesting again. 
сце the actual discovery and acquisition of new 
ou find in this book into the storylines of your 
gn. OF course you're going to use the material in 
one in your campaign; thats why you bought the 
Ii Handbook in the first place. But if you actually 
Micovrring and accessing the new powers de 
here part of the storyline of your campaign, it 
ike characters a new challenge, plus it can provide a 
sense of anticipation for the characters even 
libe sar down this path. 
Iistince, perhaps certain feats have “story ele- 
в prerequsites—maybe you cant use Epic Spell. 
util an epic spell is cast on you. Perhaps a skills 
Hie is capped ага certain level until а character 
lo new, more epic situation in which he can 
Bis expanding their characters into the epic level 


Taste 3-5: E 


of play is going to be thrilling for the players, but you can 
make it more memorable if you set up adventures that 
revolve around this changing situation 

A word of caution: Dont go overboard. The players 
may feel a sense of accomplishment the first few times 
they receive such an award, but after that, it can quickly 
become tiresome. You cant make everything in the book 
revolve around story elements, or the campaign will 
devolve into a series of quests for the next cool ability 

Make certain everyone will benefit from questing 
after the new ability. Every character still has different 
strengths and weaknesses, even though each has 
attained superior skill at what he or she does. If you 
focus on one kind of enticement, and certain character 
classes dont benefit from it, you face two problems: 
First, the characters of classes that arent receiving capa 
bilities as story awards will find little to interest them in 
the story, and second, they will start outpacing the 
classes that do benefit, simply by virtue of gaining their 
special features more quickly. Again, if you add story 
requirements to the acquisition of epic spells, make sure 
the focus is on both arcane and divine spellcasters bene 
fiting, and make sure the rogues and warriors in the 
party see some tangible benefit (such as having some 
really cool new protections or abilities cast upon them 
once a particular spell is developed, 


DEMOGRAPHICS 


If you change your campaign so that there have “always 
been epic characters around (see Retool Behind the 
Scenes, above), youll also want to modify the rules for 
generating towns found in Chapter 4 of the Duscrov 
Masex’s Guide. According to the rules presented there, 
the gold piece limit of a metropolis is 100,000 gp. In a 
game where epic rules are in use, the gold piece limit 
needs to increase to meet the needs of epic characters 
Use the following variant table for determining gold 
piece limits of towns in your epic games. 


RANDOM Town GENERATION 
dX Town Size Population® 
01-10 Thorp 2040 
11-30 Hamlet 31-400 
31-50 Village 401-900. 
51-70 Small town 901-2000 
7-85 Largetown 201-5000 
3635 Small city 500112000 
96-99 large ty 12.001-25.000 
100 Metropolis 25000. 300000 gp 
Special Planar metropolis 100.000+ 600,000 gp 
+ Adult population. Depending on the dominant race ofthe 
community the number of nonadults will range from 10% to 
40% of this Figure 


GP Limit 
160 gp 
400 ұр 
800 gp 

3,000 gp 
15,000 gp 
100,000 gp 
150,000 gp 


Similarly, the highest-level locals with PC classes 
given community have to be higher when the e 

эге “always” assumed to have been in play. Use the follow 
ing Epic Community Modifiers table in place of the sim 
ilar Table 4-45 found in the DUxcrov Masrex’s Guide 


TABLE 3-6: Eric COMMUNITY Mopiriens 
Community Size ‘Community Modifier 
Thorp. a 
2 
= 
Small town 0 
Large town 4 
Small city +8 (roll twice) 
Large city +12 (roll three times) = 
Metropolis 16 (roll four times) 
Planar metropolis +20 (roll six times) * 
A thorp or a hamlet has a 5% chance (4% roll of 96-100) to 
add +10 to the modifier of a ranger or druid level 
? Cities this large can have more than one high-level NPC per 
«lass, each of whom generates lower-level characters of the 
same class, as described in the Dunceon Masree’s Guide. 


ANAGING WEALTH 
Your players ell you, “If 1 cash out all my wealth in gold, 
Tl have а metallic lump the siz of a small moon: Well, of 
course, that is an exaggeration, but not by too many 
orders of magnitude. It may be that much of an epic char 
ters wealth is tied up in nonnegotiable assets, such as 
armies loyal only to the character, private demiplanes 
and custom-built strongholds. But that only accounts for 
a portion of all his or her wealth. 

The fact is, the wealth that high-level and epic charac 
ters stand to gain is obscene, Is there even that much gold 
in existence on any one world? Probably not. But som 
times characters need to be able to transport large sums 

Ith without the hassle of moving several tons of 
volume. Enter the favor. 

Epic Economics: An enterprising temple to a god of 


wealth has a sideline that has grown into a major compo- 
nent of the economy in epic communities. Essentially 
the Temple of Favors backs special pieces of parchment 
called favors with the promise of spellcasting: Each note 
guarantees redemption in the form of a spell (either 
divi 


ог arcane). However, few favors are ever actually 
redeemed but instead form the basis of an epic currency 
If you use this option, any community with a Temple of 
Favors in or near it honors favors as legal tender. 

Favors as Currency: Favors come in three denomina: 
tions: (1 (sometimes called a psalm), f10 (sometimes 
called a prayer), and ft00 (sometimes called a benedic 
tion). Each ft is equivalent to 1,000 gp. Thus, f10 is equiv 
alent to 10,000 gp, while f100 is equivalent to 100,000 gp. 
A temple will never redeem favors for gold (though it 
will redeem gold for favors), but some merchants may 
redeem favors for gold, for a percentage. 


SCARCE EPIC NPCS 
Аз an alternative to using the Epic Random Town Generation 
table, you might decide that epic NPCs shouldn’t be placed 
randomly. They generally aren't a naturally occurring part of the 
campaign, so you should place epic NPCs specifically as 
needed for your world, 


MORE USE FROM OLD MAGIC ITEMS 
Even in an epic game, the magic items in the Dig 
Mastex’ Guide, or special versions of them, are il 
What really limits the effectiveness of many afl 
items is the DC that these items prov 
cost, the item is usually described at its lowest рд 
caster level. However, items created with higher 
levels and judicious use of the Heighten Spell meam 
feat work well in an epic game. Of course, 
item cost more, but epic characters have the reso 
bear the higher price 

For instance, a staff of hold person created bya 
normally grants a DC of 14: 10 (base) + 3 Gres 
+1 (casters key ability score must be atleast 13) Th 
to create this staff would be 375 x 3 (spell level 
caster level), or 5,375 gp. 

However, a staff of hold person with caster level and 
level increased to the maximum would providea 
23: 10 (base) + 9 (Sth-level heightened spell) + 4 (a 
key ability score must be at least 19), However, theca 
create this staff would be 375 x 9 (for the spell he 
ened to 9th level) x 17 (the lowest level the castes 
be to cast a th-level spell) = 57,375 gp. 

Consider using the nonepic Enhance Item fai 
tailed below for an additional method of raising thet 
ofa magic item. 


пћапсе Ite jon] 
You can increase the minimum DC for saving throw 
magic items you create. 

Prerequisite: Any other item creation feat 

Benefit: Choose any item creation feat you a 
know: When you create an item with that feat, айй 
DC for saving throws required by the magic item, 
by your key ability modifier 

Normal: When a character creates а magic item j 

uses the minimum key ability score necessary to im 
spell of a given level, and the associated modifier 
adjust the DC for saving throws, regardless of her x 
key ability score, which could be higher. 

Special: You can gain this feat multiple times El 
time you take the feat, it applies to а di 
ation feat that you already know. 


REUTILIZING IMPORTANT NPCS 
It is probable that over the course of the campaign i] 
PCs met and talked to many important creatures 
NPCs who were obviously much more powerful thant 


Not every metropolis necessarily has an epic wizard, and 
all epic characters prefer to hang out in civilized areas fa 
indeed on the Material Plane at all). Its your choice 


шеп. For instance, they may have had dealings with 
Bowel wizard patron to whom they delivered potent 
fics or perhaps they had to deal with infernal powers 
rand pain because they couldnt get the information 
[EG reeled any other way 

Now thar the PCs are 21st level and higher, they can 
in dealings with those same NPCs, but perhaps this 
Helis or (even more fun) direct rivals That power 
Шш may have been corrupted by the artifact the 
паг delivered to her back when they were 15th. 
[4 characters, and now they must fight a crazed 30th: 
Wiel wizard. Likewise, it turns out that the powerful 
йй во 23nd-level sorcerer, and it was only waiting. 
Erbe right time ro collect its dues for helping the char 
Bes out зо long ago. 


INING A MIXED-LEVELS CAMPAIC 
Bii anexpected death ofa cherscter or new players 
ting be game, you may find yourself in the position of 
M каше ofthe party at аль level while 

are lowly 21st-level characters. Generally, the best 
on is to start new characters at a level no less than 
els lower than the highest-level character in the 
Mili when your best Intentions go astray you may 
Ж ух» mixed group of characters. 
уш: You can still design interesting adventures. 
inl even campaigns for a mixed-level group. Of course, 
Billie intricate plot that includes interesting per. 
а ин» nde wher the 


of Shantar is impressed by the witty wordplay of 
ISbleve character or the 2sth-level character. 

Tit when it comes to combat, a character four or five 
slower than the highest-evel PC is outclassed and 
бан peril of death, unless the mixed levels are 


Into account ahead of time. The golden rule in 
evel adventure design is to create mixed-level 
fers Make sure that every major fight contains 
sts suitable for the higher-level characters to 
plas antagonists for the lower-level characters to 
and fel well matched in doing so. 
sample your characters break into the sanctum of 
le 2d level sorcerer. Because this is a climactic 
ner, Crow is two levels higher than the highest 
К,а 2sth-level cleric. Furthermore, two of the 
PGs are only 21st level. But Crow has several 
that make up a fine CR 21 encounter in their own 
| While you cant force the 21stlevel characters to 
BGR cronies, you have every opportunity to 
Crow engage the higher-level characters directly and 
the minions against the lower-level characters. 
he characters do is their own decision, bur most 
del wit immediate threats first before entangling 
in further conflict 


TIONS AND KEEPING SECRETS 

ifthe most difficult snares of high-level and epic 
isthe characters access to divination spells. If 
[r is not considered ahead of time, divinations 


have the possibility to leach the fun out of almost any 
adventure. At the same time, it is important to avoid the 
trap of denying the characters their “toys.” High-level 
characters have endured much to reach lofty heights of 
power, and their experience is cheapened if they find out 
that "Divinations dont work here. Sorry 

А good scenario turns that phenomenon around: In an 
epic scenario, the PCs must use their highest-level 
powers, or they'll die. In the case of divinations and sim 
lar magic, they must call on these resources just to find 
ош what the adventure is all about, who the adversary is, 
and where they must go to resolve the adventure. If they 
do anything less, the adventure is over before it begins, 
for lack of knowledge. Familiarize yourself with the div. 
ination resources a character has, know how they work, 
when theyll be helpful, and when they'll be useless. 

Questions and Answers: This category includes 
saugury (Clr 2) divination (Clr 4), commune (Clr 5), and con 

Brd 5, Sor/Wiz 5). All these spells rely on 
eption of the request for knowledge by some 
interested extraplanar creature or divinity, Powerful evil 
entities with an agenda to protect from their peers are 
careful to hide their activities. So when such a call for 
information comes, the evil entity is most likely to inter 
cept the question itself. When a question is intercepted 
by a self-interested entity, the question is answered in 
such a way as to further the ends of the creature, not th 
questioner. If more than a single entity knows the answer 
to a given question (which is most of 
cially when gods know so much so effortlessly), powerful 
creatures use wish to gain а 50% chance to intercept any 
divination that concerns them directly 

‘When divinations do get through without in 
by self-interested entities, questions are provided with 
the usual terse yes or no answers. Without the proper 
questions, the characters may find it difficult to glean 
what they really want to know from such tight-lipped 
entities. If they get information through other spells, 
spying, or simple knowledge or experience, they may 

ind out what they need to successfully use a question 
and-answer spell. 

General Information: Spells such as commune with 
nature (Drd 5), legend lor (Вг 4, Knowledge 7, Sor/Wiz 
6),and vison (Sor/Wiz 7) are in the category of spells that 
instill information into the caster, but fall short of 
answering specific questions. These spells are great for 
providing the characters with clues to work from, While 
answers often come hidden in metaphor and/or verse, 
these spells potentially reveal real names, which spying 
divination spells, and knowledge checks can use. Make 
sure you make up a few answers ahead of time to answer 
PC questions about the thrust of a given adventure. 

Spying: The spells crying (Вга 3, Clr 5, Drd 4, Sor/Wiz 
4) and greater crying (Brd 6, Clr 7, Drd 7, Sor/Wiz 7) can 
ruin a well-plorted adventure in seconds. Even if the PCs 
have no knowledge of the antagonist, the Scry DC is at 
most 25. To thwart such spying, powerful creatures use a 
variety of tactics. One favorite is to provide no protection 


against scrying in their sanctum, instead setting up pow 
erful magic traps so that any creature that attempts to 
teleport or travel ethereally to the point scryed is inter 
cepted and instead materializes in a specific, lethally 
trapped room. Others concerned about protecting their 
privacy can set up screens of antimagic field 

magic items that produce false visions, or even create 
custom epic spells that deal damage (or worse) on those 
attempting to scry them, 

Finding Your Way: This category includes everything 
from the lowly locate object (Brd 2, Clr 3, Sor/W 
2) o its more potent cousin locate creature (Во. 
4) to the extraordinarily powerful 
Knowledge 6) and discern location (Clr 
8, Knowledge 8, Sor/Wiz 8). The 
limited range, short duration, 
and knowledge requirement of 
the first two spells limit their 
usefulness in most epic situa 


2,Travel 
Sor/Wiz 


d the path (Clr 6 


tions, Find the path is more 
useful because it lasts hours at 
pic levels, allowing flying or 

ing characters to easily 
cover tens or hundreds of 
miles. Finally, despite the 
power of discern location to. 

ny creature or object 


Tequirement (the. 
caster must have seen the 
ature, possess an item 
ng to it, or have 
touched the object) makes 
it less valuable in many 
adventures. Once the char 
acters meet their foe or 
steal one of the villain 
possessions, they are happy 
indeed (unless their e 
is secretly leading them. 
into a trap 
Bardic Knowledge: Though 
not a spell, bardic knowle 
and the lore class feature of 
master) can have a great impact on the 


characters’ ability to know information. For instance, a 
bard might be able to connect a reference to a mysterious 
name with another known name or a particular plane. 
Such information might be the connection required to 
ry a divination spell 
Knowledge Skills: Some characters will have Knowl 
е skill bonuses high enough to recognize clues you 
provide. In such a case, Knowledge check 
like bardic knowledge. 


HANDLING WISH 


Epic characters have more opportunity to use wish spells 
than lowerlevel PCs. While the Player’ Handbook provides 


in-depth information about the specific effects ба 
be accomplished with wish, there is less guiding 
her open-ended effects. Certainly, many charac 
wish for higher ability scores, up to the limit ofthe 
ent bonus (+5). When characters try to wish fo 
thing chat isnt specified in the spell, refer here fi 
A wish essentially allows the user to change 
Often, unintended consequences follow, especially 
wish asks too much. A wish that concentrates on lal 
personal effects is least likely to go astray. A wish thal 
to change the belief system of an entire country ff 
likely to be misconstrued or simply fail. The job 
DM is to describe results that reflect the power of 
bur not to make the spell so аме 
that the characters come tore 
wish to solve all their problems 
Forexample if the players wi 
ask that all creatures in Fury 
believe that a particular chara 
their true king, 


tures instead know ай 
minds were tampered yl 
unsuccessfully. Worse, they 

n sight the ре 
responsible for the atte 


A wish that allows chara 
second chance to achieve 
after an unlucky failure 
trous mistake should bellow 
as long as the terms of the 
dont guarantee suc 

As the DM | 
wish is too much. fit inh 
more than just the charac 
and a few other creatug] 
alarms should go off in yog 
head, Generally assigningas] 
sequences to poorly worded 
overly grand wishes fllon 

simple guideline: The reg 

should follow the path olei 

resistance. In other words, the rei 

should involve the simplest and least complex way 
attempting (and failing) to warp reality in exactly the wa 

the wisher stated. For instance, if a character wishes a 

he be forevermore rendered immune to all damage ti 

characters wish is most easily fulfilled if he is insani 
eradicated from the multiverse, thus ensuring th 


p 
ing can ever hurt him again, now or forever. 


CELEBRITY BREEDS OPPORTUNITY 
Epic characters are important, and NPCs pay attenti 
то what epic heroes say and do. This fac 
possible ways that you can 
they are known to be epic, the characters are celebra 


ads to seven 
ге your players power 


Hier world. Lower-level NPCs idolize them and may 
Hekio emulate them. 
The characters in your game could earn the perks of 
у. Possibilities include allowing the characters to 
Келис a national holiday in the country where they 
Hemplished some great deed, having a city rename a 
Baler the characters, or starting a fashion or other 
Wil rend based on the characters’ dress and habits. 
Mala plays and performances might feature the char 
Bris deeds and words. This wide adulation is only pos 
lee characters remain near the region where they 
Üinchad many of their adventures. However, even in 
Hun cities or cities on other planes, the reputation of 
E ancters is hard to suppress. Thus, in urban areas 
always а chance (1% x character level) that an 
E cer wil be recognized, even if she is new to 
lior plane. 


DS OF THEIR PERSONAL PLANE 
fluens of epic power might very well want a demi 
iof their own. Let them have one. In fact, allow 
Jo design and create a demiplane from the ground 
nesence,a demiplane is any bounded space that is 


fe from the characters’ plane of origin. Allow the 

discover the genesis spell (see below) or an item 

Марсия the effects of genesis. Let them have fun 

their new off;planar abode. Allow them to move 

lse of operations there, if they desire, or create an 
filled with their followers, for example. 


Ror/Wiz 9, Creation 9 
ем»: \, 5, M, XP 
Time: 1 week 
їй. (see text 

Ademiplane coterminous with the Ethereal 

Mine, centered on your location 

Instantaneous 
(Throw: None 
Resistance: No 


(в hours/day’ 


ite finite plane with limited access: a demiplane 
nes created by this power are very small, very 
lanes 
an only cast this spell while you are on the Ethe 
Ine When you cast the spell a local density Пост. 
eipiates the creation of a demiplane. At first, the 
plane grows at a rate of 1 foot in radius per day 
ital maximum radius of 180 feet as it rapidly 
substance from surrounding ethereal vapors and 
determine the environment within the demiplane 
Pe frst cast genesis, reflecting most any desire you 
е. You determine factors such as atmosphere 
plemperiture, and the general shape of the terrain. 
ipl cannot create life (including vegetation), nor 
construction (such as buildings, roads, wells, 


dungeons, and so forth). You must add these things in 
some other fashion if you desire. Once the basic demi- 
lane reaches its maximum size, you can continue to cast 
this spell to enlarge your demiplane, adding another 180 
feet of radius to your demiplane each time 
XP Cost: 5,000 XP. 


DIVINE ASCENSION 

Your epic characters may shake the pillars of heaven and 
plumb the depths of hell. And somehow, that is not 
enough. Perhaps they would like to actually become 
gods. And why not? Let them join the divine ranks and 
remain player characters. Becoming deities opens new 
vistas for roleplaying adventures. Divine ascension need 
not be the end of the road for your player characters. In 
fact, now they can continue to advance as epic characters 
and have a chance in a fight against most demigods. 
Eventually lesser deities and intermediate deities will 
respect their power. 

If divine ascension is possible and the characters are 
candidates for the process, the gods mark their progress. 
And so do the gods’ enemies, which might well be other 
deities. The opposing forces of your campaign may seek 
to win champions over to their side ог, fail 
vent the divine candidates from achieving ascension. 
Your epic characters are beset with agents of the opposi 
tion as they get closer to the possibility of ascension. 

Meeting all the requirements for achieving divine 
ascension can be an epic quest for adventures stretching 
from 21st to 30th level and higher. 

Complete rules for deities and guidelines for divine 
ascension can be found in Deities and Demigods 


100 EPIC ADVENTURE 


н; ‘one hundred adventure seeds you can use to 
generate ideas for your epic adventures and campaigns. 


p that, to pre- 


тле 3-7: 100 Epic ADVENTURE IDEAS 

4% Adventure idea 

01 A3Tstlevelbalor sorcerer imprisons old friends of the 
player characters, holding them hostage in return fora 
sevice. 

O2 Aband of epic death slaadi rogues and sorcerers 
begins to waylay all planar travelers who chance. 
‘through ther recently claimed turf on the Astral Pane 
A ranger hero around the world begins to 
ке ج وره‎ кечан еви 
A bard college develops а style of music that charms 
элё dominates any that listen to it to long. 

A beholder cluster made up of paragon beholders 
begins to war with lesser beholder communities, 
apparently al seeking a beholder artifact 
prominent deity sickens and wil die f the cause of 
ts divine malady t not discovered. 

A beloved. long accepted as true fails to 
Secr hec ofa circu meddling ande 
‘world turns against them. 

A blinding, yellow haze seeps down from the sky 
covering the world 


Taste 3-7: 100 Epic ADVENTURE IDEAS 


4% Adventure idea 
09 A celestial tree hundreds of miles long reaches its 
foots down and begins to grow on the world's 
surface. Creatures from other worlds live in the. 
heights of the tree. 
А child is born who prophecy indicates will one day 
ascend to godhood. 
A огде of brown blights the forest, ling all vegetation 
аз it continues to expand without limit at an ever. 
accelerating ate. 
A clan of psionic militants breaks away from the 
kingdom—literally A huge chunk of land hundreds of 
acres wide floats up and away (taking with тапу 
terified nonpsionic people) 
A conjunction of parallel planes somehow energizes э 
dvi peasant tothe power ofa реше dei utor 
until the conjunction ends. 
A crosstime catastrophe has cut ой the Material Plane 
from all others 
A dragon kills the ruler of e largest nation and takes 
‘over, calling tse the Dragon King 
A flaw in a true resurrection spell leaves one player char. 
acter undead by night and alive by day 
A owing city arrives from across the sea, apparently 
Been the depredation of he Warlord, эп epic 
A flock of chichimecs is ravaging across the continent. 
А Glantmoot в called by a 2S leve storm pan Black 
guard. Powerful giants from around the world (and 
‘other worlds) begin to congregate. 
A glorious gemstone in which the first light of creation 
stl lingers is purportedly languishing im an этсе 
crumbling demiplane 
A great chase ensues through endless parallel dimen: 
sions as wizard researchers follow the faint trail of the 
long-vanished elder elves. 
A group of gargoyle paragons claims the Cathedral of 
Pelor as its own new home. 
A hero of renown (a quasi-deity, really) isto be wed to 
an elven prince, but the princes royal family claims the 
prince is under a spell 
А hole is gouged in the veil separating Ме and death 
As the tide of Me pours out into the void, all creatures 
everywhere begin to die as they accumulate ne 
levels. The hole must be mended, 
A hecatoncheires and two of its siblings emerge from a 
тебі crevice in the earth 
A lesser deity declares the PCs as its mortal enemies, 
enjoining all its worshipers and allies to find and slay 
them 
A longstanding illusion is pierced, revealing that the 
king is nowhere to be found, and that all dictates of 
the kingdom have been actually owing from the 
thieves" guild. 
A new deity decides to leave the Outer Panes to set up 
its palace on the face of the Material Pane. Once it 
arrives, it demands worshipers and servitors. 
A phare has determined how to destroy the past (and 
‘therefore the present). Unless it can be stopped, time 
itself will unravel. 
A planar conjunction will soon come to pass, allowing 
the legions of hell (or worse) direct access toa 
selected part of the Material Plane for 24 hours, It 
can't be stopped, but epic characters may attempt to 
defend key cities or strongholds from the onslaught 


Adventure idea 
A player characters heart is stolen and ej 
‘magical gem or a strange alchemical creation 
knows how long the replacement will lst? 

A powerful wizards’ guild enters all-out war wi 
dominant religious order of the world. 

А quasi-deity wants an escort as it ventures ia 
‘Abyss to release a companion quasi-deiy rom b 
‘A rogue moon threatens to crash down upon be 


creatures begin a sudden growth spurt, ans 
masse into terribly powerful and bloodthirsty p 

A splinter community of humans evolves into 
subrace sporting strange and variant powers, 

A syndicate of assassins dramatically expands б 
membership by introducing а mind-contrl pali 
nto а city's water supply. 

Ateam of brachyuruses draws а chariot driven 
powerful fighter into the city 

A Мап seeks those brave enough to release i fn 
age-long bondage; its rescuers may face he wall 
higher deities 

А vampire scion from another plane begins to i 
world after world with the help of a reforged 
legend, Midnight's Heart. 

A volcano erupts. In the aftermath, a portal tori 
of Brass on the Elemental Plane of Fire remains qe 
permanently 

A wellknown wizards’ guild's magical dumping 

of failed experiments and stale spell component 
becomes sentient. 

A wizard attempting to summon a powerful ded 
up and somehow summons an abomination inst 
an infernal 

A wizard claims to have developed an epic spel 
that, f cast, will slay a deity. 

All magic items crafted from a particular city beg 
bestow negative levels on thelr owners with each wl 


Ауыл par suriles upon e oe a 
Snag pfu eased by an uos 
Causing ance and evi бей toy йы 
repu orat шеше pe 

Auc belongings оле of he hae 
dese ets gre CANAD RO 
sco en per cone prs 

Io alc capa of nating ed digo 
wheels duced ч 
enclave of gromes customizes эп коп cow 
ft эйр arpa, 

Ago epe NPCS noun fo good ded 
reor dest sre muri mere 
erem. 

Хош epe NPCrdecdes odes he PC add 
scies бее отип, scan dingue 
Seis осе fom a ws abr Н 


3-2100 Eric Aoventure lotus 

А Adventure idea 

JB An epic paladin leads a crusade о hell 

Г Je ntetimensional caravan must float on the River 
Sip through the dangers of several lower planes 
Жат begin to manifest from machines as compl 
‘ated as simple steam-powered wheels—is it a warning. 
from the. this of the forge to desist? 

JJ. Jy epic druids raise the beasts, animals, and dire 
nimis of he wild, intent on begining a new world 
ier n which nature comes fst 
Hh he world ages, frequent earthquakes threaten to 

the major nations under the sea. 

Bheskinned merchants begin to sell enormously popu 

lems composed of dreamstufl—-mined from the 

vay dreams of a deity" chim the merchants. 

Deeper than the Underdark, the world is discovered. 
be hollow. Hanging in that vast opening (san 
noun, uncharted inner world of strangeness. 

Ova miners follow а vein of adamantine o a hinged 

Wie sealed vith divine magic of an age older than any 

Me current deities 

rogues steal the Scepter o Al Power from the. 


Mind aye successful gain control of a surface 
lon, plunging the region into permanent darkness 
raids of prodigious size rise from the earth. 
unlike any heard before echo faintly from 
in ther stony cores. 
мейде creatures of insane complexity called 
‘machines’ move across the land. preparing the way 
fera larger invasion of automated entities. 
begins ofl, supposedly because itis being 
up” faster than it naturally regenerates. 
Mercenary half dragons who ride force dragons as 
Meds sel her swords (and spells) to an evi empire 
Vin begin to be born without souls. 
Ое raiders begin to steal people away for use as 
v and food. 
ce verte years a small cave provides access into 
|, underground world where all living beings 
i of colorful light, ruled by mysterious fey lords 
mysterious agenda 
(бн ofthe player characters learns about his or her 
Hel mote or father in fact, that parent was 2 
fener, nd tht demon has come calling 
and solars bring heaven's war to the Material 
slaying any and all they deem evil or immoral. 
Werte dragons decide that their "species" is the. 
j e daconc race, and they begin a campaign of 
осе against al other dragon types 
wellknown cities and all their inhabitants. 
iy disappear without a trace. More could follow. 
теле is breaking the Seven Seals that maintain the 
egy of the multiverse 
Bert Great Library has secret vaults where the 
Ys Once Spoken are supposedly inscribed in the 
phot Sep To speak them again would remake the 


Те беа that Rules the Universe is under attack by 
[зге rome alchemists, who are raiding it for parts 
Times threaten to begin. 


Adventure idea 
The gods of Law put all humanoid races on tial for 
their excesses. 

The Lord High Priest of Pelor denounces her deity and 
faith 

The most feared and reviled weapon of legend, an arti: 
fact sword that drains Ме energy with а touch, i lost 
by ts owner 

The Mother of Spiders (monstrous Colossal spider 
paragon) emerges from her Cocoon ofa Million Years 

1o find a mate for her nex spawning 
Avast necropolis undergoes a mystical transformation, 
Now, each coffin, sarcophagus, and mausoleum leads 
to separate cemetery dimensions and realms of death, 
The PCS" stronghold mysteriously gains new extra 
dimensional halls and rooms of unknown origin, 
Content, and extent 
The populace decides that they want one of the PCs as 
thin ты, whch oer Ps ecru 
The secret tests of a prominent religion, recent 
discovered, call mo question the church's real goa, ts 
actual origin, and the agenda of ts god. 

The souls of a good queen and her family are drawn 
into the Abyss by an unknown demonic agency 
The spints of the dead begin to possess the bodies of 
the living at an ever accelerating rate 
The sun s infested with moon sized parasites, and 
may soon faille so many other stars have fallen to 
this celestial infestation. 

The winter, which was overly cold, lasts too long—a 
vrecal ıs implicated, 

The woods begin to grow without bound, invading 
бед, plain, and city 
The yuan attempt to awaken the lumbering Serpent 
a litle-krown abomination born of thelr own race and 
TEE : 
Twenty percent of all astral travelers begin to disappear 
in midar. Midtrave diversion spells are suspected 
Two parallel planes move too close to each other, and 
denizens and objects of one constantly slip onto the 
other, and vice versa. 

Unless stopped, an ancient demilich will inject itself 

onto the Negative Energy Plane, where t can possess 
any undead anywhere in the multiverse 

When a friend or а respected associate ls resurrected, 
the soul returned to the body has different memories 
from the orginal Whence does this soul come? 


—__FPICENCOUNTERS 


The nature of an encounter need not change dramatically 
with epic play, Regardless of the characters levels, you can 
still tailor encounters for them—presenting challenges 
expressly designed for their capabilities—or you can con 
front them with status quo encounters to which they must 
adapt. In fact, the vast array of resources possessed by the 
average epic party can make an untailored encounter 
intriguing, because the characters must quickly assess the 
best method of meeting the challenge before them. 


CHALLENGE RATINGS AND ENCOUNTER 
LEVELS 


Just as in lower-level play, the Encounter Level of an 
encounter is determined using each opponents Challenge 


TABLE 3-8: Eric ENCOUNTER NUMBERS 


Number of Creatures 


Party 
Level 
ast 
22nd 
E 
24th 
25th 
26th 
2nh 
28th 
E 
30th 

40th 
Any 


Ore. Two Three 
20,21,22 19 18. 
21.22.23 20 19 
23# n 20 
23, 24, 25 2 E] 
7536 — 2 n 
25,2627 24 2 
262,28 25 n 
2,1429 — 326 25 
m» mr 26 
23, 30,3) 2 2 
39, 40, 41 38 37 

ECNELEL з ELD 


Rating, Table 3-8: Epic Encounter Numbers allows you to 
quickly determine an appropriate mix of creatures for 
your party 

Just as the Challenge Rating system isnt always perfect 
at lower levels, in an epic game you must closely monitor 
the characters’ capabilities to match encounters to their 
Power level. Because it becomes increasingly more diff 
Cult to estimate an average party's capabilities at these 
levels, even the best-designed system can only serve as a 
quide to the DM. 

For instance, because of the spells known, equipment 
possessed, or feats selected by your epic characters, cer 
tain monster capabilities may be more or less dangerous 
to them. Ifthe entire party is virtually immune to fire, for 
example, you know that fire-using creatures may pose 
line threat to the party. This doesnt mean you shouldnt 
use such creatures— it5 not fair to punish the characters 
for the powers they've gained—but it does mean that if 
you want such creatures to pose a threat, you should pres- 
ent them in situations where they can take advantage of 
other abilities. For instance, even if a red dragon's fi 


breath doesnt endanger the characters, its spellcasting. 


flight, and sheer destructive power can still pose quite а 
threat in the right environment. 


Asa last resort, you can also adjust the experience point 
reward for encounters that dont pose a threat. Dont 
overdo this, however, since it essentially means you are 


DON'T PULL YOUR PUNCHES 
The best advice for any DM creating an epic adventure is this: 
Don't pull your punches. 

Don't be afraid to set up a series of encounters or obstacles 
that require multiple high-level spells, checks against tremen- 
dous DCs, or other grand accomplishments to bypass. If the 
characters have survived this long, they have resources available 
that should let them solve any problem you can imagine. The 
typical epic adventuring group has virtually any kind of mobi 
needs, from flight to teleportation to planar travel. The PCs can 
eam any fact they need, whether through bardic knowledge. 
communing, or scrying. They can dispel any spell res 
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M 
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18 
19 
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» 
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punishing the PCs (by reducing their experience 
rewards) for good preparation, 


Regardless of level, experience points and eau 
the two primary methods of rewarding the chan 
success. The Epic Level Handbook uses the same bu 

ms as presented in the DUNGEON MASTER’ Gul 
few modifications as noted below 


EXPERIENCE AWARDS. 

y experience points for encounters ove 
works just as in nonepic D&D games. Use the moni 
Challenge Rating (possibly with adjustments bul 
the difficulty of the encounter) to assign an expe 
point value for the encounter, based on the average 
level. Particularly when using the concept ofthe 
quest (see Motivation, earlier in this chapter) you 
want to use the Story Awards variant in Chapter 7 dl 
Dusctow Masrers Guide, but you should only do sll 
and your players are comfortable with it 

Table 3-9: Epic Experience Point Awards (Sig 
Monster) shows the appropriate experience pl 
awards for party levels average level of the characte 
the group) 21st to 40th, and for CR 14 to СКА 
party levels and Challenge Ratings abov 


hazard, and if worst comes to worst, they can use with or mal 
to get what they need. Even death itself i only a 10-minute bl 
in the action (thanks to true resumection). And never discount] 
abilty of characters to simply overcome an obstacle thal 
sheer force. Any еріс fighter worth his salt can survive at laf 
few rounds submerged in a pool of lava, and eventual й 
‘aging barbarian can batter down the adamantine door 

Make your characters use all the options available to бе| 
If nothing else, it lets them feel good that they were prep] 
for the adventure. And then whack 'em with the 250% 
vampiric minotaur fighter riding the halffiendish great is 
red dragon. 


3-5: Epic EXPERIENCE Роінт AWARDS (SINGLE MONSTER) 
‘Challenge Rating 

RIG CRI7 CRIB CRIS CR20 CR2 CRI CRI CRM CRIS 
788 1050 1,75 2100 3150 4200 6300 5400 12600 16,800 25200 
550 — E2S 1100 160 2200 3300 4400 6,600 8300 13,200 17,600 
* SS ёз 1150 175 2300 3450 460 6900 9200 13300 
. 900 120 1300 2400 3600 4300 7200 9600 
605 92 1250 1375 2500 3750 5000 7,00 
650 95 130 2600 3900 5200 
* 65 wn 2025 2700 4050 
* 0 2800 
м * 2175 
- б 1,500 
. 1,163 


300 


Challenge Rating 
en CR3) CRM CR CRY CR сизә 


76300 - 

фо 30.000 - 

41600 62400 Б 

32400 43200 36400 

22.400 33600 67200 

17400 21200 46400 

1200 15000 36000 + 

3300 12400 24800 374 99200 

6400 $60 19,200 76300 102.400 = 

4950 6600 1320 52300 79200 105/00 

340 5100 10200 40300 54400 81600 

285 3500 7,000 24000 42000 56000 

1800 270 5400 21600 28800 43200 

13881850 3200 маю 22200 29800 

950 1425 2850 15200 22800 

+ эз 1950 7400 11200 15800 

LR 1500 4000 600 8000 12000 

ile они support XP for monsters that individually are eight Challenge Ratings lower than the party level, since an encounter 
pe weak creatures is hard to measure. See Assigning Ad Hoc XP Awards in Chapter 7 ofthe Оомсгон МАТЕ Guide 
ile dosn't support awards for encounters eight or more Challenge Ratings above the party’ level the party is taking on 
that ar above thei level, something strange is going оп. and the OM needs to think carefully about the awards rather 
Jat ling hem off a table. See Assigning Ad Hoc XP Awards in Chapter 7 ofthe DUNGEON Масти Guide. 


[E loving formulas to determine the appropriate Боғ example, a CR 42 monster is worth 12,600 XP (42 x 
се point award 300) toa group of 42nd-level characters. The same monster 
ie Challenge Rating is equal to the party level, the — would be worth 16,800 XP (42 x 400) to a group of 41st 
ence point award is 300 x the Challenge Rating If — level characters, but only 8,400 XP (42 x 200) toa group of 
(Шеше Rating is equal to the party level + 1, Бе 43nd-level characters. It would be worth 25,200 XP (42 х 
Bence point award is 400 x the Challenge Rating, If — 300 2) to a group of 40th-level characters, but only 6,300 
lle Rating is equal to the party level 1, the XP (42 x 300 x 1/2) to a group of 44th-level characters. 
Bence point award is 200 x the Challenge Rating. 
ery 2 points the Challenge Rating increases TREASURE 
Son CR 4210 CR44), multiply the experience At higher levels, coins and goods make up less of an aver 
Dind by 2 Likewise, for every 2 points the age treasure hoard’ value, while the relative value of the 
[Ши Rating decreases (such as from CR 44 to CR magic items in a treasure hoard increases dramatically 
[niliply the experience point award by 1/2. The Duncrow Mastex’s Guide provides a guide for adding 


magic items to the EL 20 treasure hoard to determine 
treasures above 20th level, but this doesn't take epic 
magic items into account. Because the wide range of epic 
magic item values can swing the value of a treasure hoard 
by hundreds of thousands of gold pieces (or more 
ing on random generation is troublesome. A single 
unusual result can affect campaign balance 

For this reason, you will probably want to de 
epic treasures using at least some nonrandom factors. 
Table 3-10: Epic Treasure Values per Encounter indicates 
the average value of a treasure based on the Encounter 
Level. You can either choose specific portions of this trea 
Sure yourself, or you can use the 20th-level treasure lis. 
and supplement 
with major and/or epic magic items to bı 
value up to the average value given on Table 3-10. 

For example, if you need to generate an EL 25 treasure 
average value 128,000 gp), you 


ing in the Doxctov Masten’ С 
the overall 


could assign set 
of various coins and goods and add a few magic items to 
round it out. Alternatively, you could gener 


uide (which would yield ap 


рап for adventurers who have much more 
ог much less) ge 


ternative T 
In addition to the coins, gems, ar 
mundane ge s 

that make up most treasu 
hoards, the 


are many other 
treasures" that epic characters 

can gain. Land, strongholds, 

titles of nobility, and reputation 

are all good rewards for epic 

and nonepic characters alike. 4 

But epic characters are likely to have even 

greater desires. Appropriate options might ® 
include artifacts, divine favors, newly granted powers, 


BEHIND THE CURTAIN: EPIC TREASURE VALUES 
The supplementary magic items suggested by the Dun 
Masrts's Guide don't match the treasure values given here. For 
example, the D Masrts's Guide suggests that a 21st. 
level treasure should be just like а 20th-level treasure (average 
value 80,000 gp) plus one major magic item (average value 
40,000 gp). This would suggest that the average 21st-evel trea 
sure should be worth 120,000 gp, yet Table 3-10 shows it to be 
only 87,000 gp. 


assignment to a post in a deity power structured 
plane or plane 
itself And of course, the ultimate sign that од 
ter has ir 


nes own, or even divine as 


ly become epic is to hear stories—epiilj 
literal sense—told about your exploits 

Beware Artifacts: While an artifact can male 
goal for an adventure or even a reward fora job well 
you probably shouldn't use artifacts (either mia 
major) as random elements of a treasure hoard, Af 
are special ere 
ations that 


lying “евли 


be le 


around. 


Above 20th level, treasure accumulates at a slower ri 
While treasures throughout most of the characters’ cat 
have increased by about 30% per Encounter Level, that f 
can't be sustained indefinitely. If the 30% rate continues, 
acters would quickly gain зо much wealth that the econo 
of entire worlds wouldn't be enough to supply them. Insta 
at epic levels treasure values increase by approximately й 
per Encounter Level. This allows characters to gain signi 
amounts of wealth each level while preventing each chara 
from having his own moon-sized chunk of platinum, 


КЕЙ сао Miri Guide establiblies.abvec 
categories em aie items, bad on their 
Өй (and market price): tinge magic items, 
Т фа magic items, abd major magic иёт». To, 
Ж\з book gids # fourth gatégory- the epic 
Чет. While пог rruly an artifact. Бе еріс magic 
йл «елоп of such pdwer shat it Surpasses the 

Wem described in Chapter & 6f thé DusGrox 


Ge 
а afe objects of great power and value. 


Thefellowdng are typical chacheteristics of an еріс 
iff em fn general, an itemAvith even one of these 
Ahaticiritcs san epic mag iter, 


дайа bonus on attack Bt damage grestét chan. 
OF Grants an enhancement bonus to. armor, higher 
Ain «s 
үйө эрес! ability with 2 marker pnd rdditier 
pels than + 
rni in armor bonds of greatet than +10 (not includ: 
їр тар: armors enhancement bonus) 
(Gans виша1 armor, deflectión, or resistance bonus 
Grater than 4s. 
Сш an enhancement bong to ал ability” score 
putet than +6 
[рт an enkabebment bonuson 4 RI check 
rarer shan +30, 


Mimic spell of an effective level higher than 
id. 

Has a сф levelaboye 20th 

Нава market rice gbove 200000 gp. пог inelud. 
ng materiáligósts br armor gf weapons, mate 
riolconiporienz ofxperiencs paint based costs, 
oraddítional value Jor intelligen items. 


Ал epicampgic item fr grantj A bonus beyond 
those allowell jn the Déscrow Magen’ Guide has 
bfgher market price than indjédted by the for: 

mulis in the tore rülebooks. 5де Creating Epic 

Magic Items, below for more information, 

Epic nagic items are nor argllaets: They are 
nat unique, though they аге ашу very 
rive, and anyone with the prégetileih creation 
feats can build them (see Chapter 1: Charac 
fers Skills and Feats. 

Eveh ап epic magic item can never grant a 
dodge bonus, and remember that the maxi 
mum inhéteht bonus you can apply to an 
ability score ig «5. You cant create ай epic 
magic шей that uses or mtmicsan epic spell 

see Chapter 2: Epic Spell) Bet ausc these 
spells are sizaply too powerful hold within a 
mortal-créfed item. A major artifact might 
be able to mimic such a spell, however. 


CREATING EPIC 


The process of creating an epic magic item is very similar 
to creating а nonepic magic item. However, certain 
important differences exist, as detailed in this section. 


CASTER LEVEL 
Thanks to metamagic f 
Capac 


ts and the Improved Spell 
feat, spells with an effective level of 10th or 
higher are possible in epic games. Because these spell 
slots aren't automatically gained at a particular level 
like 0- to 9th-level spells are, they dont have a mint 
mum caster level. For this reason, the minimum caster 
level for any spell of toth level or higher is set at 11 + 
spell level. 

For example, a magic item that casts а 10th-level spell 
must have a caster level of at least 21st, while a 17th-level 
spell would have a minimum caster level of 28th. 


PREREQUISITES 
In addition to the materials and tools noted in Chapter & 
Magic Items in the Duxcros Mastexs Guide, any epic 
magic item requires at least wo item creation feats: the 
epic and nonepic version, For instance, an epic staff 
requires the creator to have both Craft Staff and Craft 
Epic Staff 


MARKET PRICE 
Use the guidelines in the Г 5 Guide to 
determine the market price of an epic magic item, with 
one addition: If your item gives a bonus beyond the 
limit allowed in the Dwcrox Masrexs Guide, multiply 
the portion of the market price derived from that charac 
teristic by 10. Some epic characteristics, such as caster 
level, dont trigger this multiplier. 

For example, an ability-boosting item (such as a belt of 
giant strength) normally costs a number of gold pieces 
equal to the bonus squared х 1,000. Thus, з belt of giant 


NGEON MAST! 


PSIONIC ITEMS 
Keep in mird that many of the items presented inthis chapter 
may potentially be reworked as psionic items. For instance, th 
bonuses conferred by weapons and armor, the resistances of 
rings, and the ability boosts of various items can just аз easily 
be conferred by psionic items as magic items, with a тап 
value equal to the magical equivalent. 

Magic items that grant extra spells are trickier to rework for 
that reason, the ring f epic psionic has йз own description in. 
this chapter Use that item as a guideline for building your own 
items that grant extra powers. 


BEHIND THE CURTAIN: EPIC MAGIC ITEM COSTS 
The gold piece cost to create an epic magic item doesr't 
follow the normal rules for creating magic items as given 
the Duco Masrer's Guide. The multiplier on the mark 


strength (+6) costs 1,000 x (6 6), or 36,000 gp. How 
ever, a similar epic belt that granted a «8 enhancem 
bonus to Strength would cost 1,000 x (8 x 8) x 10:0: 
640,000 gp. 

А belt that granted a +8 enhancement bonus t 
Strength and a +6 enhancement bonus to Constitutior 
would cost 640,000 gp for the Strength enhancement 
as calculated above), plus 72,000 gp for the Constit 
tion enhancement (doubled from 36,000 gp because it 
a second, dissimilar power) for a total of 712,000 gp 
Only multiply the epic quality of the item by 10; the 
nonepic quality 
remains the same. 

Of course, if you determine the market price fora 
new epic magic item by comparing it to other epi 
magic items in this book, you dont need to multiply 
the new cost by 10. Its already been done for the exis 
ing epic magic items, 


EXPERIENCE POINT COST 
The experience point cost to create an epic magic item 
is determined differently than for a normal magic item 
For all epic magic items other than scrolls, divide the 
market price by 100, then add 10,000 XP to the result 
The final number is the experience point cost to create 
the item. 

For epic scrolls, divide the market price by 25 (a 
normal for creating а nonepic scroll), then add 1,000 
to the result, The final number is the experience point 
cost to create the epic scroll 

Example: A ring of epic protection 10 has a market prie 
of 2,000,000 gp. The experience point cost to create ibi 
item would be 2,000,000 + 100 (which is 20,000 XP, 
10,000 XP. for a total of 30,00 3 

Example: An epic scroll with a 10th-level spell on it 
such as a quickened antimagic feld, has a market price of 
5,250 gp. The experience point cost to create this scroll 
would be $250 + 25 (which is 210 XP) + 1,000 X 
total of 1,210 XP. 


the Constitution enhancement 


value (and thus the gold piece cost to create the item) places 
epic magic items above the reach of most (if not all) попере 
characters. If a belt of epic strength that granted a +8 enhance 
ment bonus cast only 64,000 gp, then it would be a common. 
possession of most high-level fighters. Because D&D adver. 
tures weren't designed for magic items more powerful thin 
those in the Римском Mesrce's Guide, these items must be 
priced beyond the easy reach of ronepic characters 
Conversely, the experience point cost to create an ep 
magic item would rapicly outstrip the ability of any characte 
to create It if epic items used the same system of experienc 
point costs. The revised system sets even the most basic 


epic item as significant y more costly than any nonepic item, 
but the costs increase at a slower rate than for nonepic 
items. This allows characters to strive to create more power 
ful items. 


MAGIC ITEM 
RIP ON 


ibe following sections, each general type of magic 

such as armor ог scrolls, has an overall description, 
bred by descriptions of specific items, if any. Each 
litem description and table follows the same format 
Б under Magic Item Descriptions in Chapter 8 of 
Doxcro Masten’ Guide. Specific exceptions are 


DOM EPIC MAGIC ITEMS 
time your campaign reaches the point of includ 
Bec magic items as treasure, you probably shouldnt 
jn randomly generated magic items in hoards. 
jl such items aren't unique, their sheer power 
that they simply arent left lying around unused, 


ll come times when you need an epic 
item in a hurry and want to let the dice make the 
lon. In that case, follow this procedure to guide 
selection 


We ible 4-1: Random Epic Magic Item Generation 
Bletermine the specific type of magic item (armor, 
i sll, and so on). (Note that epic potions and epic 
ls do not exist, because potions cant duplicate 
Me «йе; of spells higher than 3rd level, and the 
flor spells carried in wands is 4th level. 
tothe table that corresponds to the type of item 
te in step 1. These tables produce an app 
йет for each type. 
Di the item has been determined, roll d% for its 
qualities The result depends on the type of item 


Shields, Rings, Rods, Staffs, Wondrous Items: 
object is intelligent. 
Something (a design, inscription, or 
provides a clue to the object's function. 
object has no special qualities. 


v lle) 


ТИЙМ. COOPERATIVE EXPERIENCE POINT 


b кэлди magic tem creation rules, the expenence 
[lr constructing epic magic items can prove beyond 
ans most would-be creators. For this reason, the DM 
өне tallow the creators allies to contribute their own 
t ports toward this cost 
Acntibution must be made willingly and without any 
аксе (тарса or otherwise), The XP can only come 
[e FCs, not бот NPCs. Even cohorts or other loyal 
wont contribute experience points in this way. 
orf the tem must contribute at least one-quarter 
E ens tal experience point cost, regardless of the 


Ranged Weapons: 

01-05 The weapon is intelligent. 

06-45 Something (a design, inscription, or the like) 
provides 2 cue to the weapon's function. 

46-100 The weapon has no special qualities. 


Melee Weapons: 
01-20 — The weapon sheds light. 
21-25 The weapon i тейт. 
26-35 The weapon is both intelligent and sheds light. 
36-75 Something (a design, inscription, or the like) 
proves a clue to the weapon's function 
76-100 The weapon has no special qualities. 

4. 1f the item has charges or uses, roll randomly to deter: 
mine how many charges or uses it has (as described 
in Charges, Doses, and Multiple Charges and Uses in 
Chapter 8 of the Ромстох Masrexs Guide 


TABLE 4-1: RANDOM Eric MAGIC ITEM GENERATION 
dX em 
OI-IS — Armor and Shields (Table 4-2) 
16-30 — Weapons (Table 4-9) 
31-50 — Rings (Table 4-18) 
51-60 — Rods (Table 4-19) 
61-75 Scrolls (Table 4-20) 
76-87 Staffs (Table 4-24) 
38-100 Wondrous Items (Table 4-25) 


ARMOR 
Except when otherwise stated in this book, epic magic 
armor and shields follow the rules for magic armor and 
shields given in the Duxetc 
To generate epic magic armor and shields randomly 
first roll on Table 4-2: Armor and Shields, and then roll 
on Table 4-3, Table 4-4, or Table 4-5 as indicated. Use 
Table 4-6, Table 4-7, and Table 4-8 as further indicated. 
There is no limit to the enhancement bonus of epic 
magic armor or shields, to the market price modifier of 
epic magic armor or shield special abilities, or to the total 
enhancement bonus and market price modifier of epic 
magic armor or shields. 


Masten’ Guide 


Epic Armor and Shield Base Price 
To find the base price of an epic suit of magic armor or an 


number of allies who also contribute. For example, if an item 
requires an expenditure of 40,000 XP, the item's creator (the 
character with the requisite item creation feats) must 
contribute at least 10,000 XP. 

This variant will allow characters access to many of the 
most powerful epic magic items described in this book, You 
may choose to limit its use to special circumstances as deter 
mined by the campaign. Also, if you allow PCs to create items 
this way, consider allowing NPCs in your game to use a simi: 
lar system, though this requires a judgment call as to which 
allies of the NPC would willingly contribute experience poi 
to the creation 


Taste 4-2: ARMOR AND SHIELDS 
4% Enhancement Bonus 
@ үт! 

02 lomo 

оз 12 shield! 

04 elamor 
05-06 —3 shield 
07-08 +3 armar? 
09-12. 44 shield? 
13-16 +4anmor* 
17-1 4S shield! 
22-26 +5 armor 
27-30 +6 shield 
31-34 +6 armor 
3538. +7 shield 
33-42 +7 armor 
43-45. 48 shield 
46-48 <8 armor 
49-50. +9shield 

51-52 9 armor 
53-94 <10 shield 
55-56 +Oamer 
57-62 Specific armor or shield 
63-75 Armor with special ability and roll again * 
76-98 Shield with special ability and roll again * 
39 — Epic shied 

100) Epic armor? 

Î Roll also on Dunccon Мастен Guide Table 8-7. Shield 

Special Abilities 

* Roll alto on DuNceow Masrre's Guide Table 8-6: Armor 

Special Abilities 

"Roll on Table 4-8: Specific Epic Magic Armor and Shields 

* Roll on Table 4-6: Armor Special Abilities or Table 4-7: 

Shield Special Abilities, 

Roll оп Table 4-3: Epic Armor and Shields. 


epic magic shield, roll on Table 4-2. Note that the +6 to 
+10 rows apply only to armor and shields that provide an 
enhancement bonus of +6 to +10 or armor and shields 
with a single special ability whose market price modifier 
is +6 to +10, Magic armor and shields with a total effec 
tive bonus of +6 to +10 but that have an enhancement 
bonus of +5 or less and special abilities whose individual 


market price modifiers are +5 or less use Table 8-3 in the 
Duron Masten’ Guide to determine price. 
pic Armor and Shield Special Ability Description: 


Most magic armor and shields only have enhancement 
bonuses. Such items can also have special abilities, such 
as those detailed here and in the Dowczoy Masten’ Guide. 
Armor ora shield with a special ability must have at least 
a +1 enhancement bonus. 

Acid Warding: A suit of armor or shield with this spe 
cial ability normally has a dull gray appearance. The 
armor absorbs the first 50 points of acid damage per 
round that the wearer would normally take (similar to 
the resist elements spell 

Caster Level: 21st; Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, 
elements; Market Price: +6 bonus. 

Cold Warding: A suit of armor or shield with this 
special ability normally has a bluish, icy hue or is 
adorned with furs and shaggy pelts The armor absorbs 


tection from 


TABLE 43: Epic ARMOR AND SHIELDS 


4% ^ Enhancement Bonus. Market Price 
[e] 31,210,000 t 
2239 2 5140000 gp 
re 690,000 2 
55-66 360,000 gp 
67-76 $2,250,000 gp 
71-44 72,560,000 gp 
85-90 71890000 gp 
31-94 240,000 po 
35-97 $5,610,000 gp 
98-39 +500000; 

100 Roll again and add +10 to bonus? ? 


This is cumulative if rolled multiple times. 
For enhancement bonuses higher than +20, the market pice 
modifier is equal to the square of the bonus x 10,000 gp, 


TABLE 4-4: RANDOM ARMOR TYPE 
‘Armor 


Armor Cost 
O1 Padded +155 pp 
02 Leather +160 gp 
012 Hide ELI 
13-27 Studded leather 1175р 

25-42. Chain shit +250 
4з Scale mail? +200 gp 
4 Chainmail? 300 gp 

45-57 Breastplate * Er 
58 Splint mail? E 
59 — Banded ail: +400 gp 
60. Halfplate® 475089 

61-100 Full plate 41650 gp 


All magic armor is masterwork armor (with an armor check 
penalty 1 lower than normal) 

‘Add to enhancement bonus on Table 4-2: Epic Armor and 
Shields to determine total market price. 

Roll d% to determine material 01-70 steel; 71-90 mithral 
91-99 adamantine; 100 other or OM choice, Adjust price 
accordingly 


Taste 4-5: RANDOM SHIELD TYPE 


d Shield Shield Cost 
01-10. Buckler deg 
11-15 _ Shield, small, wooden ? BET 
16-20 Shield, small, steel? +159 ep 
21-30 Shield, large, wooden 3157р 
31-95 Shield, large, steel +170 69 
96-100 Shield, tower +180 Bp 


All magic shields are masterwork shields (with an armor 
check penalty 1 lower than normal) 

Add to enhancement bonus on Table 4-2: Epic Armor and 
Shields to determine total market price. 

Roll 4% to determine material: 01-70 wood; 71-99 dark 
wood: 100 other or DM choice. Adjust price accordingly, 

1 Rall d% to determine material: 01-70 steel; 71-30 mitheal 
51-99 adamantine; 100 other or OM choice. Adjust price 
according 


the first 50 points of cold damage per round that the 
wearer would normally take (similar to the resis cle 
ments spell 

Caster Level: 21st; Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, protection from 
elements; +6 bonus. 

Exceptional Arrow Deflection: This shield functions 
like a shied of arrow deflection (see the Duxctov Masreis 


L6 won Seciat Амит 
Special Abi 
Фен vulnerability (10/42) 
Great nvlnerably 3/23 
Nat 
Add warding 
Cod warding 
reat invlnerabily (20/4) 
Great spell resistance (SR 21) 
Lightning warding 
Soncwardng 
Great чинеа (25/45) 
Сен spel resistance (SR 25) 
Rollo Table 8-6 in the Dunceon 
Mar Gude, then гой арип on this table 
Tol twice on abe 
Divo Матиз Gude 

O9» ol vice again? 
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5 
© 
E 
" 


7 
a 


except that i 
анд spells that require a ranged 
Behind asif it were an arrow. Any time 
rer would normally be struck by a 
нс, he can make a Re 
C20) IF ch 
ement bonus (or a spell level 
Кеси» by that amount. If he 
Bi deflects the attack. The bearer must 
n of the attack and not flat 
ming to deflect a ranged attack d 


an deflect any type of r 


ranged attack has an 
the 
succeed: 


n Craft 
BeAms and Armor, Craft Epic Magic 

Bind Armor, shield, wall of force; Marke 
bonus 


witha draconic or fiery п 
mor absorbs the first 50 р 


would normally take (similar to the 
dens spel 

еши 21st; Prerequisites: Craft Magic 
Han Amor, Craft Epic Magic А 
or, нелеп from elements; Ма 
нта 


erorsbield grants the wearer 
The damage 


Market Price Modifier 


Taste 4-7: SHIELD SPECIAL ABILITIES 
Shield Special Ability Market Price Modifier 
Great invulnerability (10/22) +4 bonus 
Crest ty (15/23) 5 bonus 
Acid warding +6 bonus 
+6 bonus 
6 bon 
+6 bonus 
$6 bonus 
+7 bonus 
n +8 bonus 
Great spell resistance (SR 27) 
Roll on Table 8-6 in the Duwcrow 
Masrex’s Guide, then roll again on this table 


bonus 
bonus 
bonus Fire warding 
bonus 


Great spell resistance (SR 21) 
bonus 
bonus 


Lightning warding 
Great invulnerabilty (25/45) 


bonus Exceptional arrow deflection 


49 bonus 


Roll twice again 


Any 


mpletely reflective 


it automatically reflects the spell back 


at the caster (as the spell turning 


this effect as ction (thus allow 
pells in as desired 
25th; Prerequisites 
Arms and Armor, Craft 
Arms and A\ 


free 
ng beneficial 
Craft Mag 
Epic Mag 
M 
grants the wearer 
The 


SR 23 
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Craft Epic Magic 
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S bonus (SR 


nd Armor 
s (SR 23 


Infinite Arrow Deflection: This shield 


NM 


Guide), though it can 
projectile 
ound. An 


or thrown 
time the bearer 
be struck by a rang: 
е а Reflex saving 


of armor and shields usual 
tly the qualities describ 


considered artifacts before ti 


aware of the attack and not flat 
deflect a ranged weapon doesnt were discover 


Excepti d we 


is crafted of adamantine (and thus b 


Caster Level: 21st; Prere ancement bonus of +3). The armor pr 


dispel checks made against it 


requisites: Craft Magic Arms ani 
Armor, Craft Epic Magic Arms and Armor, greater di 
m, wish or miracle; Market Price: $74,500 g 


armor or shield with thi 
ity normally has a bluish hue and 


lightning motif. The armor absorbs 18,700 XP 
the first 50 points of t wiser ofl Armor of the Abyssal Horde 
damage per round that the wea 2 rimson and black suit of 
would normally take (similar to the ate armor is fashioned 


Caster Level: 21st; P 
wisiles: Craft Magic Arms k like a horned dem 
and Armor, Craft Epic Mag 
Arms and Armor, prot 
Market Price mouth, The armor's c 


The helmet is shaped 


Negating: Immediatel gauntlets are effectively 


fter the wearer of th weapons (1910/19-20) that afl 


mor is hit with a ma the target as if she had bee 


weapon, the armor cast truck by an energy drain sp 


sever tane grading on Ш CE 


the weapon that fired the pro- creature wearing it, These negative 


out of range, the armor does nothing worn and disappear when the armor 
No weapon can be affected by t emoved, The negative levels neve 
armor more than once per d esult in actual level loss, but th 


regardless of the success of th annot be overcome in any way 
dispel check including restoration spells) while ti 


4 Arm 


Acmor, Craft Epic Magic Arn 
yelling: Ma 

Sonic Warding: A 
special ability normall 
absorbs the firs 
round that the wean 
the resis ell 
Caster Level: 21st, Prerequisites С 


Caster Level: 20th; Prerequisites: Craft Magic Arms 
ind Armor, Craft Epic Magic Arms and Armor, creat 
must be evil, energy drain; Market Price: 768,260 gp; С 
ning appearance. Т Create 385, 


This bright slve 
ine and light that it can b 
mal clothing without reve 


tonic damage pe Armor of 


ling its pres 


Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, protect 
elements; Market Price: +6 bonus. 


ough most owners wear it openly and with 


has a maximum Dexterity bonus of 410, n 


dered light armor, and it allows th 
1 (as the fly spell). Fu 


Tante 4-8: брест Epic MAGIC ARMOR AND SHIELDS 
d% Specific Armor or Shield 


250 3 fect (as the spell) which, if dispelled, can bec 
астара action 
ES fine cle tona Сайт Lv: 20th Prerequisites: Craft Magic Armas and 


ft Epic Magic Arms and Armor, creator 
i evil; Marke Price: 616,300 
16160 XE 


оруга! horde. 
91-100. Bullwork of the gre 


Манан of the Great Drago ye shield is 
from the scales of a great wyrm dragon and bears 
ven image of a dragons head. Three times per 
the bearer of the shield can command it to belch 
Jia breath weapon of the appropriate type. The range 
lis breath weapon is 80 feet (if a line) or 40 feet (if a 
Regardless of the type, the breath weapon deals 
joints of damage. 
Маон, the shield provides the bearer with 
nce 50 to the energy type that matches its breath 


JBiletermine what type of dragon shield is found, roll 
фы! consule the following table 


Breath 
Line of acid 
Line of lightning 
ne offre 
Une of lightning 
Une of acid 
Cone offre 


Cone of corrosive (acid) gas 


Cone of fre 
Cone of cold 
Cone of cold 


lr Ld: 20th; Prerequisites: Craft Magic Arms and 
Сай Epic Magic Arms and Armor, protection from 
Marke re: 1,612,970 рр; Cos o Create: 806,570 
lexe 
skin Armor: This «5 full plate arm 
hide of a great wyrm dragon. At the 
IM the armor sprouts enormous dragon wings, 
the wearer to fly at а speed of 90 feet (clumsy 
bil of+ hours each day. The armor also grants 
y1 specific type of energy, based on the color 
ра that supplied the armor. Roll d% on the fol. 
fale 1o determine the color and immunity 


is crafted 


Immunity 
Acid 
Lightning 
Fire 
Lightning. 
4 


Fire 
Acid 
Fire 
Cold 
Wh сы 


the armor takes a -4 circumstance penalty 
checks with dragons, but gains а «4 cir 
bonus on Intimidate checks against dragons. 
Id: 24th; Prerequisites: Craft Magic Arms and 
Epic Magic Arms and Armor, protection fron 
Shepchange; Market Price: 564,550 gp; Cost to 
Dep « 15629 XP. 
Milters Armor: This suit of + 
Hill Armor Class bonus regardless of any form 
Eales (with polymorph self, sha 
pile abilities 


hide armor 


cchange, wild 


Caster Level: 21st; Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, shapechange or 
wild shape ability, Market Price: 400,165 рр; Cost lo Creale 
200.165 gp + 14,000 XP. 

Warlords Breastplate: This +6 mithral breastplate has 
an armor check penalty of -1, a maximum Dexterity 
bonus of +5, and an arcane spell failure chance of 10%. It 
is considered light armor and weighs 15 pounds, It grants 
the wearer a +4 enhancement bonus to Charisma and 
allows the wearer to attract and lead a number of follow: 
ers as if he had the Leadership feat (though this power 
doesnt allow the wearer to attract a cohort). If the wearer 
already has the Leadership feat, this armor has no cumu: 
lative effect on his followers. 

Caster Level: 2tst; Prerequisites: Craft Magic Arms and 
‘Armor, Craft Epic Magic Arms and Armor, charm monster, 
sympathy: M i: 416,200 рр; Сон lo Create: 210,200 
gp + 14,120 XE 


WEAPONS 


Except when otherwise stated in this book, epic magic 
weapons follow the rules for magic weapons given in 
Dusicrow Masrexs Guide 

To generate magic weapons randomly, first roll on 
Table 4-9: Weapons, and then roll on Table 4-10 if neces 
sary. Continue by rolling on Table 4-11 if necessary (to 
determine weapon type), and then refer to 
the tables that follow Table 4-11 as indicated. 

There is no limit to. 
ment bonus, to the market price modifier of an epic 
magic weapon special ability, or to the total of an epic 
magic weapons enhancement bonus and market price 
modifier. 


ır more of 


epic magic weapons enhance 


ріс Weapon Base Price 


To find the base price of an epic magic weapon, roll on 
Table 4-9. Note that the +6 to +10 rows apply only to 
weapons that provide an enhancement bonus of +6 to 
+10 or weapons with a single special ability whose 
market price modifier is +6 to +10, Magic weapons 
with a total effective bonus of +6 to «10 but that have 
an enhancement bonus of +5 or less and special abili 
ties whose individual market price modifiers are +5 or 
less use Table 8-10 in the Ромстох Masts Guide to 
determine price. 


Epic Weapon Special Ability Descriptions 


Most magic weapons only have enhancement bonuses 
They can also have special abilities, such as those 
detailed here and in the Duxceox Masres’s Guide. A 
weapon with a special ability must have at least a «1 
enhancement bonus. 

Acidic Blast: On command, an acidic blast weapon 
drips a potent acid (though this deals no damage to the 
wielder). On any hit, this acid splashes the creature 
struck, dealing +346 points of bonus acid damage. On а 
successful critical hit it instead deals +646 points of acid 
damage (or +9d6 if the critical multiplier is x3, or +1246 


TABLE 4-9: Weapons 


Enhancement Bonus Market Price 

3 *2000 ge 
E 25.000 gp 
33 18000 gp 
c 232000 gp 
2s 450,000 gp. 
= +720,000 gp 
a 3580,00 gp 
E 1,280000 gp. 
59 21,620,000 gp 


ло 72,000,000 gp 
Specific weapon? 
Melee weapon with special ab ity and roll again 
Ranged weapon with special ability and roll again 
Roll on Table 4-10 
This price is for $0 arrows, crossbow bolts, or sling bullets 
Ste Table 4-17: Specific Weapons. 
? See Table 4-15: Melee Weapon Special Ablities for melee 
weapons or Table 4-16: Ranged Weapon Special Abilities for 
ranged weapons. 


Taste 4-10: Epic Weapons 


4% Enhancement Bonus Market Price 
olan ait 32420000 gp 
22039 010 32380000 p; 
бы cn 53380000 gp 
55-66-14 2352000 gp 
S36 215 34,500,000 gp 
7-84-16 5,120000 ge 
aem 217 15780008 
3M 18 5643000062 
3») 19 21220000 ge 
98-99-20 


КА 
100 Roll again and add +10 to bonus : 
This is cumulative # rolled multiple times. 

For enhancement bonuses higher than +20, the market price 
modifier is equal to the square ofthe borus x 20,000 gp, 


if the critical multiplier is x4). Bows, crossbows, and 
slings with this special ability bestow the bonus acid 
damage upon their ammunition. 

Caster Level: 21st; Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, acid fog 
Market Price +6 bonus. 

Chaotic Power: A weapon of chaotic power is chaot 
ically aligned and infused with the power of chaos. 
When it strikes a lawful target, this power erupts forth 
and deals +346 points of bonus chaotic damage to the 
target, and the target gains one negative level (Fort 
tude DC 23 to remove 24 hours later), On a successful 
critical hit it instead deals +646 points of chaotic 
damage and bestows two negative levels (or +946 and 
three negative levels ifthe critical multiplier is x3, or 
+1246 and four negative levels if the critical multiplier 
is x4). 

The weapon bestows three negative levels on any 
lawful creature attempting to wield it. These negative 
levels remain as long as the weapon is in hand and disap- 
pear when the weapon is no longer wielded. These neg 
tive levels never result in actual level loss, but they 
cannot be overcome in any way (including restoration 
spells) while the weapon is wielded. Bows, crossbows, 


TABLE 4-11: WEAPON TYPE DETERMINATION 
dX Weapon Type 
01-70 Common melee weapon (toll on Table 4-12) 
71-80 Uncommon melee weapon (‘ell on Table 4-13) 
31-100. Ranged weapon (rll on Table 4-14) 


Taste 4-12: COMMON MELEE WEAPONS 


Weapon Weapon Cost 
Dagger ET 
Greataxe 320 gp 
Greatsword E 
Kama 3302 gp 
Longsuord E 
Mace, ight 1305р 
Mace, heavy EU 
Nunchaku +302 gp 
Quarters! +600 gp 
Rapier +320 gp 
Scimitar $315 5p 
Shortspear 5302 gp 
Siangham #303 gp 
‘Sword, bastard 2335 gp 
Sword, short $3109 
Могае, dwarven 1330 gp 

‘All magic weapons are masterwork weapons, 

For weapons normally made of steel, roll 0% to determine 


material 01-85 steel; 86-99 adamantine; 100 other or ОМ 
Choice. Adjust price accordingly 

‘Add to enhancement bonus on Table 4-9; Weapons to dete 
‘mine total market price. 

? Masterwork double weapons incur double the masterwork 
cost to account for each head (-300 gp masterwork cost per 
head for a total of +600 gp). Double weapons have separate 
bonuses for their different heads, I randomly determined, the 
second head of a double weapon has the same enhancement 

nus as the main head (01-50 on d), doubling the cost of 
bonus, or its enhancement bonus is one less (51-100 on 
4%) and it has no special abilities, 


and slings with this special ability bestow the chaotic 
power upon their ammunition. 

This special ability does not stack ith the chaotic spe 
cial ability described in the Duero Masten’ Guide 

Caster Level: 215t, Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, word of 

d Price: +8 bonus 
tant Shot: A distant shot w 
against any 
range 

Caster Level: 21st: Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, discern loa 
tion; Market Pre: +6 bonus. 

Dread: A dread weapon excels at attacking one type of 
creature. Against its designated foe, its effective enhance 
ment bonus is +4 better than its normal enhancement 
bonus (so а +3 dread longsuond is a +7 langaword against їз 
foe). Further, it deals +4d6 points of bonus damage 
against the foe, and if it scores a successful critical hit 
against the foe, that creature must make a Fortitude save 

DC 27) or be destroyed instantly and turned to dust. 
This even affects creatures immune to critical hits or 
death magic.) To randomly determine a dread weapor's 
designated foe, roll on the following table. 


pon can be used 
target within line of sight at no penalty for 


Aberrations 
Animals 
Beasts 
Constructs 
Dragons 
Bementals 


‘Outsiders, chaotic 
‘Outsiders, evil 
Outsiders, good 
‘Outsiders, lawful 
Pants 
Sapechangers 
Undead 

Vermin 
Humanolds (roll 
on huma 


table. 
= 


Monstrous 
humanoids 


ores, 


Humanoid Subtype 
"Aquatic (includes aquatic elf, izardfok,locathah, 
ой, sahuagin] 


Goblinod (includes bughear, goblin, hobgoblin) 
Hating 


йерййап (includes kobold, lizardfolk, roglodyte) 
(Gre (includes halfcorc) 


ind; Prerequisites: Craft Magic Arms and 
Сай Epic Magic Arms and Armor, summo 
[Кии Price +7 bonus. 
ancing: An everdancing weapon is much like a 
King Weapon, though it can be loosed with a free 
ОМ] fight as long as desired. It ean move up to 
amy from its owner. Its owner can instruct it to 
Da different target as а move-equivalent action. If 
rendered unconscious or otherwise unable to 
fly twill fight the same opponent as long as that 
jis conscious and wi 
ing weapon can grasp it again as a free action 
itis within. 
ll 23nd; Prerequisites: Craft Magic Arms and 
(бай Epic Magic Arms and Armor, animate objets 
тс +8 bonus. 
Blast: On command, a fiery blast weapon is 
in fire (though this deals no damage to the 
Onany hit, this fire engulfs the creature struck 
le points of bonus fire damage. On a success 
al hit instead deals +646 points of fire damage 
[Î Se critical multiplier is x3, or +1246 ifthe crit 
lile is x4). Bows, crossbows, and slings with 
lability bestow the bonus fire damage upon 


in range. The owner of an. 


Prevequ 
fagic Arms and Armor, fi 


tes: Craft Magic Arms and 
Il Market 


Тоне: А weapon of holy power is good aligned 
d with holy power. When it strikes an evil 
[ls power erupts forth and deals +346 points of 
Шу (good) damage to the target, and the target 
дерине level (Fortitude DC 23 to remove 24 


Taste 4-1: 

dx 

0-03 

04-07 

05-10 

11-12 

1316 

17-19 

EY] 

zn 

24-26 

27-31 

335 

3e 

335 

041 

4243 

45 

46-48 

48-51 

у-и 

55-56 

57-58 

5-6 

52-63 

[rj 

66-67 

6870 Morningstar 

т-72 Net 

73-14 Pick, heavy 

75-16 Pick, ight 

77-78 Ranseur 

79-30 Sap 

31-32 Scythe 

38-88 Shuriken 

35336 Sickle 

37-89 Sword, wo bladed ” 

90-91 Тибет 

92-94 Urgrosh, dwarven ? 

95-97 Warhammer 

98-100 Whip 

All magic weapons are masterwork weapons. 

For weapons normally made of steel, roll 4% to determine 
material: 01-85 steel: 86-99 adamantine; 100 other or OM 
choice. Adjust price accordingly. 

Add to enhancement bonus on Table 4-9: Weapons to deter: 
mine total market price. 

Masterwork double weapons incur double the masterwork 
cost to account for each head (+300 gp masterwork cost per 
head for a total of «600 go). Double weapons have separate 
bonuses for their different heads. If randomly determined, the 
second head of a double weapon has the same enhancement 
bonus as the main head (01-50 on 4%), doubling the cost of 
the bonus, or its enhancement bonus is one less (51-100) and 
it has no special abilities. 


NCOMMON МЕ WEAPONS 


Battlene 
Chain, spiked 

Cub 

Crossbow, hand 
Crossbow, repeating 
Dagger, punching 
Falehion 

Fail. die? 

Рай. heavy 

нй, light. 

Gauntlet 

Gauntlet, spiked 

Саме 

Greatclub 

Guisarme 

Halberd 

Hammer, gnome hooked » 
Hammer ight 


hours later). On a successful critical hit it instead deals 
+646 points of holy (good) damage and bestows two neg: 
ative levels (or +946 and three negative levels if the crit 
cal multiplier is x3, or +1246 and four negative levels if 
the critical multiplier is x4 

The weapon bestows three negative levels on any evil 
creature attempting to wield it. These negative levels 
remain as long as the weapon is in hand and disappear 
when the weapon is no longer wielded. These negative 


TABLE 4-14: RANGED WEAPONS 


d% _ Weapon Weapon Cost 
Ammunition 

Arrows (50) 350 gp 

Bolts, crossbow (50) ET 

31100 Bullets, sling (50) 1350р 

TIS. Ае, theowing E 

16-25 Crossbow, heavy +3509 

26-35. Crossbow light 1335р 

36-39 -300рр5зр 

40-47 $301 gp 

42-46 330 gp 

47-5) 3375 ep 

52-56 composite 7450 Ep 
(G1 Str bonus} 

57-61 Shortbow, mighty composite +52540 
(52 Str bonus) 

СЯ +300 go. 

66-75 Longbow E 

76-80 Longbow, composite 400 gp. 

81-85 Longbow. mighty composite. 2500 gp. 
(41 Str bonus} 

36-90 Longbow, mighty composite +600 gp. 
(52 Str bonus) 

91-95 Longbow mighty compose. 370089. 
(53 Str bonus) 

96-100 Longbow, mighty composite E 


(+4 Str bonus) 

All magic weapons are masterwork weapons. 

Add to enhancement bonus on Table 4-9: Weapons to deter. 
mine total market price. 


levels never result in actual level loss, but they cannot 
be overcome in any way (including restoration spells) 
while the weapon is wielded. Bows, crossbows, and 
slings with this special ability bestow the holy power 
upon their ammunition. 

This special ability does not stack with the holy special 
ability described in the Duxcroy Masrra Guide 

Caster Level: 23rd; Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, holy word 
Market Price: +8 bonus. 

Icy Blast: On command, an icy blast weapon is 
sheathed in icy cold (though this deals no damage to the 
wielder), On any hit, this cold washes over the creature 
struck, dealing +346 points of bonus cold damage. On a 
successful critical hir it instead deals «646 points o 
damage (or +9d6if the critical multiplier is x3, or «1 
the critical multiplier is х4). Bows, crossbows, and slings 
with this special ability bestow the bonus cold damage 
upon their ammunition. 

Caster Level: 215t; Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, cone of cold; 
Market Price: +6 bonus. 

Lawful Power: A weapon of lawful power is lawfully 
aligned and infused with the power of law. When it 
strikes a chaotic target, this power erupts forth and deals 
4346 points of bonus lawful damage to the target, and the 
target gains one negative level (Fortitude DC 23 to 
remove 24 hours later). On a successful critical bir ir 
instead deals 646 points of lawful damage and bestows 
two negative levels (or +946 and three negative levels if 


TABLE 4-15: MELEE WEAPON SPECIAL ABILITIES 


‘Special Ability Market Price Modifier 

Acidic blast +6 bonus 
Fiery bi 46 bonus 
ley blast 36 bonus 
Lightning blast +6 bows 
Mighty disruption +6 bonus 
Sonic blast +6 bonus 
Dread +7 bonus 
Chaotic power +8 bonus 
Everdancing +8 bonus 
Holy power +8 bonus 
Lawful power #8 bonus 
Unholy power 48 bonus 


Roll оп Table 8-6 in the DUNcEON 
Masrss's Guide, then roll again on this table 
Roll twice on Table 8-6 in the DUNGEON 
Махта Guide 
98-100. Roll twize again? 
‘Add to enhancement bonus on Table 4-9: Epic Weapons to 
determire total market price. 
If you roll a special ability wice, only one counts. If you rll 
two versions of the same special abili, use the beter 


9097 


the critical multiplier is x3, or 412d6 and four n 
levels if the critical multiplier is x4) 

The weapon bestows three negative levels on any 
chaotic creature attempting to wield it, These negative 
levels remain as long as the weapon is in hand and disap 
pear when the weapon is no longer wielded. These пер 
tive levels never result in actual level loss, but they 
cannot be overcome in any way (including restoration 
spells) while the weapon is wielded. Bows, crossbows 
and slings with this special ability bestow the lawful 
power upon their ammunition. 

This special ability does not stack with the lawful spe 
cial ability described in the Duxcrox Masrrrà Guide. 

‘Caster Level: 23rd; Prerequisites Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, dictum Mari 
Price: +8 bonus. 

Lightning Blast: On command, a lightning blast 
weapon crackles with electrical energy (though this 
deals no damage to the wielder), On any hit, lightning 
coruscates around the creature struck, dealing +346 
points of bonus electricity damage. On a successful crit 
ical hit it instead deals +646 points of electricity damage 
ог +946 if the critical multiplier is x3, or +1246 if the 
critical multiplier is x4). Bows, crossbows, and slings 
with this special ability bestow the bonus electricity 
damage upon their ammunition. 

Caster Level: 24st; Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, lightning boll 
Market Price: +6 bonus. 

Mighty Disruption: Like the weapon of disruption, 
this type of weapon is the bane of all undead. Any 
undead creature struck in combat must succeed at a For 
чїшде save (DC21) or be destroyed. A weapon of mighty 
disruption must be a bludgeoning weapon. (If you roll 
this property randomly for a piercing or slashing 

‘weapon, reroll 

Caster Level: 21st; Prerequisites: Craft А 


agic Arms and 


4-16: RANGED WEAPON SPECIAL ABILITIES 
Special Ability Market Price Modifier 
Acidic blast 46 bonus 
Distant shot +6 bonus 
Fiery blast +6 bonus 
loy blast +6 bonus 
Ughtning blast +6 bonus 
Sonic blast +6 bonus 
Tiplethrow +6 bonus 
Чет accuracy 
Dread 
Chaotic power 
Holy power 
Lawful power 
Unholy power. 
Roll on Table 8-6 in the Dun 
Mast’ Guide, then roll again Г 


Roll twice on Table 8-6 in the Duncion 


HH Hall twice again 
Ito enhancement bonus on Table 4-9: Weapo: 


ice, only one counts. If you rol 
е special abii, use the better 


Jj ut pic Magic Arms and A 
rk ha bonus 

nic Blast: On command, a sonic blast 
Semis а low thrumming hum f 
hiis deals no damage to the 

On any Һи, this becomes a 

enous roar that deals «3de 
bonus sonic damage to the 


ie stuck Ona successful crit 
Bins deals +646 points of 
lupe or d 

lb or «ade ifthe 


Ши 21st; Prerequisites: Craft 
ms and Armor, Craft Epic Chu 
итв and Armor, shout; Market 
bons 

Throw: This special ability can only be placed 
lion that can be thrown. (If you roll this prop 

Мапу for a weapon that cannot be thrown, 
WA tiple throw weapon creates two duplicate 

when thrown. Both the original and 
de weapons attack separately (at 

bois), Regardless of the success of any of 
fics, the duplicates immediately disappear 
rack is completed. 

es on damage due to accuracy or precision. 
Bi hose from sneak attacks, the 
favored en 


y bonus) apply only 
weapons damage, not to the duplicates 

Il 21st; Ретин Craft Magic Arms and 
(Сай Epic Magic Arms and Armor, sh 
л 


Taste 4-17: SPECIFIC WEAPONS 
dX Specifc Weapon Market Price 
235,380 gp 
462,600 gp 
478335 gp 
770310 gp 
1,000312 gp 
1,856,500 gp. 
2,900,400 gp. 
3,580,308 gp 
4,025,350 gp 
35g 
4620315 gp 
veruhiding chain 220,325 gp 
Unerring Accuracy: A weapon of unerring accuracy 
negates any cover or concealment bonuses (short of total 
al concealment) of its target. 

Craft Magic Arms and 

ms and Armor, true seeing: 


el: 21st; Prerequisites 
Armor, Craft Epic Magic 
Market Price: +6 b 

Unholy Power: A weapon 


unholy power is evilly 
wer. When it 
and deals 


evil) damage to the 


d blessed with unholy р 
strikes a good target, this power erupts f 
3d6 points of bonus unholy 

target, and the target gains one negative level (For 
titude DC 23 to remove 24 hours later 


cessful er stead deals +6d6 points of 


evil) damage and bestows two пера 


tive levels (or +9d6 and three negative 


B levels if the critical multiplier is x3. 
or +1246 and four negative levels if the 
The weapon bestows three negative levels 
attempting to wield it 


ain as long as the 
nd and disappear when the 
ger wielded. These negative 
sult in actual level loss, but they 
in any way (including restora 
tion spells) while the weapon is wielded. Bows, cross- 
cial abili 
гу does not stack with the unholy spe 

cribed in the Duncrow Masten’ Guide 
Caster Level: 2: х Craft Magic Arms and. 
Epic Magic Arms and Armor, unholy word 

8 bonus. 


bows, and slings with this s bestow the 


This special ab 


wing specific weapons usually are precon 
ed with exactly the qualities listed here. The only 
е between these items and some of the arti 
ned later in this chapter is that the proce 


Backst 


sneak attack damage. If the wielder 


Armor, Craft Epic Magic Arms and Armor, inflict moderate 


wounds; Market Price: 770310 gp; Cost io Create: 385,310 gp. 
+ 1700XP. 

Chaosbringer: This +6 greataxe of chaotic power 
grants its wielder the ability to fly into а rage (identical 
to a barbarian’s rage) once per day (or one additional 
time per day if the wielder already has the rage class 
feature) If the wielder has the greater rage class feature, 
the weapon also grants the wielder the Incite Rage 
epic feat. 

Caster Level: 23rd; Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, emotion, mass 
charm; Market Prize: 4,025,350 gp; Cost lo Crate 2,012,850 
gp + 50,250 XP. 

Elven Greatbow: In the hands of any nonelf, this bow 
performs only as a +2 composite longbow. In the hands of 
an elf, this weapon functions as a +5 mighty composite 
longbow of unerring accuracy. Из pul? (the Strength bcnus. 
of its mighty aspect) matches its elven wielders current 
Strength at all times. Furthermore, any arrows loosed 
from the bow are considered keen, regardless of the 
enhancement bonus of the arrow fired 

Caster Level: 23rd; Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, bulls 
strength, keen edge, rue seeing; Market Price: 2,900,400 gp. 
Costo Create: 1450,00 gp + 39,400 XP. 

Everwhirling Chain: This +4 defending 

4 chain of speed continuously twitch 
ег» hands, as if ir is ready to spring to the 
attack (or defense) of its own accord. The 
wielder of the everwhirling chain can use it to 
make any number of attacks of opportunity 
per round (as if he had the Improved Combat 
Reflexes feat). 

Caster Level: 23nd; Prerequisites: Craft Magic Arms 
and Armor, Craft Epic Magic Arms and Armor, 

bjects haste, shield (or shield of faith); Market 
10,325 gp: Cost fo Create: 2,610,325 gp + 


erdancing 


52,200 XP. 


aldeath: This +5 undead dread ghost tou 
momingitar also grants its wielder immunity to 
energy drain attacks. Furthermore, if its 
wielder is capable of turning undead, he gains 
the Positive Energy Aura feat. 

Caster Level: 22nd; Prerequisites: Craft 
Magic Arms and Armor, Craft Epic Magic 
Arms and Armor, negative energy prot 
plane shift, summon monster IX, creator 
must be able to turn undead; Market Pri 

1 lo Create: 1,790,308 gp. 


Gripsoul: This terrible weapon is 
enruned with green, glowing sigils 
and is set with a jet-black pearl on the 
crossguatd. Gripioul is а ~6 keen lo 
sword, but instead of dealing additional damage on a 
critical hit, the weapon imprisons the victim in a gem 
set in the pommel of the sword as per a Finding spell 
heightened to 1éth level (DC 30), The same is true of 


Са 


any blow that would otherwise kill a foe or knock him 
unconscious. Only one creature can be so held, bur the 
wielder can release the bound soul at any time with 1 
command word 

(Caster Level: 27th; Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, binding 
Market Price: 1,856,500 gp; Cost to Create: 934,500 gp + 
28,440 XP. 

Holy Devastator: In the hands of any character 
other than a paladin, this sword performs as a «3 oly 
longsword, In the hands of 2 paladin, this weapon func 
tions as a +7 longsword of holy power and grants а +5 
sacred bonus on the wielders saving throws against 

spells with the evil descriptor or spells cast 

by evil characters. Ifthe paladin wielder 

smites evil with the holy devastator, she 

adds twice her paladin level to damage 
(rather than her paladin level 

Caster Level: 23rd; Prerequisites: Craft 
Magic Arms and Armor, Craft Epic Magic 
Arms and Armor, holy aura, holy smile, holy 
word; Market Price: 4,620,315 gp; Сон lo Cra 
2310315 gp + 56,200 XP. 

ice of Ruin: This 47 heavy mace ignores the 
hardness or damage reduction of any object or 
creature it strikes, Furthermore, the weapon can 
deal critical hits to objects and constructs as if they 
were living creatures. 

Caster Level: 215t; Prerequisites: Craft Magic Arms 

and Armor, Craft Epic Magic Arms and Armor, 
disintegra 1 Price: 1,000,312 gp; Cos li 
Create: 500,312 gp + 20,000 XP. 

Quarterstaff of Alacrit 
+5 quartensaff of speed have 


Both ends of this 
al enhancement 
and special powers, meaning that it allows an addi: 
tional attack with each end every round, While the 
quarterstaf of alacrity is held, it grants its wielder a 45 
resistance bonus on Reflex saves, It also deflects ranged 
weapons as ifthe wielde had the Deflect Arrows and 
Infinite Deflection feats 

Caster Level: 21st; Prerequisites: Craft Magic Arms and 
Armor, Craft Epic Magic Arms and Armor, protection rom 
arrows, shield; Market Price: 462,600 gp; Cost to Create 
231,600 gp + 14,620 XP. 

Souldrinker: This +5 bastard suoni bestows 24 neg 
tive levels on its target whenever it deals damage, just 
if its target had been struck by the energy drain spell. 
Each negative level bestowed grants the wielder 5 tem: 
porary hit points. One day after being struck, ће subject 
must make a Fortitude save (DC 25) for each negative 
level or lose a level. If this swords power causes а char. 
acter to have negative levels at least equal to her current 
level, the character is instantly slain and the wielder 
gains an additional 10 temporary hit points. Temporary 
hit points gained from this weapon last for a maximum 
of hou: 

Caster Level: 21st; Prerequisites: Craft Magic Arms and 
‘Armor, Craft Epic Magic Arms and Armor. Spell Focus 


tumancy), energy drain; Market Price: 4 
fre 239,315 gp + 14,780 ХР. 
Sormbrand: This +4 thundering shocking burst great 
[їй its wielder ro fly at will (as the fly spell). Fur 
ore, the wielder can move normally (including 
Jeren in the strongest winds. When the weapon is 
the wielder gains electricity resistance 30 and 
resistance 30 
fait Level: 21st; Prerequisites: Craft Magic Arms and 
Craft Epic Magic Arms and Armor, bli 
cal lightning or lightning bot, control winds, fy 
Von from elements; Market Price: 235,350 gp: Cost lo 
17/850 gp + 12,350 XP. 
[holy Despoiler: 1n the hands of any character 
than a blackguard, this sword performs as a +3 
Wlongsword. In the hands of a blackguard, this 
Wn functions as a +7 longswond of unholy power and 
аз profane bonus on the wielder’s saving throws 
spells with the good descriptor or spells cast by 
сег, Ifa blackguard wielder smites good with 
ill desler, she adds twice her blackguard level to 
(ther than her blackguand level 
level: 23rd; Prerequisites: Craft Magic Arms and 
Сай Epic Magic Arms and Armor, blasphemy, 
ai, unholy blight; Market Price: 4,650,315 gp; Cost 
ble 2325,315 gp + 56,500 XP. 


335 рр; Cost 


Tips bestow vast powers on their wearer, usually 


ly Few rings have command words or charges. 


Descriptions, 
M pi rings are described below 
int Law: The wearer of this blue-black ring is 
ysheathed in a shield of law effect. It bestows 
уе level on any chaotic creature that puts it 
I negative level remains as long as the ring is 
and disappears when the ring is removed. This 
level never results in actual level loss, but it 
be overcome in any way (including restoration 
(ble the ring is worn, 
vt: tsth; Prenquists: Forge Ring, Forge Epic 


ВОМС ITEM 
| Fic Psionics: This special crystal ring comes in a 
ре useful only to psionic characters (characters 
Ir power points per day). The wearer's total power 
pet dy are increased, depending on the ring. The 
ted are not bonus points—while the ring is worn, 
Bil icreases the wearers points per day, but a night's 
id before gaining access to the increased power 
i dy total. (Power points are not actually stored in 
н would be the case for a crystal capacitor. instead, 
its power points by magnifying the manifester's 


‘Taste 4-18: Eric RINGS 

dX Ring Market Price 
01-08 — Unvenal elemental resistance, major 216,000 gp 
08-13 Elemental immunity (гов) 240,000 gp 
14-15 — Elemental immunity (cold) 240,000 gp 
19-23 Elemental immunity (десей) 240,000 gp 
24-28 — Elemental immunity (fre) 240000 gp 
25-33 Elemental immunity (sonic) 240,000 gp 
3438 Adamant low 250,000 gp. 
38-43 Chootc fury 250,000 gp 
44-48 — Epic witordey (V) 250,000 gp 
49-53 — ineffable evi 250,000 gp 
$58 — Virtuous good 250,000 gp 
59-63 — Rapid healing 300,000 gp 
64-68 300,000 gp 
69-72 360,000 gp 
73-76 400,000 gp 
77-80 490,000 gp 
sn 600000 gp 
4-86 640.000 gp 

87-89 720,000; 

90-92 210,000 
93-95 980,000 gp 
1,280,000 gp 
1,620,000 gp 
2,000,000 gp 

2,160,000 


Epic wizardry (V) 
тотып 

Epic wizardry (VII) 
Weoponbreoking 

Epic wizardry (УШ) 

Epic protection +6 

Epic wizardry (X) 

Epic protection +7 

Epic protection +8 

Epic protection +9 

Epic protection +10 

Universal elemental immunity 


constantly sheathed in a cloak of chaos effect. It bestows 
one negative level on any lawful creature that puts it on, 
The negative level remains as long as the ring is worn 
and disappears when the ring is removed. This negative 
level never results in actual level loss, but it cannot be 
overcome in any way (including restoration spells) while 
the ring is worn. 

Caster Level: 15th; Prenquistes Forge Ring, Forge Epic 
Ring, cloak of chaos, creator must be chaotic; Market Price: 
250,000 gp. 

Elemental Immunity: This plain adamantine band 
continually provides the wearer with immunity to a 
single type of energy: fire, cold, electricity, acid, or 
sonic. The wearer takes no damage from the energy of 
the specific type. 


А ring of epic psionics V increases the wearer's daly power 
points by 43 points, a ring of epic psionics VI grants 63 power 
points, a ring of epic psioncs VI grants 87 power points, a ring 
of epic ponia VII grants 115 points, and a ring of epic ponies 
IX grants 147 power points 

Manifester Level: 23rd (epic psionics V), 26th (epic psionics 
Vi). 29th (epic psionies VII), 32nd (epic psionics VIII, 35th 
(epic psionies IX): Prerequisites: Craft Universal Item, Craft 
Epic Universal Item, great emulation; Market Price: 250,000 
Ер (epic psionics V), 360,000 gp (epic psionis VI), 490,000 gp. 
(epic psionics УП), 640,000 gp (epic psionics VIII), 810,000 gp 
(epic psionics IX) 


Caster Level: 20th; Prerequisites: Forge Ring, Forge Epîc Caster Level: 20th; Prerequisites: Forge Ring, Forge Epic 
Ring, protection from elements; Market Price: 240,000 gp. Кіпр, iron body; Market Price: $00,000 gp. 

Epic Protection: This ring offers continual magical Карі Healing: The wearer of this ring of bone 
protection in the form of a deflection bonus to Armor ing wearer fast healing 3. It must be worn 
Class of +6 or higher. b nd if removed 

Caster Level: 20th: Prerequisites: Forge Ring, Forge Epic іе will not function again until it has been worn for 24 
Ring, shield of faith, creators caster le 1 be three hours by the same individual 
times the ring’s bonus; Market Pri 0 gp (+6 Caster Level: 20th; Prerequisites: Forge Ring, Forge Epi 

(0,000 gp (+7), 1,280,000 gp (+8), 1,620,000 gp Ring, regenerate; Market Price: 300,000 gp. 

000,000 gp («10 Sequestering: This crystalline ring becomes invisible 

Epic Wizardry: Like the ring of wizanlry this spe when worn. Upon command, the wearer gains the ben: 
ial ring comes in a variety of types useful efits of a sequester spell (though she does not 
only to arcane spellcasters. The become comatose as normal for the spell 
wearers arcane spells per day are Caster Level: 20h; Prerequisites: Forge 
doubled for one particular spell Ring, Forge Epic Ring, кешент; Market 
level. An epic ring of wizardry V Price 300,000 gp. 
doubles sth-leve! spells, an epic Universal Elemental Immunity: 

айу VI doubles th This ring appears to be fashioned 

level spells, an epi ring from four lengths of pure e 
y VII doubles 7th-level ment acid, f 
spells, an epic ring of wizardry The stone set 


е its powers activa 


cold, electric 
n the b 
VILI doubles sth-Level spells, а rumble like distant thunder 
and an epic ring of wizaniry IX 

doubles 9th-level spells. Bonus 


once every day. When worn it 
functions as a ring of elemental 
immunity forall types of energy 
fire, cold, electricity, acid, and 
лисе are not doubled. sonic. The wearer takes no damage 
Санет Level: 23rd (epic v from energy of any of these types, 
aster Level: 20th; Р 
Ring, Forge Epic Ring, p 
ments; Market Pre: 2,160,000 gp. 
Universal Elemental Resistance, Major: This 
к i functions as а ring of major elemental resistance for all 
y VI), 490,000 gp еріс wizardry VII) 640,00 types of e fire, cold, electricity, acid, and sonic 
810000 gp (¢ iX n the wearer would normally take such damage 
Ineffable crimson ring is subtract 30 points of damage per round from the 
constantly she ject. It bestows amount before applying. 


spells from high ability scores, 


school specialization, or any other 


26th (epic wizardry VI) 
атту УШ), 32nd (epic wizardry УШ, 
35th (еріс wizardry IX); Prerequisites: 
Forge Ring, Forge Epic Ring, wish 
Market Price: 250,000 gp (e y V). 360,000 gp 


requisites: Forge 
tion from d 


Rings Univer 
Elemental тти) 


one negative level on any ge that puts it on. Caster Level: 20th; Prerquistes: Forge Ring, Forge Epic 
The negative level remains as long as the ring is worn Ring, protection from elements; Market Price: 216,000 gp; 
and disappears when the ring is removed. This negative Сон lo Create: 108,000 gp + 12,160 XP. 
level never results in actual level loss, but it cannot be Virtuous Good: The wearer ofthis pure golden ring is 
lls) while constantly sheathed in a holy aura effect. It bestows one 
negative level on any evil creature that puts it on. The 
mains as long as the ring is worn and di 
the ring is removed, This negative level 
250,000 gp. never results in actual level loss, but it cannot be over: 
Ironskin: This plain band of black iron grants its соте in any way (including restoration spells) while the 
wearer damage reduction 10/55. 


‘overcome in any way (including restoration spe 


the ring is worn. 
Caster Level: 15th; Prerequisites: Forge Ring, Forge Epic 
Ring, unholy aura, creator must be evil; Market Price: — appears when 


NONEPIC MAGIC ITEM This is а nonepic magic item. 
Universal Elemental Resistance, Minor: This ring fun Coster Level: 15th; Prerequisites: Forge Ring, protection from 

as a ring of minor elementol resistance forall types of energy: elements: Mork 

fire, cold, electricity, acid, and sonic. When would 

normally take such damage, subtr 

round бот the amount before app 


[air Lei: 15th: Prerequisites: Forge Ring, Forge Epic created. See the Siege Engines section in Chapter 5 of 
j holy aura, creator must be good; Market Price: ће Dusctos: Mares Guide for more information. 
BNO gp Cost to Create: 125,000 gp + 12.500 ХР. Transmute Rock to Mud: This power can be used three 
Feponbreaking: A ring of weaponbreskingis identical times per day (caster level 24th, save DC 
hc ironskin, and has one additional power. Any Caster Level: 24th; Prerequisites: Craft Rod, Craft Epic 
Bon that successfully strikes the wearer must also Во, Craft Magic Arms and Armor, Bisby’ clenched fist 
lta Fortitude saving throw (DC 20) or be shattered  passwall, Rary’s telepathic Pond, transmute rock to mud 
M Market Price: 447,745 рр; Cost lo Create: 224,025 gp + 
ir Lo: 20th; Prerequisites: Forge Ring, Forge Epic 14,474 XP. 
i ion body, shatter; Market Price: 600,000 gp; Cost о Epie Absorption: Like a rod of absorption, this rod 
0000 gp + 16,000 XP draws single-target or ray spells and spell like abilities 
into itself, nullifying the effect and storing the poten: 
5 tial spell levels until the wielder releases the energy in 
ke their nonepic counterparts, еріс rods run the the form of spells of her own. Spells of any level 
Juil magical configurations and qualities including those boosted beyond 9th level by metam 
agic) can be absorbed, although epic spells cannot. The 
rod absorbs a maximum of 150 spell levels and can 
кс. Market rice thereafter only discharge any remaining potential it 
tune ШИШИ sighs have, The rod canner be recharged 
леты 29700055 Caster Level: 23rd; Prerequisites: Craft Rod, С 
The рай 306.870 gp Rod, Empower Spell, Maximize Spell, empowe 
рс cancellation 330000р imized sell turning; Marke! Price: 1,500,000 gp. 
рс negation 446000 gp Epic Cancellation: This rod is similar in appearance 
Beegement 44724540: qoa rod of cancellation, but more powerful. Its touch drains 
VEA 589662 an item of all magical properties including rhe magical 
fic eh 575,000 gp seit ical prop pibe magi 
met aoe f energy in epic magic items (but not most artifacts), The 
тюе 61000060. iem touched gets a Will saving throw (DC 26), Ifa crea 
Rests death 625,000 gp тиге is holding the magic item at the time, then the item 
Excelent торе 650,000 gp. е 5 Will save bonus in place of its own, 
мым 1458200 yp — In such cases, contact is established by making a melee 
т (rss 45820087 ouch attack roll. Upon draining three items, the ro 
ot Eccc ge ee iil ces Б м 
Wm (copper) 162,600 gp 
ا‎ 156260055 темогей by wish, miracle, or epic spells specifically 
Мут (bronze) 1,670,600 gp ^ designedto restore lost power. A rod of epi ion can 
Wy (green 1,670,600 gp neutralize а normal sphere of annihilation without itself 
Wom (blue) 17822008 being cancelled 
Wyrm (ven 1782200 gp 25th; Prerequisites: Craft Rod, Craft Epic 
ут (gold) 1497-400 gp Market Price: 330.000 gp. 
Hle] Masc] Epic Might: This rod is similar to a rd of lordly might 
E E although ir is far more powerful. It is larger than its 
normal counterpart, and it is constructed of adamantine 
lli Description: rather than normal metal, It has six buttons, several 
eric то, are described below. spell-like functions, and several mundane uses, and it 
ment This rod functions as а «light mace. can also be used asa magic weapon of various sorts 
lon itis useful for besieging fortifications The following spell-like functions of the rod can each 
өгбе wielder makes a charge attack, the rod used once per day 
10246 weapon. Twice per day, the rod can 
йеп ram that lasts for 24 rounds. This ram * Dominate Merson: Touched foe is recipient of a dominate 
once per round, dealing 20 points of damage реон spell if the wielder so commands (Will save DC 
hit It cannot be used to target individuals, 24). The wielder must choose to use this power and 
Ийїсиоп». It сап be damaged by normal еп succeed with a melee touch attack to activate ће 
(Shp, AC 22), and disintegrate or dispel magic power Ifthe attack fails, the effect is lost 
" Stun: Upon command, all enemies viewing the rod 
tllo has the following powers are stunned, as per the power word, stun spell (10-foot 
рне One heavy catapult, two light catapults. maximum range, Will save DC 24). Invoking this power 
fete towers may be generated with each use of isa standard action. 
The power can be used three times per day Damage: Upon command, the rod deals 10d8 points of 
mnfor20shotsis included with each weapon damage to an opponent on a successful touch attack 


and cures the wielder of a like amount of damage (Will 
save DC 26). The wielder must choose to use this power 
before attacking, as with dominate person. 


The following weapon uses of the rod have no limits on 
their use 


* In its normal form, the rod can be used as a + 
heavy mace 

When button 1 is pushed, the rod becomes a + 
Tongswond of fiery blast 


battleaxe 
When button 3 is pushed, the rod becomes a «10 
shortspear oF +10 longspear. 


The following mundane uses of the zod also have 
по limits on their use. иш 


* Climbing pole/ladder: When button 4 is pushed, a @ 
spike that can anchor in granite is extruded from 
the ball, while the other end sprouts three sharp 
hooks. The rod lengthens to anywhere between 5 and 
150 feet in a single round, stopping when button 4 is 
pushed again. Horizontal bars 3 inches long fold out 
from the sides, 1 foot apart, in staggered progression. 
The rod is firmly held by the spike and hooks and can 
bear up to 10,000 pounds. The wielder can retract the 
pole by pushing button 5. 

The ladder function can be used to force open 
doors. The wielder plants the rods base 30 feet or 
less from the portal to be forced and in line with 
it, then pushes button 4. The force exerted has a 
Strength bonus of 425. 

When button 6 is pushed, the rod indicates 
magnetic north and gives the wieldera knowledge 
of his approximate depth beneath the surface or 
height above it 


Caster Level: 30th; Prerequisites: Craft Rod, Craft Epic 
Rod, Craft Magic Arms and Armor. Craft Epic Magic 
Arms and Armor, cure critical wounds inflict critical wounds, 
bulls strength, fireball, dominate person, power word stun: 
Market Price: 4,293,432 рр; Cost fo Create: 2,151,372 р + 

S41 XP. 

Epic Negation: This rod negates the spell orspelllike 
function or functions of magic items, including epic 
magic items (but not artifacts). The wielder points the rod 
at the magic item, and a pale gray beam shoots forth to 
touch the target device, attacking as a ray (a ranged touch 
attack), The ray negates any currently active item func 
tion and has a 75% chance to negate any other spell or 
spell-like functions of that device, regardless of the level 
от power of the functions, for 244 rounds. To negate 
instantaneous effects, the rod wielder needs to have read. 
ied an action. The target item gets no saving throw cr 
means to resist this effect. The rod can function three 
times per day 


Rut Epic Spellcraft checks made to cast epic spells for 
Remp 


Caster Level 24th; Prerequisites: Craft Rod, Craft Epi 


Rod, dispel magic, limited wish or miracle; Market Price 
446,000 gp. 

Epic Rulership: This rod appears to be a royal 
scepter worth atleast 25,000 gp in materials and work 
manship alone. The wielder can command the obedi 
ence and fealty of creatures within 360 feet when she 

activates the device (a standard action). С 
totaling 900 Hit Dice can be ruled, but creature 

Intelligence scores of 17 or higher are entitled toa 

Will saving throw (DC 29) to negate the effect. 

Ruled creatures obey the wielder as if she were theit 

absolute sovereign. Still, if the wielder gives a com: 

mand that is contrary to the nature of the creatures 
е magic is broken, The rod can be 
used for 1,500 total minutes before crumbling to 

S dust. This duration need not be continuous. 
Caster Level: 25th; Prerequisites: Craft Rod, Craft 
Epic Rod, Improved Heighten Spell, improved 
heightened тан charm; Market Price: 575,000 рр; Cos fo 

Creale: 300,000 gp + 15,500 ХР. 

pic Spellcaster: This magnificent adamantine rod 
grants its wielder a +10 insight bonus on 


as long as he holds or carries the rod. 

Caster Level: 21st; Prerequisites: Craft Rod, 
Craft Epic Rod; Market Price: 245 400 gp. 

Epic Splendor: This rod grants its wielder a +8 
enhancement bonus to Charisma for as long as she 
holds or carries the item. Three times per day, the rod 
creates and garbs her in clothing of the finest fabrics, 
plus adornments of fur and jewels. Apparel created by 
the rod can remain in existence up to 24 hours. The 
value of the garb ranges from 70,000 to 100,000 gp. 

144+6 x 10,000 gp)—10,000 gp for the fabric, 50,000 
gp for the furs, and the rest for jewel trim (maximum of 
40 gems, maximum value 1,000 gp exch), 

In addition, the rod can, once per week, create a pal 
tial mansion in any floor plan the user desires. The man- 
sion is palatial, able to accommodate up to 250 people 
housing them in private chambers and serving them 
fine banquets. The mansion lasts for three days, after 
which time it, and everything originally in it (including 
items removed from the mansion), disappear 

Caster Level: 24st; Prerequisites: Craft Rod, Craft Epic 
Rod, fabricate, Mord nificent mansion, 
Market Price: 297,400 gp; Cost to Create: 191,200 gp + 
12,124 XP. 

Excellent Magic: This rod sports a shining adaman 


tine headpiece. Once per day when casting a nonepic or 
epic spell that has an experience point component, the 


той supplies up to 2,000 XP, not the caster. If more expe 
rience points are required to cast the spell, the caster 
provides them. 

Asa special use ofthe rod, the caster can substitute the 
power inherent in the rod for the experience point devel 
opment cost of an epic spell. Doing so drains all the 
power from the rod, rendering it useless. 


atr Level: 21st; Prerequisites: Craft Rod, Craft Epic 
E Market Price: 650,000 gp; Cost fo Create: 325,000 gp + 
mS 
Fortification: This rod functions as a +3 light mace 
dition, it is useful for the construction and 
line of fortifications. Whenever the wielder is ber 
fig fom cover, the rod improves that to nine-tenths 
Ber (+10 cover AC bonus and +4 cover Reflex save 
Biss failure on the save results in half damage and 
Bre results in no damage). Three times per day, the 
Шап create food and water, as per the cleric spell, for 
ny our people. 
Terod aso has the following powers 
ин}: Four times per day, a stone wall can be created 
i 12 inches thick, 10 feet high, and 30 feet long 
ill has a parapet and battlements across the top. 
atively the power can be used to mend a broken 
iting wall. The gap to be filled can be no more than 
iure fet in area.) In addition, once per day, a great 
fron can be created that is set into one of the 
created walls. This door, 4 inches thick, may be a 
lle door, a drawbrid 
by the wielder 
Hy ume: One heavy catapult, two light cata 
thre ballistae may be generated with 
se ofthis power. The power can be used 
nes per day, Ammunition for 20 shots is 
ded with on created. See the 
Engines section in Chapter 5 of the Dus 
smi Guide for more information. 
fir Lost: 2th; Prerequisites: Craft Rod, Craft 
lll Craft Magic Arms and Armor, Вуз inler 
nd rate food and water, major retro, wal of 
llf stone; Market Price: 465,665 gp; Cost А 
21985 gp + 14,634 ХР. 
mhnersblity: When held, this stout ad 
pasts wieder the following powers 


or a portcullis, as 


ich we: 


ши! armor bonus 
асе bonus on saving throws. 
reduction 50/93. 
ly to critical hits 
esstance 32 


lan 20h; Prerequisites: Craft Rod, Craft Epic 
Hin bly, resistance, spell resistance; Market Price 
т 


mares: This rod is constructed of an ebony 


land takes the form of a horrible, writhing 
iba skil-like unearthly head that is unset 
behold. Anyone who comes within 20 feet 
Pinder feels a grave sense of unease. Each 
кае must make a Will save (DC 17) or 
фе «йеп» of a nightmare spell the next time 
deep The wielder is immune to this effect 
fines per day, the wielder can utter a command 
(ses the rod to emit a horrid, inhuman 
Up to twenty of the closest creatures within a 


30-foot radius who hear this terrible wail believe that 
their worst nightmares have become reality and suffer 
the effects of a wail of the banshee spell (DC 2 

er Level: 21st; Prerequisites: Craft Rod, Craft Epic 
Rod, nightmare, permanency, wail of the banshee; Mark 
Price 284,000 gp. 

Paradise: This 
similar in effect to a red of security. However, the rods 
possessor and up to 999 other creatures can stay in com 
plete safety for up to 1,000 days divided by the number 
of creatures affected. Natural healing takes place at five 
times the normal pace. The rod functions like its 
nonepic counterpart in all other ways (see the DUNGLON 
Мп Gu 

Caster Level: 24th; Prerequisites: Craft Rod, Craft Epic 
Rod, Improved Heighten Spell, improved heightened 
gate; Market Price: 610,000 gp. 

The Path: This rod appears а а shillelagh of darkened, 
polished oak. 1 serves as an aid to rrailblazing and travel 
It grants the wielder a +30 enhancement bonus оп 
Wilderness Lore checks for tracking and Intuit Direction. 

checks. The handle of the rod is hollow, function 
ing like a telescope, When the wielder peers 
through it, the limits of vision are three times 


creates a nondimensional space, 


normal (and spotting distances for encounters 
are tripled; see Table 3-1 in the Duxcrow 
Mastexs Guide) In addition, the telescopin 
handle enables the wielder to view things as 
though affected by a true eem spell 
The rod also has the following powers 
Map: Three times per day а section of the rod 
uunrolls like a scroll from a tube, revealing a map 
the surrounding area, centered on the location 
of the rod. The area shown on the map covers а 
a as small as 50 feet in radius to as large as 24 
miles in radius, zooming in or out with a set of com 
mand words. The map reveals natural topography 
and all types of structures (even hidden ones), but 
it will not show the location of creatures 
age: Three times per day, this power allows the 
wielder and up to five others in a20-fo0t radius to mo 
unhindered through natural plant grow 
m bodies of water (as per the freedom of 
Матаға movement spel 
Bridge: Once per day, this power allows 
tea S-foot-wide, 40 foot long stone cause 
way across chasms and canyons 
ass wit wer can be 
used on the wielder and twenty others, for 21 min 
utes. I is otherwise as the spell 
caster level 24th’ 
Caster Level: 20st; Prerequisites Craft Rod, Craft Epic 
Rod, find the path, freedom of movement, pass without 
f stone; Market Price: 306,870 gp. 
Restless Death: The holder of this rod can rebuke or 
control undead as if he were four levels higher. (The rod 
doesnt grant the ability to rebuke or control undead if 
you dont already have it. 


the user to cr 


Trace: Once per day, this 


trace, wal 


In addition, the wielder may speak a command word to 
cast animate dead. Any skeletons or zombies animated by 
the rods power are automatically controlled by the rod, 
up tothe rods maximum limit of 42 HD, and they follow 
the orders of the rods wielder. These undead dont count 
toward the wielders limit of controlled undead. 

Finally, the wielder can speak a second 
command word to cast slay living (height 
ened to 10th level; DC 

Caster Level: 2st; Prerequisites: Craft 
Rod, Craft Epic Rod, animate de 
contro undead, slay living: Market Pri 

000 gp. 

‘Wyrm: Any of the various rods in 
this series functions as а +5 quarte 
staff. Upon casting the rod to the 
ground (a standard action) and utter 
ing a command word, the rod grows 
into a specific type of 
dragon (depending оп дуе 
the specific type of Death 
той) by the end of the. 
round. The dragon created is a wyrm. 
see the Monster Manual for full 
details) and obeys the commands of 
the owner; The dragon returns to rod 
form (a full-tound action) whenever 
the wielder desires, or whenever it 
moves farther than 500 feet from the 
owner. If the drag 


ПВР» 


form is slain, it 
turns to rod form and cannot be acti: 
vated again for three days. A wyrm rod 
only functions if the possessor is of the 
same alignment asthe dragon type 
Caster Level: 34th (white or brass), 
35th (black or copper), 36th (green or 
bronze), 37th (blue or silver), 38th (red 
or gold); Prerequisites: Craft Rod, Craft 
Epic Rod, Craft Magic Arms and Armor, 
Craft Epic Magic Arms and Armor, Im 
proved Heighten Spell, improved heightened polymorph 
other, creator must be same alignment as dragon ty 
Market Price: 1,458,200 gp (brass or white), 1,562,600 gp. 
black or copper), 1,670,600 gp (bronze or green. 
1,782,200 gp (blue or silver), 1,897,400 gp (gold or red 
Cost lo Create: 729,400 gp + 24,576 XP (brass or white 
781,600 gp + 25,620 XP (black ot copper), $35,600 g 
26,700 XP (bronze or green), 891,400 gp + 27,816 XP 
(blue or silver), 949,000 gp + 28,968 XP (gold or гей 


SCROLIS 

To generate an epic scroll randomly, first roll on Table 
4-20 to determine whether the spells are arcane or divine. 
An epic scroll contains 148 spells. For each spell, roll on 
Table 4-21 to determine its level and then on the appro- 
priate section of Table 4-22 to determine the spells actual 
level and total metamagic level adjustments To determine 
the specific metamagic level adjustments, roll on the 


ant 


Taste 4-7 


appropriate section of Table 4-23. To determine the spell 
use the appropriate section of Table 8-24 or Table 8-25, 4s 
found in Chapter 8 of the Dunceox Masrexs Guide 


TABLE 4-20: SCROLL TYPES 


dX Type 
01-70: Arcane 
7100 Divine 

Taste 4-21: Epic ScROLL SPELL LEVELS 

Spell Spel's 
dX _ Level Caster Level Market Price! XP Cost 
01-26" 10h 5,250 gp \210XP 
27% Mth 6,050 gp 1242 xP 
1-8 12th 6,900 gp 1.276 xP 
6271 qm 71800 gp 13123XP 
72-79 Mth 8.750 gp  Y35OXP 
80-85 Ish 9,750.gp 1,390 XP 
363) 16th 10,800 gp 14322. 
91-4 17th 11900 6р 1476р 
95-97 18th 13050gp 1,522 xP 
98-99 19h зот 14250 gp 1,570 XP 
100 Roll again Spell level +11 Varies Vales 
and add +107 

Market 


"ice does not include price of material component 
or XP costs for spell 
This result is cumulative if rolled multiple times, 


: ACTUAL SPELL LEVEL 
VOth-Level Spell 
dX Spell Level and Metamagic Level Adjustment 


01-03 steel spell plus metamagic (9) 
04-08 2ndjev spel plus metamagi (8) 
(09-15 revel spel plus metamagic (7) 
16-24 алем spell plus театре (6) 
25-35 Sthlevel spell plus metamagic (5) 
36-48 бүге spell plus metamagic (4) 
49-63 Tirlevel spell plus metamagic (9) 
6430 Bere spell plus тезтар (2) 
81-99 Sthdevel spell plus metamagic (1) 


100 — DM's choice 


Th Level Spel 
4% Spell Level and Metamagic Level Adjustment 


01-03 stlevel spell plus metamzgic (10) 
04-08 — 2ndieve spell plus metamagic (9) 
09-15 3rddevel spell plus metamagic (8) 
16-22 ае spel plus metamagic (7) 
25-35 Sth-level spell plus metamagic (6) 
36-48 Gthlevel spell plus театар (5) 
49-82 Thievel spell plus metamagic (4) 
64-80 — Bihlevel spell plus metamagie (3) 
81-99. Sth-level spell plus metamagic (2) 
100 OM's cnoice 


Spell 
Spell Level and Metamagic Level Adjustment 
2d-level spell plus metamagic (10) 
3rd-evel spell plus metamagic (9) 
4thlevel spell plus metamagic (8) 
th-level spell plus metamagic (7) 
these spell plus metamagic (6) 
7th-level spell plus metamagic (5) 
ене spell plus татар (4) 
3th level spell plus metamagic (3) 
DM's choice 


Tee! 
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Spell 

Spell Level and Metamagic Level Adjustment 
Std-level spell plus metamagic (10) 

‘thvlevel spell plus metamagic (9) 

ехе! spel plus metamagic (8) 

Gh level spell plus metamagic (7) 

ече! spell plus metamagic (6) 

level spell plus metamagi (5) 

Энее! spell plus metamagic (4) 

DM's choice 


Spall 

Spel Level and Metamagic Level Adjustment 
Алеке spell plus metamagic (10) 

лене spell plus metamagic (9) 

leve spell plus metamagic (8) 

Mee! spell plus metamagi (7) 

‘Wivevel spell plus metamagic (6) 

еме spell plus metamagic (5) 

DM's choice. 


Spel 

Spell Level and Metamagic Level Adjustment. 
меме spell plus metamagic (10) 

"leve spell plus metamagie (9) 

Чече spell lus metamagic (8) 

нее spell plus metamagic (7) 

Меме spell plus metamagic (6) 

DM's choice 


Spel 

Spel Level and Metamagic Level Adjustment 
мече! spell plus metamagic (10) 

level spell plus metamagic (9) 

Меи spell plus metamagic (8) 

level spell plus metamagic (7) 

DM's choice 


Spe 

Spell Level and Metamagic Level Adjustment. 
нен spell plus metamagic (10) 

Бете spell plus metamagic (9) 

мече! spell plus metamagic (8) 

DM's choice. 


Spel 

Spel Level and Metamagic Level Adjustment 
Mew spell plus metamagic (10) 

leve spell plus metamagie (9) 

(DM's choice 


Spel 

Spel Level and Metamagic Level Adjustment 
‘seve spell plus metamagic (10) 

DMs choice 


Метлмлсле LEVEL ADJUSTMENT TO SPELLS. 
0 
Metamagic Effects 
Spell 
tend Spell 


‘Spell (+1 level) 
Sen Spell 


Metamagic 2) 
d 


01-25 
26-50 
ses 
56-65 
60 


91-100 


Metamagic Effects 

Empower Spell 

Heighten Spell (+2 levels) 

Roll on Metamagic (1) and add Enlarge Spell 
Roll on Metamagi (1) and add Extend Spell 
Roll on Metamagic (1) and add Heighten Spell 
(e1 level) 

Roll on Metamagic (1) and add Silent Spell 


Metamagic (3) 


d 
01-25 
26-50 
31-65 
6-70 
7125 
76-95 


96-100 


Metamagic (4) 
d 


ons 
16-40 
41-55 
56-65 
[23 
76-80 
qas 
36-95 


96-100 


Metamagic Effects 

Heighten Spell (+3 levels) 

Maximize Spel 

Roll on Metamagic (1) and add Empower Spell 
Roll on Metamagic (2) and add Enlarge Spell 
Roll on Metamagic (2) and add Extend Spell 
Roll on Metamagic (2) and add Heighten Spell 
(e1 level) 

Roll on Metamagic (2) and add Silent Spell 


Metamagic Effects 

Enhance Spell 

Heighten Spell (+4 levels) 

Quicken Spell 

Roll on Metamagic (1) and add Maximize Spell 
Roll on Metamagic (2) and add Empower Spell 
Roll on Metamagic (3) and add Enlarge Spell 
Roll on Metamagic (3) and add Extend Spell 
Roll on Metamagic (3) and add Heighten Spell 
{e1 level) 

Roll on Metamagic (3) and add Silent Spell 


Metamagic (5) 


Metamagic Effects 

Heighten Spell (+5 levels) 

Roll on Metamagic (1) and add Enhance Spell 
Roll on Metamagic (1) and add Quicken Spell 
Roll on Metamagic (2) and add Maximize Spell 
Roll on Metamagic (3) and add Empower Spell 
Roll on Metamagic (4) and add Enlarge Spell 
Roll on Metamagic (4) and add Extend Spell 
Roll on Metamagic (4) and add Heighten Spell 
(1 level) 


Roll on Metamagic (4) and add Silent Spell 


Metamagic (6) 


4% 
01-30 
31-40 
01-55 
56-65 
6675 
76-80 
sas 
86-95 


96-100 


Metamagic Effects 

Heighten Spell (+6 levels) 

Roll on Metamapic (2) and add Enhance Spell 
Roll on Metamagic (2) and add Quicken Spell 
Roll on Metamagic (3) and add Maximize Spell 
Roll on Metamagic (4) and add Empower Spell 
Roll on Metamagic (5) and add Enlarge Spel 
Roll on Metamagic (5) and add Extend Spell 
Roll on Metamagic (5) and add Heighten Spell 


Roll on Metamagic (5) and add Silent Spell 


Metamagic (7) 
Metamagic Effects 

Heighten Spell (7 levels) 

Intensify Spell 

Roll on Metamagic (3) and add Enhance Spell 

Roll on Metamagic (3) and add Quicken Spell 

Roll on Metamagic (4) and add Maximize Spell 

Roll on Metamagic (5) and add Empower Spell 

Roll on Metamagic (6) and add Enlarge Spell 

Roll on Metamagic (6) and add Extend Spell 

Roll on Metamagic (6) and add Heighten Spell 

(el level) 


96100 Roll on Metamagic (6) and add Silent Spell 
Metamagic (8) 

dX ^ Metamagic Effects 

01-30 Heighten Spell (8 levels) 

31-45 Rall on Metamagic (1) and add Intensify Spell 
446-55 Roll on Metamagic (4) and add Enhance Spell 
56-65 Roll on Metamagic (4) and add Quicken Spel 
66-75 Roll on Metamagic (5) and add Maximize Spell 
76-80 — Roll on Metamagic (6) and add Empower Spe! 
81-85 Roll on Melamagic (7) and add En arge Spell 
86-90 Roll on Metamagic (7) and add Extend Spell 
91-95 Roll on Metamagic (7) and add Heighten Spell 

(el level) 

96-100 Roll on Metamagic (7) and add Silent Spell 
Metamagie (9) 


dX  Metamagic Effects 


(01-30 Heighten Spell (+9 levels) 
31-45 ой оп Metamagic (2) and add Intensify Spell 
46-55 Ной on Metamagic (5) and add Enhance Spell 
56-65 Rell on Metamagic (5) and add Quicken Spel 
66-75 Roll on Metamagic (6) and add Maximize Spell 
76-80 Rell on Metamagic (7) and add Er power Spel 
81-85 Roll on Metamagie (8) and add Enlarge Spell 
3600 Во оп Metamagic (8) and add Extend Spel 
91-95 Roll on Metamagte (8) and add Heighten Spell 
(el level) 
96-100 Roll on Metamagic (8) and add Silent Spell 
Metamagic (10) 


4% Metamagie Effects 


01-30 Heighten Spell (+10 levels) 
31245 Roll on Metamagie (3) аға add Intensify Spel 
46-55 Roll on Metamagic (6) ard add Enhance Spel 
56-65 Roll on Metamagic (6) ard add Quicken Spel 
{66-75 Roll cn Metamagic (7) ard add Maximize Spal 
76-80 Вой сп Metamagic (8) and add Empower Spell 
31-85 Rollen Metamagic (9) ard add Enlarge Spell 
36:90 Roll сп Metamagic (9) ard add Extend Spel 
91-95 Roll on Metamagic (9) ard add He ghten Spell 
(91 level) 
‘96-100 Roll on Metamagic (9) ard add Silent Spel 
STAFFS 


There are no epic wands; staffs are the preferred spell. 
storage item for epic casters. Staffs have 50 charges when 
created, and they cant be recharged. 


Epic Staff Descriptions ш 
indard epic staffs are described below. 
Cosmos: This smooth staff is crafted from a jet black. 


stone. Staring into its surface reveals a shimmering, 


Tass 4-24: Epic STAFFS 
dX Staff 


Market Price 
01-09 Spheres 22837588 
10-38. Mighty force 265 000 gp 
1327 Wels sess 
2036 Winter 292500 ع‎ 
3745 Prim 326812 gp 
45-54 Raped borage 417,750 p 
55-63 — Planor might 46000080 
87 Domination 46140040. 
7138 Fiery power 500,000 р 
303) — Natves fry 500,000 gp 
88-95 Hierephants 501.187 9 
96-98 Сото 683.487 gp 
99-100. Necromaney 150531259 


wavering star field with the occasional 
comet, nebula, or solar flare visible. It 
allows use of the following spells. 


* Chain lightning (intensified, 1 
charge, DC 29) 

* Meteor swarm (intensified, 1 charge, 
DC 34 


+ Sunburst (intensified, 1 charge, DC 32) 


Caster Lev 


27th; Prerequisites: Craft Staff, 
Craft Epic Staff, Intensify Spell, chain light 
ming, meteor swarm, sunburst; Market Price 
683,437 gp. 

Domination: This staff is short (about 4 
feet long) and thick (about 4 inches in diam: 
eter) with iron bands encircling it like 
shackles at regular intervals Н allows use of 
the following spell. 


* Dominate monster (1 charge, DC 33) 
* Demand (1 charge, DC 3 
* Mass charm (1 charge, DC 32) 

* Geas (heightened, 1 char 


, DC 33) 


Caster Level: 24st; Prerequisites: Craft 
Staff, Craft Epic Staff, Heighten Spell 
етан, dominate monster, geas, mass 
chan; Market Price: 464,400 gp. 

Fiery Power: This «5 flaming quare. 
staff grants its wielder fire resistance 30 
whenever held In addition, it has the fol 
lowing powers. 


КЛ 
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= Wallof уте (extended, 1 charge, DC 18) 
Delayed Hast fireball (intensified to 240 points of 
damage, 2 charges, DC 22) 
+ Meteor swarm (heightened to 12th, 2 charges, DC 32) 
+ Summon monster 1X (extended, 2 charges, elder 
fire elemental only 


A staff of fiery power сап be broken in. a ret 
ributive strike. The breaking of the staff 
must be purposeful and declared by the 


All charges currently in the staff are instantly 
Psd in a 30-foor- radius globe. АП within 10 feet of 
дийеп staff rake points of damage equal to eight 
ө ће number of charges in the staff, those berween 
fie and 20 feet away take six times the number of 
sin damage, and those 21 feet to 30 feet distant 
[Ê bur times the number of charges in damage. Suc 
al Reflex saving throws (DC 17) reduce the damage 
a by half 
[E haracter breaking the staff has a 50% chance of 
ing to another plane of existence; if he does not, the 
biv release of spell energy destroys him. 
eril charges are used up from the staff, it remains 
245 quarterstaff with no special abilities. (Once 
empty of charges, it cannot be broken in a retribu 
Ihe strike.) 
Caster Level: 25th; Prerequisites: Craft Staff, Craft 
fpic Staff, Extend Spell, Heighten Spell, Improved 
Jf Heighten Spell, Intensify Spell, Spell Focus (Evo- 
або), continual flame, delayed blast fireball, meteor 
swarm, protection from elements, summon monster IX, 
allo fire: Market Price: $00,000 gp. 

The Hierophants: this gnarled, age-darkened 
walking stick is carved in vi 
ihe following spells. 

# Creeping doom (enlarged, extended, t charge 
D 
X Command plants (enlarged, extended, 1 charge, 

Dcos) 

* Bimental swarm (intensif 

[um 


harges, 


" Caster Level: 27th; Brerequi 

yar ntes Craft Staff, Craft Epic Staff 

pan, Enlarge Spell, Extend Spell, Intensify 
Spell, creeping doom, command р 

enl swarm, shambler; Market Price: 501,187 gp. 

Mighty Force: This platinum-shod staff has 


ickened, t charge, may be activat 
Ehud) 

Tras (1 charge) 

төй hand (1 charg 


od: 21st; Prerequisites: Craft Staff, Craft Epic 
len Spell, gby s crushing hand, forcecage, shield 
ме 245,00 gp. 
lie Fury: This +5 aberration bane 
is made from a single gnarled 
tak that has been struck by light: 
llis use of the following spells. 


(1 charge) 
Ibvightened to toth level, 1 charge, DC 25 
heightened to 10th level, 1 charge, DC 25 


* Shambler (intensified, 2 charges, 
сз که‎ 


After all charges are used up from a «аў of natures fury it 
remains а «5 quarterstaff with no special abilities. 

Caster Level: 21st; Prerequisites: Craft Staff 
Craft Epic Staff, Heighten Spell, Im: 
proved Heighten Spell, earthquake, fire 
storm, summon monster 1 (oF summon 
nature's ally 1), whirlwind; Market Price 
500,000 gp. 

Necromancy: This staf seems to be a series of 
finger bones fused together. It allows use of the 
following spells. 


Circle of death (intensified, 2 charges, DC 29) 
Crete greater undead (1 charge 
Finger of death (improved heigh 
2 charges, DC 34 

Soul bind (improved heightened to 16th, 2 
charges, DC 34). The soul trapped through the 
use of the soul bind spell is trapped 

in the staff rather than а gem. suf 
Only by breaking the staff can the 

souls be freed 


Norman 


Custer Lev 
Epic Staff, Intensify Spell, Heigh 
Improved Heighten Spell, circle of d 
greater undead, finger of death, soul bind; Market 
Price: 1,505,312 рр; Cost fo Create: 1,290,156 gp. 
14,303 ХР 
Planar Might: The wielder of 
this powerful staff is 
the effects of any planar align 
ment traits, as well as the positive 
dominant and negative-dominant traits 
as described in Manual of the Planes) I 
also allows use of the following spell 


— 
> 


* Greater planar ally (1 charge 
* Greater planar binding (1 charge 
* Gate (1 charge 
When using the greater planar ally power, you must 
still bargain with the called creature. 
In addition to its other powers, a staf of planar might. 
is a +5 outsider bane quartentaff (roll 1d4 to determine 
what alignment of outsiders the staff's bane 
wg. power works against: t=chaotic, 2=evil 
Pune 3«good, 4-lawful- After all charges are used 
Might чр from a staff of planar might, it remains a +5 
yuarterstaf with no special abilities 
Caster Level: 21st; Prerequisites: Craft Staff 
Craft Epic Staff, gate, greater planar ally, greater 
lanar binding, protection from elements; Market 
Price: 460,000 gp. 
Prism: This staff stands 6 feet tall, is 
made of crystal, and has three flat sides 


8 rather than being round. It allows use of the 


following spells 


+ Prismatic sphere (extended, 1 charge, DC 
+ Prismatic spray (extended, 1 charge, DC 22) 
= Prismatic wall (extended, 1 charge, DC 23 


Caster Level; 21st; Prerequisites: Стаб Staff, 
Craft Epic Staff, Extend Spell, prismatic 
sphere, prismatic spray, prismatic wall: Market 
Price: 326,812 gp. 

Rapid Barrage: Either ofthe rods 
two powers can be activated asa free 
action (though the staff may only be 
activated once per round) 


СЕА 
Prom 


* Magic missile (intensified, quickened, 1 

зге, 5 missiles dealing 10 points of 

damage each) 

+ Fireball (heightened to 6th, enhanced, quick 
ened, 1 charge, 20d6 damage, DC 19) 


Caster Level: 25th; Prerequisites: Craft Staff 
Craft Epic Staff, Enhance Spell, Heighten 
Spell, Intensify Spell, Quicken Spell, frebull 
тарс тїшїї; Market Price: 417,750 gp. 

Spheres: This wooden staff is shod in iron 
and has a 5inch-diameter iron ball adorning its 
top. Itallows use of te following spells. 


* Ohilukes freezing sphere (1 charge, DC 19 
* Otilukes resilient sphere (1 charge, DC 16) 
+ Olilubes telekinetic sphere (1 charge, DC 22) 


mu Caster Level: 21st; Prerequisites: Craft Staff 
Craft Epic Staff, Otilukes freezing sphere 
Otiluke’s resilient sphere, Otilukes telekineti 
sphere; Market Price: 228375 gp. 
‘Walls: This staff is not round, but rather a square 
metallic pillar 6 feet tall, 2 inches on a side. It has a 
square stone headpiece, inser with a clear diamond. I 
allows use of the following spells. 


* Wall of iron (1 charge 
* Wall of tone (1 charge! 
+ Wall of force (1 charge) 


Caster Level: 30th; Prerequisites: Craft Staff, 
Craft Epic Staff, Extend Spell, extended wall 
dls of force, wall of iron, wall of stone; Метка Price 
625 gp. 

Winter: This steel pole is constantly coated with a 
thin layer of frost И has a circular metallic headpiece 
6 inches in diameter, through which a scene of 2 
raging snowstorm is always visible. The staff allows 
the use of the following spells 


* Cone of cold (intensified, 2 charges, DC 28 

+ ee storm (intensified, 2 charges, DC 26 

+ Они freezing sphere intensified. 2 charges, DC 29) 
+ Wall fice (1 charge 


caster level must be twice the bracers’ bonus; Market Price: 


Caster Level: 24h; Prerequisites: Craft Staff 
Craft Epic Staff, Extend Spell, Intensify 
Spell, cone of cold, ice storm, Otilukes freezing 
sphere, wal! of ice; Market Price: 2 


2,500 gp. 
WONDROUS ITEMS 


Anyone can use a wondrous item unless spec 
ified otherwise in the item’ description. 


Epic Wondrous Item Descriptions 
Standard epic wondrous items are described 
below. 

Amulet of Epic Natural Armor: This 
amulet, usually crafted from dragon scales, 
toughens the wearer's body and flesh, giving 
him a natural armor bonus to his AC of +6 or 
higher, depending on the туре of amulet. 

ster Level: 20th; Prerequisites: Craft Won 

drous Item, Craft Epic Wondrous 
Пет, barkskin, creators caster level 
must be three times the amulets 
bonus; Marke Pri: 720,000 gp (+6), ү 
20000 gp (7), 1.280000 gp e) eto ЩЙ 
+9), 000,000 gp (+10); Weight — 

Belt of Epic Strength: This wide belt is j 

made thick hide and studded with 

adamantine. The belt adds an en- 
hancement bonos of +8 or higher to | 
) the wearer Strength score. 

Caster Level: 20th; Prerequisler: Craft 
Wondrous Item, Craft Epic Wondrous | 
ет, bulls strength; Marke Price: 640,000 gp. 

8), 1,000,000 gp (10) 1,440,000 gp (+12); 
Weight: b. 

Boots of Swiftness: These sofi-soled leather 
shoes grant their wearer a +6 enhancement bonus to 
Dexterity The wearers speed doubles (this does no 
stack with any magical or supernatural enhance 
тем to speed), she gains the evasion ability (asthe 
rogue class feature), and the wearer's jumping dir 
tance is not limited by her height The wearer gains 
220 competence bonus on Balance, Climb, Jump 
and Tumble checks Three times per day, the wearer 
Can шпега command word to activate the boots 
aste power (as the hast ре, lasts 20 rounds) 

Caster Level: 20th; етене: Craft Wondrous 

Item, Craft Epic Wondrous Item, sts gra 
ару espelituus retreat, haste, jump; Markel Pri 
Spee, 256000 gp Weight 1 lb. 

Bracers of Epic Armot: These items 
appear to be wrist or arm guards. They surround the 
wearer with an invisible but tangible field of force, 
granting him an armor bonus of +11 or higher, just 
as though he were wearing armor, Both bracers must 
be worn for the magic to be effect 

Caster Level: 20th; Prerequisites: Craft Wondrous 
Jem, Craft Epic Wondrous Item, mage rino creators 


Staff 
Winter 


210,000 (+11), 1,440,000 (412 
2,250,000 gp (+15); Weight: 1 Ib. 
Tracers of Epic Health: These platinum arm bands 
[ly bear the image of a dragon or other powerful 
[ute They grant the wearer an enhancement bonus 
[ior higher to Constitution. 
Cater Level: 20th; Prerequisites: Craft Wondrous Item, 
[i Epic Wondrous Item, endurance; Market Price: 640,000 
1400000 gp (410), 1440000 gp (+12); Weight: 1 Ib. 
cers of Relentless Might: These adamantine 

[bes grant а +12 enhancement bonus to the wearers 
аи and Constitution. The wearer is treated as two 
fee categories larger than normal (to а maximum of 
[ ы!) for purposes of combat-related opposed 
Кз that apply a modifier based on size, such as bull 
| apple, and rip. 

aer Level: 20th; Prerequisites Craft Wondrous Item, 
[efi Epic Wondrous Item, bulls strength, endurance, ет 
py Market Price 4,384,000 gp; Weight 1 Ib 

übinet of Feasting: This extraordinary cabinet has 
silty to produce a delicious feast for up to forty 
ile thee times per day: Merely opening the doors of 

fine reveals platters of food of all types and flavors 
ike er freshest sort. The meal has all the qualities and 

fis ofthat produced by а heres feast spell 
fier Level: ок; Prere 


1,690,000 gp (+13 


uisites: Craft Wondrous Item, 
heroe fast 


a decorative 


йаза 
Мег en. 


3 chnicter's 


тнт; Market 


140,000 gp (+8 


Taste 4-25: Eric WONDROUS ITEMS 
4% Wondrous ltem 
01-02 Homseshoes of the peerless steed 
03-04 — Montlecf great stealth 
05-05 Boot орален 
07-08 __ Cabinet of feasting 
09-10 Mantle of epic spell resistance 
-13 Clook of epic resistance +6 
McMS Gate hey 
16-18 Cloak of epi resistance +7 
1 Bet oem итер} +8 
22-24 — Brocers of epic health «8 
37 = Cook of ee chore +8 
2-30 — Cook of ep resitonce «8 
31-33 Gloves of epic deteriy +8 
34-36 Headband of epic intellect +8 
37-39 — Peropt of epic wisdom +8 
40-42 Amulet of epi natural ormor +6 
43-45 Cook of pi resistance +9 
46-48 — Amulet of epic natural armor +7 
19-51. Bel of ene тт +10 
52-54 s ef epi health +10 
55.57 Cook ipt chore +10 
58-59 — Cook of epi resistance +10 
60-62 Glover of epi dexterity +10 
63-65 — Heodbond of epic intellect «10 
66-68 Peript of epic wisdom +10 
6971 — Bracen of epic armor +11 
72-74 Amulet of ep natural armor +8 
75-76 Belt of epic strength + 
77-72 Bracen of epic armor +12 
79-80 — Brocen of pic health +12 
Cook of epi charisma +12 
Gloves of epi destenty +12 
Headband of epic intellect «12 
Perapt of epic wisdom +12 
Amulet of «pic natural armor «9 
Bracers of epic armor +13 
Brocen of epic armor +14 
Amulet of ep natural armor «10 
Brocen of epic armor «15 
Bracers of relentless might 


91-94 
95-96 
97-98 
99-100 


aster Level: 20th; Prerequisites: Craft Моп 

Craft Epic Wondrous Item, resistance, cr 

must be three times the cloaks bonus; Market Р 
360,000 (+6), 490,000 (+7), 640,000 gp (+8), 810/000 ( 
1,000,000 gp (+10); Weight: t Ib, 

Gate Key: This small tube has a series of rotating rings 
and small buttons along its length. When properly oper 
ated, it can be used to attune any bounded space, such as 
a doorway or a cave opening, to another bounded space 
оп another plane of existence previously visited by the 
wielder. When two bounded spaces are attuned, an inter 
dimensional portal springs up at each location, and the 
two portals are connected. When the wielder creates a 

pair of portals, he also establishes the necessary key 

that travelers must have to access the portal. Possible 

keys include nothing, a pearl, a particular hair color, or 
even the gate key itself Up to sixty different pairs of por 
tals can be attuned in this mann 

‘Once all sixty pairs of portals are created, the key 
cannot create additional gates, though it may still be the 

ary key to access some or all of the portals. To any 


creature without the proj e si anting one-half concealment (20% miss chance) ar all 
portals ate not visible (through true seeing or sim times (as the blur spell). The mantle also grants nondetec 
magic reveals their presence) tion to its wearer (as the spell) 

Caster Level: 21st; Prerequisites: Craft Wondrous Пел Caster Level: 20th; Prerequisites: Cr 
Craft Epic Wondrous Item, gate; Market Price: 37 ۴ Î Wondrous Item, Craft Epic Wondrous 
Weight: 1 Ib. jÎ nem, blur, invisibility, nondetection, silence 
Market Price: 242,000 gp; Weight: 1 Ib. 

Periapt of Epic Wisdom: This large 
te manipulat pearl set on a platinum chain grants a 
They add an enhancement bonus 2 enhancement bonus of +8 
of +8 or higher to the wearer's or higher to the wearers 
Dexterity score. Wisdom score. 

Caster Level: 20th; regunt Caster Level: 20th; Pe 
Craft Wondrous Item, visites Craft Wondrous Item 
Epic Wondrous ltem, cas Chat Epic Craft Epic Wondrous Item, cm 
Market Price: 680,000 gp (+8 Cherm mine or legend lore; Markel Pc 
1,000,000 gp (+10), 1,440,000 640,000 gp (+8), 1,000,000 gp 

ight: +10), 1,440,000 gp (+12); Weight: 

Headband of Epic Intl 
vii ee INTELLIGENT 
it rests upon the forehead of the L—— TEMS 
wearer. The headband adds an 

hancement bonus of +8 or 


Just like noncpic magic items, epi 
magic items sometimes possess 
higher to the wearer's intelligence of their own. Such 
Intelligence score items are fully sentient and should be 
Caster Level: 20th; Prevey treated as NPCs. The Random Epic 
wisites: Craft. Wondrous y звіс Items section earlier in this 
Шет, Craft Epic Wondrous hapter details the chances that epic 
Item, commune or legend armor, shields, rings, rods, staffs, won 
lore; Market Price: 640,000 drous items, and weapons might be 
р (+8), 1,000,000 gp (+10 lligent. In short, a ring, rod, sii 
1,440,000 gp (+12); Weight: wondrous item, armor, or shield 
Horseshoes of the Peerless has a 1 e to be intelligent a 
Steed: These horseshoes magi рол has a 5%, chance to 
cally adhere to the feet of any id а melee weapo 
hooted creature. Anyone riding the creat 
competence bonus on Ride checks and is treated as Rather than using the tables in the Duxcro Masi 
having ranks in the appropriate Ride skill (and thus does Сие, use the tables below to determine the properties of 
not take the —5 penalty for riding an unfamiliar mo an intelligent item: the number of powers, unusual prop 
The horseshoes grant the creature (or its rider, as appro- erties, alignment, and special purpose of the item (if any 
priate) the effects of the Trample, Ride-By Attack, and ОҒ the three mental ability scores, two scores are favored 
Spirited Charge feats. The wearer of the horseshoes gal 246 + some number) and one is completely random 
spell resistance 32 against enchantment effects. In ad. 3d6). Choose which scores get assigned which number, 
tion, the ground speed of the creature wearing the horse- — orroll 134 and determine randomly according to the fol 
shoes doubles lowing table, 
Caster Level: 20th; Prerequisites: C " 
Craft Epic Wondrous Irem Ride skill TABLE 4-26: MENTAL ABILITY SCORES FOR INTELLIGENT 
tke Price: 217,00 Ь Does 


Mantle of Epic Spell Resistance: This embroidered lt HEN Se Mefumscse шыш 
garment is worn over normal clothing or armor. lt grants — 7 ligence Wisdom Charisma 
the wearet spell resistance 3-5 Wat co lige 

Caster Level: 29h; Prequil: Craft Wondrous tem, a Carina Huet Mom 
Caii Epic Wondrous Item spell sistance; Maret Pri 
290000 gg. Wight Th As with any intelligent magic item, you should ну to 


Mantle of Great Stealth: The wearer of this neutral їс items along special themes 
gray cloak gains a +30 bonus on Hide and Move S and for specific campaign purposes, using the tables is 
checks. The wearer's outline is blurry and indistinct, — guidelines and for inspiration. Just because you roll a 


[eile power doesnt mean you have to assign it to the 

tin Feel free to change or ignore any results that dont 

буш vision of the item. 

The first step in determining the properties of a 

fandom intelligent epic magic item is to determine its 

реп! capabilities. These are found by rolling d% and 
ing Table 4-27. 


Pic ITEM INTELLIGENCE, Wisdom, 
swa, AND CAPABILITIES 
Ablity Sc 
Teo 246+10, 
опе 346 
Two 286,11 
опе 346 
Two 246+12, 
опе 386 
Two 246-14, 
one 346 
Two 246+16, 
опе 346 


Capabilities 
Three primary abilities, 
оле extraordinary power 
Three primary abilities 
two extraordinary 

Four primary abilities, 

two extraordinary powers 
Four primary abilities, 
three extraordinary powers 
Four primary abilities, 
three extraordinary powers, 
‘one awesome power 

Four primary abilities, 
three extraordinary powers, 
two awesome powers 
Roll again, but add 1d6 to each ability score 
0-00 Use Table 8-31 in the Dı " 
Cumulative f rolled multiple mes. 


Two 24618, 
one 146 


МАКЕТ PRICE MODIFIER 
ich intelligent item is a unique combination of sen. 
dace, communication, and special powers. The market 
fice modifiers given in Table 8-31 in the Dis 

ius Guide may not prove sufficient to measure an 
propriate market price for such an item. To find the 
Bue price for an ic item, use these expand, 
felines, adjusting as necessary to find an appropriate 


ire 
Ech point of Intelligence bonus, Wisdom bonus, or 
аита bonus increases the items n 
р 
Jay form of communication possessed by the 
gases its market price by the number shown on Table 
аэ Epic Нет Communication 


rker price by 


Ech primary ability possessed by the item increases ie 
їн price by 2,000 to 10,000 gp (average 6,000 gp 
Eich extraordinary ability possessed by the item 
eases its market price by 15,000 to 35,000 gp (average 
хор, 

еі! purpose increases the items market price by 
M 

la awesome power increases the items market p 
boo gp 


ШШ СЕМТ ITEM ALIGNMENT 

е item with Intelligence has an alignment. Make 
st that the alignment you choose or determine ran 
aly (using Table 4-28: Item Alignment) matches any 
Hipment-oriented special abilities of the item (such as 
— 


Any character whose alignment is not compatible 
with that of the item gains one negative level for every 
10 points of the weaponis Ego (see Item Ego, below) if 
he or she so much as picks up the item. Although this 
never results in actual level loss, the negative levels 
remain as long as the item is in hand and cannot be 
overcome in any way (including restoration spells 
These negative levels are cumulative with any other 
penalties the item might already place on inappropri 
ate wielders 


TABLE 4-28: [Tem ALIGNMENT 
Alignment of hem 


Chaotic evi 
Neutral evil 
Lawful evil 
Lawful good 
Lawful neutral? 
Neutral good 
Neutral 
The item can also be used by any character whose alignment 
corresponds ‘alignment 


o the nonneutral portion of the ter 
evil, good, or lawful). 
(CC, CN, CE) can use an item with chaotic 


ITEM COMMUNICATION 
Like a character, an intelligent item speaks Co 
anguage per point of Intelligence b 
propriate languages, taking into account 
and pı 
made weapon would 


wmon plus 
poses. For instance, an intelligent drow 
probably speak Elven, and a holy 
weapon might speak Celestial 


An item with multiple modes of communication can 


TABLE 4-29: Epic ITEM COMMUNICATION 
Communication Mode Market Price Modi 
Semiempathy ' «1,000 gp 

2,000 gp 
+3,000 gp 

Telepathy 5.000 gp 

Speech "and telepathy * +8,000 gp 

The possessor receives some signal (a throb or tingle, fo 


Speech 


sor feels urges and 


us one language per point of Intelligence 
101-05, the item cannot read any languages: 

an read any language it can speak (21,000 gp. 
76-90. it can read all languages (+2,000 gp to 
100, it can read all languages as well as read 


ymmuricate silently with any wielder who hı 


Tor higher regardless of any 


anguage barre. 
INTELLIGENT ITEM ABILITIES 
Using the number of capabilities determined above, find 
the items specific abilities by rolling on the appropriate 
tables below 


Taste 4-30: INTELLIGENT ITEM PRIMARY ABILITIES 
dX Primary Ability 
(01-04 Item has 10 ranks in Intuit Direction 
05-08 Кет has 10 ranks in Sense Mative 
09-12 Wielder has free use of Combat Reflexes 
13-16  Wielder has free use of Bling Fight 
17-20 Wielder has free use of Improved Initiative 
21-24 — Wielder has free use of Mobility 
25-28 Wielder has free use of Sunde 
29-32 Wielder Раз free use of Expertise 
33-39 Detect [opposing alignment] at will 
40-42 — Find traps at wil 
43-47 Detect secret doors a wil 
48-54 — Delect magic at will 
55-87. Wielder Fas free use of uncanny dodge (as a Sth: 
level barbarian) 
Wielder has fee use of evasion 
Wielder can use see invisibility at will 
66-70 Cure light wounds (148-5) on wielder 1/day 
71-75 Feather fell on wieder 1/day 
76 — Locate обес: in a 1204. radius 
7] — Wielder does not need to sleep 
78 — Wielder does not need to breathe 
79 .— Jump fot 20 minutes on wielcer day 
30 — Spider climb for 20 minutes on wilder 1/day 
81-90 Roll twice again on this table 
91-100 Roll on Table 4-31: intelligen item Extraordinary 
Powers irstead 


58-60 
61-65 


If the same ability is rolled twice or more, the range, fre 
quency, ог effectiveness of the power is doubled, tripled, 
and soon. 

All abilities function only when the item is held, 
drawn, or otherwise brandished and the possessor is com 
centrating on the desired result. Activating a power is a 
standard action, but using a free feat is not. Feats may be 
used regardless of prerequisites, but the item still must be 

eld and drawn (or worn, in the case of such items). At 
the DMS discretion, an intelligent item might activate a 
power on its own. 


TABLE 4-31; INTELLIGENT ITEM EXTRAORDINARY Powers 
dX Extraordinary Power 


Uses 

01-05 Charm person (OC 11 1) on contact зба 

06-10 Clairaudience/eaincyonce 3/day 
(100.8. range, 1 minute per use) 

11-15 Magic minile (2004 range, 3 missiles) 3/day 

16-20 Shield on wilder 3/day 

21-25 Detect thoughts (OO range, 1 minute 3jday 
per use) 

26-30 Levitation (welder only, 10 minute duration) 3/day 

31-35 Invisibility (wielder nly, up to 30 minutes 3/day 
per use) 

36-40 Fly (30 minutes per use) 282 

41-45 Lighting bolt (846 points of image,  1/day 
2004, range, DC 13 ) 

46-50 Summon monster I day 

31-55 Telepathy (100 R range) 2/8ат 

56-60 Cat's grace (wielder only) day 

61-65 Bulls strength (wieléer only) day 

66-70 Haste (welder only, 10 rounds) Vay 

71-73 Telekinesis (250 Ib. maximum, |mimute — 2jéay 
each use) 

7476 Heal day 

Th. Teleport, 600 Ib. masimum. ду 


dX Extraordinary Power Uses 
78 — Globe of invulnerability лв 
79 Stonesión (wielder only, 10 minutes per use) 2/82 
30 Feeblemind by touch 2/eay 
31 True seeing Амй 
ю Wollof force 
33 — Summon monster VI day 
34 — Finger of death (100 f range DC YI) — 1/¢y 
35 — Powell At wil 

36-90 Roll twice again on this table = 

31-100 Roll again on this table, and then roll or — 


a special purpose on Table 4-33 

Choose an ability score of the item (usually the highest) at 
the time the item is created or randomly generated, Add thi 
abii s bonus to the given DC. 


Ifthe same power is rolled twice, the uses per day are dow 
bled. (1f true seeing or paswall is rolled twice, roll again 

Powers function only when the item is drawn and held 
and the possessor is concentrating upon the desired 
effect. Activating a power is a standard action, At the 
DM's discretion, an intelligent item might activate 4 
power on its own, 


TABLE 4-32: INTELLIGENT ITEM AWESOME POWERS 
dX Awesome Power 


Uses 

01-04 Astral projection dy 

05-08 Bulls strength (welder only; intensified, dy 
230 enhancement bonus to Strength) 

09-12. Cors grace (wielder only; intensified ву 
=10 enhancement bonus о Dexterity) 

13-16 Choin lightning enhanced; 20d6 damage; 1/day 
0c 16) 

17-20. Dominate moniter (DC 19") on contact 1/diy 
21-24 Endurance (wilder оту; intensified, Vy 
210 enhancement bonus to Constitution) 

25-28 Energy doin (DC 19 ') on cortact ушу 
29:32 Finger of death (heightened to th level: — doy 

oc19) 
33-36 Foresight wieder ony) ay 
3140 Cote dy 
41-44 Hoste (welder only; extended 3jdy 
40.rourd duration) 
45-48 — Improved invisibility (welder only; extended; 2/day 
A minute duration) 
49-82. Мәз heal луу 
3356 Meteor swarm (DC 19 ) 1/4 
57-60 Phose door йи 
1-64 — Prismatic sphere (DC 19') 1 
65-68 Stoneskin (wielder only; extended: 3a 
400-minuce duration) 
69-72. Summon monster IX? (extended 7 
40-round duration) 
73-76 Sunburnt (heightened to 9th level; DC 197). 2/dy 
77-80 Teleport without error Фу 
31-90 again on this table 
31-100 


on this table, and then rol for 
а special purpose on Table 8-35 in the 
Duceov Мазтекз Guide 

Choose an ability score of the item (usually the highest) at 
the time the item is created or randomly generated, Add that 
abilty's bonus to the listed DC 
= The weapon can only summon monsters whose alignmen 
has no components that oppose the item's alignment. For 


instance, а lawful good weapon cannot summon a chaotic or 
evi creature 


lus otherwise stated, all awesome powers function at 
Bi&cser level. 1f you roll the same power, the uses per 
nie doubled 

Ае function only when the item is drawn and held. 
[Blihe possessor is concentrating upon the desired 
к. Activating a power is a standard action. At the 
Ds discretion, an intelligent item might activate a 
pron its own, 


IAL PURPOSE ITEMS 
Pins with special purposes are a challenge for the DM to 
f= However, they are worth the trouble, because they 
акру enrich a campaign. 


ins purpose must suit the type and alignment of 
liem and should always be treated reasonably. A pur 
ol Wefea/slay arcane spellcasters" doesnt mean that 
Word forces the wielder to kill every wizard she sees 
des it mean that the sword believes itis possible to 
ery wizard, sorcerer, and bard in the world. It does 
thatthe item hates arcane spelleasters and wants to 
the local wizard’ cabal to ruin, as well as end the 
ola sorcetess-queen in a nearby land. Likewise, a 
mol ‘defend elves” doesnt mean that if the wielder 
lhe only wants to help himself. It means that the 
ants to be used in furthering the cause of elves, 
their enemies, and aiding their leaders. A 
of defeat/slay all” isnt just a matter of self 
fion. It means that the item wont rest (or let its 
Test) until ít places itself above all others. A 

and probably unrealistic—goal, to be sure. 


Ii Inreiticenr Irtw Purrose 


se 
Dia donet kal opposed aure" 
Deeat/say arcae spellcasters (including magic 
sing monsters) 
fla divine spellcasters (including divine 
toe and sevo 
Orfeat/slay nonspelicasters 
[day a particular creature type (see Monster 
| for choices) 
Defeat slay a particular race or kind of creature 
nda particular race or kind of creature 
eraty the servants of a specific делу 
dhe servants and interests of specie deity 
(езү э (other than the tem ard the welder) 


oec the neutral (N) version of this tem is to 
jhe balance by defeatng/ slaying powerful beings of 
alignments (LG, LE, CG, CE) 
fuese Power 
fil purpose power operates only when the item is 
tof its special purpose. This is always up to the 
ofthe item. It should always be easy and 
t to see how the ends justify the means. 
ES uy hat if he players reasoning for how a par 
serves the items purpose is not completely 
athe item wont allow it 


tems ада 
When an item hasan Ego ofits own, it has a will ofits own, 


TABLE 4-34: INTELLIGENT ITEM SPECIAL PURPOSE POWERS 


4% Special Purpose Power 
01-10 Blindness" (DC 177) for 246 rounds 
Confoson (DC 19) for 286 rounds 
Fear’ (OC 197) for 144 rounds 
Hold monster ' (OC 19?) for 164 rounds 
Sey ving" (0C 207) 
Disimeprate (0217) 
True resurrection on wieder, one time only 
*4 luck Bonus on al saving throws, «4 
deflection AC bonus, spell resistance 30 
This power affects the opponent ofthe пета welder on a 
successful hit unless the opponent makes a Will save at the 
isted DC 
‘Choose an ability score of the item (usually the highest) at 
the time the йет б created or randomly generated. Add that 
abiity’s bonus tothe listed DC 


ITEM EGO 


Ego isa measure of the total power and force of personal. 

ity that an item possesses. Only afterall aspects of an item 

have been generated and recorded can its Ego score be 

determined. Ego is a factor with regard to the dominance 
item over character, as detailed below 


Taste 4-35: Irem Eco 


Attribute of tem 

Each +1 enhancement of item up to +S 
Each +1 enhancement of item above +5 
Exch #1 bonus of special abilities 

Each primary ability 

Exch extraordinary ромен! 

Each awesome power 

‘Special purpose 

Telepathic ability 


Read languages ability 
Read торс sity 


Exch +1 of Inteligence bonus 
Each «1 of Wisdom bonus 
Each +1 of Charisma bonus 
fuses per day are doubled, Ego points are doubled as well 

Thus, a +2 short sword (2 Ego points) with an Intelligence 

score of 10, Wisdom score of 13 (1 Ego point), and 

Charisma score of 11, plus the primary ability of finding 

traps (1 Ego point) has an Ego score of 4 
By contrast, imagine a +7 flaming blast longswond (15 Ego 

points: 5 for ће enhancement bonus up to +5, 4 for the 

enhancement bonus up to +7, and 6 for the +6 bonus 
value of flaming blast (see Table 4-15: Weapon Special 

Abilities} with an Intelligence score of 23 (6 Ego points), 

Wisdom of 19 (4 Ego points), and Charisma of 16 (3 Ego 

points). Add the primary abilities of deteet magic, see inis 

He, Improved Initiative, and evasion (4 Ego points), the 

extraordinary powers of detect thoughts (2 Ego points) and 

haste (2 Ego points), and the awesome power of phase 
door (6 Ego points). Also include the fact that the weapon 
is telepathic (1 Ego point) and reads lang 


Ego Points 


гез (1 Ego 


point) and the sword has a total Ego score of 44 


The item is, of course, absolutely true to its alignment. If 


the character who possesses the item is not true to that. 
alignment’s goals or the items special purpose, personal- 
ity conflict—item against character—results. Similarly 
апу item with an Ego score of 20 or higher always соп. 
siders itself superior to any character, and 3 personality 
conflict results if the possessor does not always agree 
with the item. 

‘When a personality conflict occurs, the possessor must 
make a Will saving throw (DC = items Ego). Ifthe possessor 
succeeds she в dominant. If she fails the item is dominant. 
Dominance lasts for one day or until a critical situation 
‘curs (such as a major battle, а serious threat to either tem, 
or character, and so on, at the ОМУ discretion) Should a 
item gain dominance, it resists the characters desires and 
demands concessions such as any of the following 


Removal of associates or items whose alignment or 

personality is distasteful to the item. 

The character divesting herself of ll other magic items 

‘or items of a certain type. 

* Obedience from the character so the item can direct. 
where they go for its own purposes. 

Immediate seeking out and slaying of creatures hateful 

tothe item. 

Magical protections and devices to prot 

from molestation when itis notin use 

That the character carry the item with her on all 

That the character relinguish the item in favor of a 

more suitable possessor due to alignment differences 

or conduct. 


һе item 


In extreme circumstances, the item can resort 
harsher measures 


* Force its possessor into combat. 
* Refuse to strike opponents 
* Strike at its wieder or her associates 
Force its possessor to surrender to an opponent 
Cause itself ro drop from the characters grasp. 


Naturally, such actions are unlikely when harmony 
reigns between the character's and items alignments or 


BEHIND THE CURTAIN: PRICING ARTIFACTS 
Since epic magic items have market prices and prerequisites 
for creation, why don't artifacts have these same characters 
tics? For most artifacts, this is a game balance issue. Because 
ап item's market price sets its creation cost, pricing an artifact 
Would lead to setting its cost to create. If а character had the 
ability to create books of exalted deeds ot spheres of annihilation, 
the campaign (and indeed the entire world) could be thrown 
ол of whack. The presence of such items must lie solely in the 
hands of the DM, who can decide whether or rot he wants a 
deck of many things in his game. If these tems had prices, then 


when their purposes and personalities are well matched 
Even so, an item might wish to have a lesser character 
possess it in order to easily command him, or a higher 
level possessor so as to better accomplish its goals 

All magic items with personalities desire to play an 
important role in whatever activity is under way, partic 
larly combat. Such items are rivals of each other, even if 
they are of the same alignment. No intelligent item wants 
to share its wielder with others. An intelligent item is 
aware of the presence of any other intelligent item 
within 60 feet, and most intelligent items try their best to 
mislead or distract their host so that she ignores or 
destroys the rival. OF course, alignment might change 
this sort of behavior. А holy devastator, for example, would 
certainly not allow destruction of any other lawful good 
item and might encourage their discovery, even at the 
risk of having to face grim odds to do so. 

Items with personalities are never totally controlled or 
silenced by the characters who possess them, even 
though they may never successfully control their posses 
sor. They may be powerless to force their demands but 
remain undaunted and continue to air their wishes and 
demands. Even a humble «1 weapon of unusual nature 
can be a vocal martyr, denigrating its own abilities and 
asking only that the character give it the chance to shat 
ter itself against some hated enemy. 

Note: You should assume the personality of the item as 

would with any МРС. Refer to Chapter $: Campaigns 
in the Duxctow Nasre’ Guide, especially Table 5-5: One 
Hundred Traits, for ideas on personality quirks to make 
an intelligent items persona more memorable 


Even in a world with epic magic items, there will always 
be artifacts: legendary relics of mysterious power, their 
origins shrouded in tales of lore. Some of these items may 
be little more than unique epic magic items with a story 
attached, while others defy even the greatest loremastes 
efforts to glean their methods of creation. 

Regardless of an artifacts origin, no price can truly be 
attached to these items, In most cases, this is because 
their powers Йош categorization. Other items а 


e so fat 


characters could create them as desired, taking this element of 
control away бот the ОМ. 

Stil some artifacts (minor or major) can be reproduced using 
the epic magic item creation rules, For instance, the Mace of 
Cuthbert is essentially a «5 holy louful mace of disruption (efe 
tively a +11 weapon) with a special power (searing ligit at 20th 
level at will). According to the epic magic item creation rules 
this item would have a market price of approximately 2,500,000 
gp. A character who wished to wield a replica of the Mace of 
Cuthbert could have such an item created, It wouldn't be the 
actual Мосе but it would be essentially identical in function 


pnd the means of mortal creators that no fair price 
fe attached to their ownership. 
Ben though epic characters are extremely powerful, 
| should still be careful of placing artifacts in your 
se without forethought. Many have the power to 
[ÊY influence your campaign, and without a market 
ircan be difficult to gauge their relative power in 
[Bruson to other magic items. Still, if any campaign 
Bout for the inclusion of artifacts, it is the epic game. 
iif you dont pass these items out as treasure, the me: 
nce of them in the game can help it feel more ^ 


NOR ARTIFACTS. 
puted in the DUNGEON чай 
imis Guide, minor ати. (0 
fis are nor necessarily 
gue items, but rather 
jc items that no longer 
[the made by common 
even by the. 
creators, Such 
ve no established 
йн price (though their 
le can range into the 
reds of thousands of 
pieces or more) 
Bow is a selection of 8 
minor artifacts 
Wrerfull Purse: This 


nto many overnight. 1f 
ge gold piece is plac 
be п} purse at sun. 
JÎ will be replaced at. 
by 25 gold pie 
[e purse has no effect if 
tthan one gold piece is left wi 
than gold is placed within, 
ftr Level: 20th; Weight: 1/2 Ib. 
lium of Gainful Conjuration: This mystic book is 
fps value to arcane spellcasters of good alignment 
NG, CG), Study of the work requires one week 
ff completion, the good arcane caster gains a +1 
Bint bonus to the ability score controlling his arcane 
ting ability (for example, Intelligence for wizards 
(билт for bards and sorcerers) and experience 
iufficient to place him halfway into the next level 
lence. (Ifthe reader has levels in more than one 
spellcasting class, he must choose one of the 
tobe affected.) 
[к arcane spellcasters (LN, N, CN, LE, NE, or 
Irt permanently drained of 14441 points of Consti 
and must atone (see the atonement spell) in order 
any further experience. 
hne incapable of casting arcane spells who reads 
ingle word of the work must make a Will save 
Bor suffer insanity (see the insanity spell 


in, or if anything 


Except as indicated above, the writing in a liam of gin 
ful cnjuration canit be distinguished from any other book, 
libram, tome, or so on until perused. Once read, the book 
vanishes, never to be seen again, nor can the same charac 
ter ever benefit from reading a similar tome a second time. 

Caster Level: 19th; Weight: 3 Ib. 

Libram of Ineffable Damnation: This mystic book 
is of great value to arcane spellcasters of evil alignment 
LE, NE, CE). Study of the work requires one week 
Upon completion, the evil arcane caster gains a +1 inher 
cent bonus ro the ability score controlling his arcane spell. 

а casting ability (for example, Intelligence 

for wizards or Charisma for bards 
and sorcerers) and experience 
points sufficient to 
place him halfway 
dde into the next level of 
experience. (If the 
reader has levels in 
more than one arcane spellcasting 
class, he must choose one of the 

classes to be affected. 

Nonevil arcane spellcasters (LN, 

N CN LG, NG, ог CG) are perma 
nently drained of 1441 points of 
Constitution and must atone (see 
the atonement spell in order to gain 
any further experience, 

Anyone incapable of casting 
arcane spells who reads even asingle 
word of the work must make a Will 
save (DC 20) or suffer insanity (see 

the insanity spell 
Exceptas indicated above, 
the writing in a libram of nef 
fable damnation cant be distin: 
guished from any other book, libram, 
tome, orsoon until perused. Once read, the book vanishes, 
never to be seen again, nor can the same character ever 
benefit from reading a similar tome a second time. 

Caster Level: 19th; Weight: 3 Ib. 

Libram of Silver Magic: This mystic book is of gr 
value to arcane spellcasters of neutral alignment (LN, М, 
СМ). Study of the work requires one week. Upon comple 
tion, the neutral arcane caster gains a +1 inherent bonus to 
the ability score controlling his arcane spellcasting ability 
for example, Intelligence for wizards or Charisma for 
bards and sorcerers) and experience points sufficient to 
place him halfway into the next level of experience. (1f the 
reader has levels in more than one arcane spellcasting 
class, he must choose one of the classes to be affected. 

Evil or good arcane spelleasters (LE, NE, CE, LG, NG, 
or CG) are permanently drained of 144+1 points of Con 
stitution and must atone (see the atonement spell) in order 
to gain any further experience. 

Anyone incapable of casting arcane spells who reads 
even a single word of the work must make a Will save 
DC 20) or suffer insanity (see the insanity spell 


нет 


Г 


Except as indicated above, the writing in a liam of ser 
magic cant be distinguished from any other book, libram, 
tome, or so on until perused. Once read, the book vanishes, 
never to be seen again, nor can the same character ever 
benefit from reading а similar tome a second time. 

Caster Level: 19th; Weight: 3 Ib. 

Manual of Puissant Skill at Arms: This treatise con 
tains expert advice and instruction in the arts of combat. 
Any barbarian, fighter, monk, paladin, or ranger who 
spends one week studying the manual gains а +1 inherent 
bonus to Strength and experience points sufficient to 
place him halfway into the next level of experience. (Ifthe 
reader has levels in more than one of the classes listed, he 
must choose one of the classes to be affected. 

A character without any levels in one of the classes 
listed gains no bonus from the work, but ifan arcane 
spellcaster without levels in one of the classes listed 
scans even a single word she will lose 246x1,000 XP and 
must make a Will save (DC 20) oe have 1 point of Intell 
gence permanently drained. 

Except as indicated above, the writing in a manual of 
sant skill at anms canit be distinguished from any other book, 
libram, tome, or so on until perused. Once read, the book 
vanishes, never to be seen again, nor can the same character 

benefit from reading a similar tome a second time 

Сает Level: 19th; Weight: 3 Ib. 

Manual of Stealthy Pil- 
fering: This guide то + 
thievery grants any rogue 
who spends 
studying its lessons a +1 
inherent bonus to Dex 
terity and experience 
points sufficient to place 
him halfway into the 
next level of experience. 

A character without any 
rogue levels gains no bonus 
from the work, but if a divine 
spellcaster without rogue levels 
scans even a single word she will lose 
2d6x1,000 XP and must make a Will 
save (DC 20) or have 1 point of 
Wisdom permanently drained. 

Except as indicated above, the writing in a та 
stealthy plfering can't be distinguished from any other 
book, libram, tome, ot so on until perused. Once read, the 
book vanishes, never to be seen again, nor can the same 
character ever benefit from reading a similar tome a 
second time 

Caster Level: 19th; Weight 3 Ib 

Olidammarais Dice: This pair of yellowed ivory cubes 
appears much like any other pair of typical (é-sided) dice, 
though in place of the "1" spot is Olidammaras symbol, 
the mask of comedy and tragedy combined 

A character with а pair of Olidam 


[ЧУ 
Dice 


‘wishes to roll them must announce that he is rolling the 


dice (accidental rolls have no effect). Rolling the dice isa 


standard action, and both dice must be rolled simultane 
ously to have any effect. 

To mimic the roll of Olidammara’s dice, the player 
should roll 2де and consult the table below. 


2% Effect 
2` Lose 10,000 XP and dice rol again next round 

3 — Permanently lose 1041 Dex 

4 Gain 148 negative levels (Fortitude DC 20 to remove) 
5-1 penalty on all tacks, saves, and checks for 1 hour 
6 4 penalty to AC for 10 minutes 

7 e1 morale bonus on attacks and on saves against fear 


for 10 minutes 

8 Gain effects of blur for 10 minutes 

Э =T insight bonus on all attacks, saves, and checcs for 
hour 

10. Gain effects of freedom of movement for 1 hour. 

11 Gain one limited wish (must be used within 1 m пме) 

12 Cain 10000 XP and may rol again next round 


No character can gain any effect from an additional rol of 
the dice within 24 hours, with two exceptions. If you olla 
2, the dice automaticaly roll themselves at the beginning 
of your next turn and you must accept the additional 
result. If you roll a 12, you may choose to roll again in the 
next round (if more than 1 full round elapses between the 
roll of 12 and your bonus roll, you lose the bonus rol) 
There is no method (mundane or magical) to predict o 
influence the result of a roll of Olidamman's dice, Even 
powerful divination magic cant predict the outcome of 
roll before itis made. 
aster Level: 20th; Weight 


MAJOR ARTIFACTS 

| Each of these unique items has 

along history behind tan 

irreproducible creation, an 

infamous origin, and any 

number of tales of its 

passage from antiq 

uity to the present 

day. These major 

artifacts are immensely 

potent items that have the 

power to alter your campaign 

As described in the Dunato Masi 

Guide, major artifacts can only be destroyed 

by unique means. The specific methods of destruction 

of the major artifacts described here arent provided so 

that the DM can decide them (and so nosy players cant 
ruin the mystery 

Like those found in the Duwceow Mast Guide, the 

major artifacts described here are meant as examples 

Tailor artifacts to fit your campaign world (including the 

customization of those below as needed), and always be 

sure to make the discovery of a major artifact campaign: 
defining moment. 

Axe of the Dwarvish Lords: According to dwarven 

legend, this axe is the last survivor of the Five Great 

Tools forged by the First King of the Dwarves. Over the 


the Axe of the Dwarvish Lord 
appeared dozens of 
at chan, 


"m 


has appeare 
mes, its reap 
e and upheaval among th 


ing volcano, 
ngs Any dwarf who hı 

мол. Any no 

— 


ds it doubles the range о 
Ave takes 


dwarf who grasps th 
Charisma damage; these po 
[lle or restored in any way while the Ave is held. 
le current 4% 
01-25 


lilamorsmithing, blacksmithing, gemcutting, stone 
ary and weap hecks.T 
can summ 


[iir ix duration 20 rounds) once pe 


nsmithing wielder of 
pan elder earth elemental 
(iex of the Infinite Planes: The origin of this 
pposedly predates the development of 
ве among humans. Also known as Үартах 
x of the Infinite Planes has sur 
pos war the Cin 


and the fires 
fren whereabouts are (perh: 
f is enormous 
lift it. The cow 
ts pages crafted 
[Êd pages feature strange, alien writing il 
[E drawings both fantastic and grotesque 
Brun pages are turned, anoth 
opening the Codes for 
utterly annihilated, 
ution spell (Fortitude 
only 1046 damage). Th 
vive can pe 
Шит its pow 
it risk. Each day 
fier to make а Spellcraft 
Bek (DC о) to learn one of 
ке che 
AM 
fence bonus on the 


ise its pa 
х though no 
pent 


ie the power 
ly add a +1 cir 
heck 
коха day spent reading 
Ili power is learned). How 
study also force 
iler to make a Will save 
К. t per day of study) to 
Ped being driven insane 

Bio spl 


mm 


the c 


on, banish 
[pin planar ally, ¢ 
faring plane sh 
Mini Each is usable a 


aster level of 30th 
phes, and all 


v spell level 
Any failure 


Catastrophe. 
Natural Fury: An earthquole spell centered on the. 
reader strikes every round for 1 minute, and an 


Intensified storm of vengeance spell is centered and 
targeted on the reader. 


hime mper Reader's soul s captured 
les op the sou o save allowed] та random 
Sormehere оп ihe plane while his bed fs э 
tntombed beneath the earth (as imprisonment). 


of Al'Akbar: These holy relic 
d АГА 


kness-based spells whose 
s filled w 
ull gallon) 


e will act a у 
f drunk. This lig 
an of Al'Akbar is a 
nied platinum star 
from a chain of gold and 
earls. The wearer gains a +6 


е, if the Tal 
water, that liquid 
effect will function. 

nd 

Any evil or chaotic creature 

that touches the Cup or Talisman 

i (f evil 


Eye of Graumsh: This lump of rock has a marquis-cut 
black sapphire set in its center, making it appear similar 
toa large eye. Orc legends claim thatthe rock is actually 
the petrified eye of Gruumsh himself, p 
by the elf deity Corellon Larethiar. Elven 
this story, insisting that Corellon destroyed 
eye completely 

Nevertheless, the Eye of Gruumsh has great power, раг 
ticularly in the hands of one of orc blood. If possessed by 
an orc, it grants a +6 enhancement bonus to Strength and 
Charisma, and the orc’s darkvision range is d 
Nonorcs who possess t 2 enh: 


out ages ago 


Eye gain a 
bonus to Strength but take a -2 p 
and Charisma. 

Regardless of the о any weapon wie 
the owner of the Eye is considered an elf bane 
weapon, Furthermore, by holding the Eye 
before you, you can perceive things as 
if you had true seg cast upon you. 

This can be activated only once 
per day but lasts as long as you 


concentrate on it (requiring a 

standard action each round, 
Golem Armor: This еп, 

mous suit of black iron «10 full 

plate armor increases the wearer's 

size by one category (to а maxi 
um of Colossal). The wearer 

gains a +10 enhancement bonus 

ndered im. 

mune to mind-affecting effects, po 

son, disease, and similar effects. He s not 

subject to critical hits, subdual damage, abil 


to Strength and is т 


ity damage, energy drain, or death from mas 
sive damage. Unlike the iron g 
which the armor is modeled, Golem Armor is immune to 
rust attacks. The wearer of Gole gains damage 
eduction 50/53. He also cannot regain hit points by any 
ins (mundane or magical) while the armor is worn. It 
requires 1 hour to don or extract oneself from Golem Amor 
Invulnerable Coat of Arnd: When humanity was 
young, a nation in the distant west fo 
foot of a tyrannical wizard-king, оти 
the arcane arts Seeing the nations plight, a humble cleric 
named Armd prayed to his gods for mercy and was pro- 
vided a vest of shimmering chain that would stand 
against the mightiest foe. Though Arnd has lon, 
passed away, the Coat remains. Rumors persist that it con: 
tinually seeks out new owners to wear it into battle. 


Ring face 
» after 


resistance 20 against acid, tricity, fire, and son 
energy. If the wearer can t э, treat the wearer as 
having +4 class levels for purposes of caster level, tuming. 
undead, smiting evil, and laying on hands For instance, a 
215lesel cleric would have an effective caster level of 

th, while а 2tsclevel paladin could lay on hands for 2 
her Charisma modifier sof damage healed. 


Iron Gauntlet of Hextor: This right-handed gauntlet 
of black iron was worn by Hextor in his first batt 
against his half-brother Heironeous and was imbued 
with а fraction of his power and intellect. Since that day 
the c as been passed down to various lieutenants 
and high priests of the faith of Hextor, always seeking to 
find the right vessel to further its destructive urges. 
The Gaw 


let grants а +8 enhancement bonus to 
wearer doubles the damage bonus on any 
smite attacks he makes. Ifthe wearer has the Leadership 
feat, the wearer's Leadership score increases by +4, but 


an never attract or keep followers or cohort 
who are good or chaotic. Once per day, the wielder can 
on as a 20th-level caster (DC 23} 
The Iron Gauntlet of Hevloris intelligent (Int 13, Wis 14 
Cha 24, Ego 
cate telepathically with its wearer, though it 
cannot speak. It will always seek to dom: 
inate any wearer who isnt lawful evil 
cing such an owner to commit 
ln 


26) and lawful evil. It can communi 


ful evil deeds (or else бгз 
more suitable weater 
Ring of Gaxx: This strange 
ly crafted platinum ring of un 
known origin is set with a gem 
of nine facets, each one in 
scribed with a different incom: 
rehensible rune. Each day at 
ise, the gem turns to display 1 
different facet (with no apparent 
pattern, though some we 
reported the ability to control the active 
facet to some extent). The active facet deter. 
mines the Rings power for that day. Each day, roll 1d10 
determine which facet (and thus which power) is active 


ers have 


YO — Active Facet Power 
Wearer is immune to disease 
Wearer needs по ai^ to survive 
Wearer gains +S natural 


mor bonus. 


Wearer ins cold resistance 30 

Weare: gains freedom of movement 

Wearer gains 5 res stance bonus on saving throws 
0 Wearer may select which facet is active 


The wearer of the Ring of Сах can, with a great deal of 
mental exertion, attempt to change the active facet away 
from one he does not desire. This requires a full round 
ction and a Concentration check (DC 50), and deals 246 
points of subdual damage regardless of success, If the 
save is successful, che new facet is determined randomly. 

If the Ring of Caxx is removed, the former wearer 
takes 2d6 points of subdual damage each minute until 
itis replaced or until his subdual damage exceeds his 

rent hit points (though the subdual damage 
resumes again immediately when the former wearer 


ains entries for sore that су 
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ules and restrictiohs are nor invohéd except for 
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ео! оет special powers from their “mobsterelass" 
her than the special abilities marucally arri 


Athen creating a chatacter ustng а nonstandard race 
that races level adjustment to the characters class 
{or levels) to determine its actual charac 


who зазедоа has an ECL 
Player characters whóthate level adjustments of 

1 oc higher (humans ab other standard races 
кап be said to have þ lével'adJüstment of +0) indi 
cate that their class levtls do not accurately 
reflect their power. 

‘Creating Characters Using ECL: Only let a 
playercreate nonstandard race chagacters when 
Yyouwould otherwise allow that player to create а 
higher-level standard character of equivalent 

Thais, the winterwight sorcerer with an 
26 noted a 


Advancing Characiers Using ECL: Effec 
vecharacter level (ECL), as a measure of a 
character's power, is equivalent to'character 
evel. Normally, character level asa concept is 
thé sum o haractery classes. Thus a 
bumani та Леке] rogue 
basa c le When next he 

character level of 
000 XP, as 
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MONSTERS BY CHALLENGE RATING 
Сп. Monster 
Mercane 
Hoary steed 
Legendary bear 
Legendary tiger 
Behemoth eagle 
Behemoth gorilla 
Chichimee 
Mithral golem 
Mu spore 
Pseudonatur 
Saad, white. 
‘Anaxim 
Ha-naga 
Thorciasid 
Brachyurus 
Lavawight 
Paragon, mind flayer 
Ruin swarm 
Winterwight 
Colossus, stone 
Зип 
Tayellah 
Vermiurge 
Gloom 
‘Adamantine golem 
Hunefer 
Phane 
Заза, black 
Treant, elder 
Infernal 
Neh:thalggu 


XP to advance. For instance, a winterwight tst-level sor. 
cerer/3rd-level rogue has an ECL of 29 (level adjustment 
of 25 for being a winterwight, + 4 for character level) To 
go up a level, the winterwight uses its ECL on the Char 
acter Level column on Table 1-2. In its case, it needs a 


total of 435,000 XP to advance to the next level (a it goes 
from 29th to 30th 


Essentially, the experience point requirement for a 
nonstandard character to reach the next level is differ 
ent. Instead of needing character level x 1,000 XP to 
reach the next level, a character needs its ECL x 1,000 
to reach the next level 


MONSTERS BY TYPE (AND SUBTYPE) 

Aberration: gibbering orb, ha-naga, neh-thalggu 
paragon mind flayer, thorciasid, vermiurge. 

Animal: legendary bear, legendary tiger. 

Construct: adamantine golem, flesh colossus, iron 
colossus, living vault, mithral golem, stone colossus, 
umbral blot 

Construct, Outsider (Lawful): anaxim. 

Dragon: advanced dragon, force dragon, prismatic 
dragon. 

Elemental (Air): primal air elemental 

Elemental (Earth): primal earth elemental. 

Elemental (Fire): primal бте elemental 


Monster 
‘Shadow of the void 
Shape of fire 

Worm that walks 
Colossus, flesh 
Gibbering orb 
Uvuudaum 

LeShay 

Prismasaurus 
Sirrush, three-headed 
Demilich 
Hagunemnon 
Atropal 

Genius loci 

Titan, elder 

Force dragon, adult 
Dream larva 

Umbral blot 
Colossus, iron 
Living vault 
Phaethon. 

Dragon, advanced red great wyrm 
Primal 


Primal elemental, fire 
Primal elemental, water 
Xixecal 

Devastation centipede 
Devastation spider 
Devastation scorpion 
Devastation beetle 
Prismatic dragon, old 
Hecatoncheires 


Elemental (Water): primal water elemental 

Fey: hoary hunter, leShay 

Magical Beast: brachyurus, hoary steed, prismasan 
sirrush, ayellah, three-headed sirrush. 

Monstrous Humanoid: gloom 

Ooze: genius осі, ruin swarm, worm that walks, 

Outsider: behemoth eagle, behemoth gorilla elder il 
pseudonatural troll. 

Outsider (Air) chichimec 

Outsider (Chaotic): dream larva, phane, black dal 
white slaad. 

Outsider (Cold): xixecal 

Outsider (Evil): hecatoncheires, uvuudaum, 

Outsider (Evil, Lawful): infernal. 

Outsider (Evil, Chaotic): infernal 

Outsider (Fire): phaethon 

Outsider (Lawful): mercane. 

Plant: elder treant, mu spore. 

Shapeshifter: hagunemnon. 

Undead: demilich, hunefer. 

Undead (Cold): shadow of the void,» 

Undead (Fire): lavawight, shape of fire. 

Undead, Outsider (Evil): atropal. 

Vermin: devastation centipede, de 
devastation scorpion, devastation beetle 


fc powers and pure, undiluted hate of their forebears 
il naturally formed creatures 
Jbominations are misshapen, grotesque, and horribly 
id from their godly birth-throes. Abominations 
inan overwhelming variety of forms, all terrible. 
«4 of heaven and hell, abominations are sealed 
for eons at a time. But over the course of time, 
inations are sometimes accidentally freed or 
0 escape on their own. An abomination’ appear 
Iran panic nations, worlds, or entire planes of exis 
t Thankfully, most abominations remain securely 
жау by higher дейс decree 
Ubsminations posses the spark of godhood. As such. 
ate virtually immortal unless slain. (They are not 
ly immortal, but they age so slowly and they need 
leen and even breathe so rarely that death for an 


abomination normally only comes through conflict.) 
Though they are unable to grant spells to followers, some 
abominations are worshiped regardless. 

Abominations speak Abyssal, Celestial, Infernal, and 
often a language associated with their imprisonment 
‘Aquan, Ашап, Terran, or тал) 


Comba 
‘Abominations take unholy delight in cataclysm. Pro 
ing their own self-loathing on the multiverse at large, 
they seek to tear it all down. The eradication of life, death, 
and existence itself is the goal of most abominations. 
Though they hardly require food, abominations gain 
their single satisfaction by feeding, especially on still: 
living victims. 


ABOMINATION TRAITS 

All abominations share these characteristics. 
Immunities (Ex): Abominations are immune to poly 
morphing, petrification, or any form-altering attack, 
They are not subject to energy drain, ability drain, or 


—— ا 


омс ABOMINATIONS 
Вэ planes seal away more abominations than can be cata 
However, the OM can create new abominations using 
Кыл information, 
Bominations are a grouping, not а type. In fact, abomina 
Wt à grouping of the outsider type in the same way that 
меа grouping of the outsider type. The accompany: 
e Indicates the average values an abomination of a 
Wie might have for its basic physical scores, 
J Berinations also share several other characteristics 
lninaion Tits: All abominations are born directly (or 
Ij as in the case of anaxims) from a god and some 
feature (or Idea), but none are favored, wanted, ог loved, 
they al share a tiny spark of deific energy, which grants 
the qualties described in Abomination Trait, earlier in 
uper. (Note: IF you are using the rules presented in 
өк Demigods, abominations are rank 0 deities ) 
fat Heling and Regeneration: Most abominations have 
Мези of fast healing and regeneration, ranging from 
5 for both abilities. Usually, higher HD abominations 
iter values for fast healing and regeneration, though 
Мау the case. f an abomination has regeneration, it 
Й subject to normal damage from at least two sources, 
M which is the antithesis for their subtype (for instance, 
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evil abominations are subject to normal damage from good 
weapons), and the other of which is somehow tied to some 
unique feature of the abomination (for instance, an abomina: 

tion sired by a sun god might take normal damage from 
weapons forged in darkness or at night) 

Natural Armor: All abominations have some degree of natu: 
val armor bonus ranging from +10 to «100. Usually, higher HD. 
abominations have higher natural armor bonuses, but this is 
not alvays the case. 

Spell Uke Abilities: АП abominations have access to a variety 
of spells in the form of spell like abilities, which they can use 
as 20th- or higher-level casters, depending on the abomina 
tion. No rule governs how many or how few spellike abilities 
an abomination may claim, though the infernal serves as a 
good guide for the upper limit. 

Unique Abilities: All abominations have at least one or more 
unique abilities tied to their godly parent's portfolio, or to the 
manner of their incarceration. For instance, an abomination 
born of a sun god might give off blinding. searing light wher 
‘ever it went—or it could have the power to plunge an area into. 
darkness forever. 

Spell Resistance: As а general rule of thumb, abominations 
have spell resistance equal to their CR «12. 


Bite 
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morale effects) 
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Abominations resist detection, and are all 
affected by a попі 
abomination’ HD. 
Special Qualities (Ex): All ab 

spell-like ability to use true s 


to the abomination) 


minations all have signi 


lof a caster level equal to 


them to pierce illusions, see 
е past foes protected 
effects. Abominations 
massive damage, and they have maximum hit points 
per Hit Die. Abomin 


ns have the blindsight 
feet. Abomina 

their feat select 3 

Telepathy (Su): Abomir 
telepathically with any creature wit 
has a language 

Summon Creature (Sp): Abominations 
summon creatures associated either 
with the portfolio of their godl 
progenitor or with thei 
ment. For example, an ab 
tion whose deific father's por 
lio included the 
might be able to s 

mentals while 

another abomi 

nation sealed away 

deep in the earth 

might be ab 

mentals (regardless 
of its mothers or 
father's рото 
abomination with 
automatically 
they came af 
ter 1 hour 
if slain. See spec 
additional details 


NAXIM 

Medium-Size Construct, Outsider (Lawful) 
Hit Dice: 38d10 (380 hp) 

Initiative: +7 (Dex 


Speed: вой. fly 200 ft (perfect 

AC: 37 (+7 Dex, +20 natural 

Attacks: 2 spinning blades +40 melee, 2 shim 
melee, shocking touch +35 melee touch; ord 
ty ray +35 ranged touch, 6 spikes +30 ranged (fl 

Damage: Spinning blade 2d6«12, slam 246+6 dit 


spikes 2d6+12 
Face/Reach: 5 fi. by 5 ft/s ft 
Special Attacks: Re 
abilities summon i 
Special Qualities: Abomination traits, magic imm 
its fast healing 15, SR 34, 30/4 
Feats: Cleave, Great Cleave, Po 
Saves: Fort +12, Ref +19, Will +17 
Abilities: Ste 35, Dex 25, Con 
Climate/Terrain: Any 
Organization: Solitary, binar 


sonic blast, spell 


т Attack, Sunder 
Int 20, Wis 20, Chil 


pair), or comm 
5-12 iron golems 
Challenge Rating: 22 
Treasure: Standa 
Alignment: Always lawful neutral 
Advancement: 39-48 HD (Large); 49-90 
Huge); 56-70 HD (Gargantuan); 71-10 
Colossal 


Anaxims are the ill-conceived deii 


crafted by gods of the forge 

Unlike most оле 
tions, anaxims are hg 
mot of lust, but piel 


labored 


chanical designs inl 


by apocalyptic impulsi] 
axims are constructs that wal 
not purged as they shoul 
and so gained a pseudo) 
of their own. Ana 
appear as hums 
sized conglomey 
оски 
gears, shea 
ing blades. 
tallic fists ii 
other unfamili 
moving parts of ing 

Generally, the 
e pear unbalance 
unwieldy, and om 
too many cutting implement 
to the air by deploying a specials 

m its back; once deployed, the blı 
л over its head with a constant roar of noise a 
Most failures of forge gods are never discovered hı 


re somehow imbued with the spark of дей 


ght that all abominatior 
st naxims are animate and determined 


share. Despite the 


Heng consigned to the scrap heap by their рег 


[ит have a variety of ar 
luding simple 
a special ele 


10 feet or more 
jebject to spike 
les, an electricit 
Sonic Blast (Ex): As 
lc energy that d 
ats of soni 
atures that fail a Reflex save 
that succeed tak 
Tend (Ex): If the anaxim hit: 
pinning blade, the spin 
blade slices particularly 
This attack automati 
ils an additional 
ints of damage 
е Abilities: 


ind; save DC 
pel level. 
mon fron Golem (Sp): An anaxim. 
golem up to four times pe 
Momination Traits: Immune 
ther form. 


polym 
lterin 
drair 

ssive damage; Immun 


abilin 


instruct Traits: Immune t 


mind 

phantasms, patte 
n, sleep, рага 

Petes Fortitude save unless it also w 
heal damage (though rege 

ply if present). Not sul 

ability damage 


abilit 
ath from massive d 
reduced to 0 hit poi 


Saves: F 
Abilities: 


Epic Feats: 
Climate/Terrain: А: 
Organization: Solitar 
Challenge Rating: 3 
Treasure: Stand: 
Alignment: Always lawf 
Advancement: 


7-80 НГ 


Larg 
(Evil) 
Hit Dice: HD бей! 
Initiative: +6 

Speed: 5 ft, fly 24 
AC: 51 (-1 size 


Undead, Outsider 


2 Dex, +4 
аск: 2 touches 


Damage: Touch 246 


level d я 
Face/Reach: s ft. by s ft,/10 ft 
Special Attacks: Constitu. 
drain, energy drain 
ative levels, Fort DC 59) 
ilir иттоп 
ities: Abomination 
ts, rebuke/com: 
eneration 20, SR 
1 +22, Ref +26, Will +43 
Ste 43, Dex 15, Con -, Int 2 


82, Hide -2, Knowl 
8, Spellcraft +0, 
ting, Combat 
Improved 
Impro 
on Will 


tise, Great Cleave 
ed Crit 
Attack, Skill Focus 

Weapon Focus 
whelming 
f Animation 


D(L 


eatures is sup 


it mouths obscenities. Из arms are too slender and its tiny 
hands end in cruelly sharpened nails, while its legs are 
atrophied, dead things that hang useless below it. An 
atropal never walks, but always floats 

When an atropal rises, the gods cringe, and seek to 
banish the horrid remnant by sealing it away in a sepa 
rate cemetery plane or beneath the crypts of dead civ 
lizations. Woe to the adventuring party or wizard: 
archeologist who untombs an atropal—once released, 
the atropal kills everything in a wider and wider swath 
until it is somehow neutralized. The undead nations led 
by necromancer kings of past ages may have actually 
been led by atropals, 


Combat 
Atropals send minion undead and nightcrawlers before 
them. They are quick to cast greater dispelling on foes, 
especially those using spells to protect them against 
negative energy and those who have the death ward 
spell cast 

Spell-Like Abilities: At will 
P cone of cold, desecrate, 
greater dispelling, finger of death, improved invisibility, plane 
teleport with 


shif slay living, speak with 
ош error, unholy aura; 5/day — haste, р 
Caster level 30th; save DC 26 + spell level. 

Rebuke/Command Undead (Su): Atropals can 
rebuke or command undead as a cleric of the same level 
asthe atropals HD. 

Negative Energy Aura (Su): A 30-foot-radius spread 
negative energy aura spreads from each atropal. АШ un 
dead in the field (including the atropal) are treated as if 
having turn resistance +20 and a negative energy version 
of fast healing 20. Living creatures in the aura are treated 
as having ten negative levels unless they have some sort 
of negative energy protection or protection from evil 
Creatures with 10 oF fewer HD or levels perish (and, at 
the atropals option, rise as spectres under the atropals 
command 1 minute later 

Constitution Drain (Su): When the atropal hits a 
living opponent with a touch attack, the opponent takes 
5 points of permanent Constitution drain, or 10 points 
onacritical hit. The atropal heals 20 points of damage, or 
40 points on a critical hit, whenever it drains Constitu 
tion, gaining any excess as temporary hit points. The 
attack allows a Fortitude save (DC 9) 

Energy Drain (Su): When the atropal hits with a 
ranged touch attack (a ray of utter darkness that it shoots 
from one eye to a range of 400 feet), the resultant energy 
drain bestows four negative levels, or eight negative 
levels on a critical hit. For each negative level bestowed 
on an opponent, the atropal heals 10 points of damage, or 
20 on a critical hit, gaining any excess as temporary hit 
points. After 24 hours have passed, the afflicted opponent 
must attempt a Fortitude save (DC 59) for each negative 
level. If successful, the negative level goes away with no 
harm to the creature; otherwise, the creatures level 
decreases by one. 


Regeneration (Ex): Atropals take normal da 
from good weapons or sentient weapons (or oth 
living weapons 

Summon Nightcrawler (Sp): Five times per day sn 
can summon a nightcrawler (see the Monster Ma 

Abomination Traits: Immune to polymorg 
petrification, and other form-altering attacks nig 
ject to energy drain, ability drain, ability dam 
death from massive damage; immune to mind 
effects; fire resistance 20; cold resistance 2% 
detection; true seeing at will; blindsight 500 fti 
thy out to 1,000 f 

Undead Traits: Immune to poison, sleep, pan 
stunning, disease, death, effects, necromanticd 
mind-affecting effects, and any effect requiringa 
tude save unless it also works on objects, 
critical hits, subdual damage, ability damage, a 
drain, or energy drain. Negative energy heals N 
risk of death from massive damage, but destroy 
hit points or less. Darkvision 60 ft. Cannot ben 
resurrection works only if creature is willing 


HICHIMEC 

Medium-Size Outsider (Air) 

Hit Dice: 2748+189 (405 hp) 

Initiative: +7 

Speed: 5 ft, Пу 200 ft. (perfect 

AC: 39 (+7 Dex, 422 natural 

Attacks: 2 primary wing buffets +39 melee, 6s 
ary wing buffets +37 me 

Damage: Primary wing buffet 246+12, secondaty 
buffet 146+6, гай slam 1d6«6 plus Cha drain 

Face/Reach: s ft. by s ft/5 ft 

Special Attacks: Spell-like abilities, summon ai 
‘mental, Charisma drain 

Special Qualities: Abomination traits, ast healing 
SR 33, DR 20/56, electricity immunity 

Saves: Fort +22, Ref +22, Will 417 

Abilities: Str 34, Dex 25, Con 24, Int 12, Wis 14, Ош 

Skills: Diplomacy +12, Hide +37, Intimidateg 
Knowledge (the planes) +31, Knowledge (reigig 
+31, Listen +34, Move Silently +37, Search + 
Motive +19, Spot +34 

Feats: Alertness, Dodge, Flyby Attack, Multia 
Power Attack. 

Epic Feats: Blinding Speed (x2) 

Climate/Terrain: Any 

Organization: Solitary, par, or lock (6-9) 

Challenge Rating: 21 

‘Treasure: None 

Alignment: Always neutral evil 

Advancement: 25-38 HD (Medium-size); 39-508 
Large 


Chichimecs are the unwanted offspring of deities о 
sky, ай, and similar portfolios 

A chichimec looks like a clump of madly Пар 
fluttering, scrabbling wings (some chichimecs iy 


егей wings, others batlike). A single long t 
pends from the center of the mass, trailing behind 
ature. Their coloration is usually pale white to. 
giving way to sickly blue in some areas. Unless 
Sichimec is slain and dissected, its tim 
sand 


mouths 
ther sensory organs dotting its body trunk 
prever seen. Chichimecs are usually about 4 feet 
[hese creatures are sometimes confined to sealed 
biplanes of ait, or some far reach of the El 
er of Air, or 


ental 
even distant, uninhabited giant worlds 
dup only of poisonous gases. 


himecs batter any being that crosses their path 
Û many wings, and a tail buffet. If forewarned of a 
ti, they summon as many air elem 
athe time available, Unless its elementals are in 
fe a chichimec leads off combat with wail of the 

bh 

Унике Abilit 


tals as they 


s: At will 
ved mvisiility conte 


darkness 
weather call light 
ll, chain lightning, wal of the 

йи. Caster level 20th; save DC 20 
les. 

won Air Elemental (Sp) 
etimes per day a chi 


iulect permanently 
lier a living oppo 
Hi Charisma score by 2 
i when the chichimec 
with a tail slam, or 4 
Bion a critical hit 
Pihichimec heals 10 
mage, ог 20 on 
ial hit, whenever it 
ii Charisma, gainin 
cess as temporary 
attack 


зз Fortitude save 


its. The 


уоп a successful 
nly 1 point of 
m is drained and 
himec heals 5 points 
3 
lnination Traits 
ine to polymorph 
qerification, and 
fym-altering attacks; 
усо energy drain, abil 
is. bility damage, or death 
missive damage; immune to mind-affecting 
fre resistance 20; cold resistance 20; nondetec 
e seeing at will; blindsight 500 ft. telepathy 


DREAM LARVA 


Large Outsider (Chaotic) 
Hit Dice: 4018360 (680 hp 
Initiative: -3 Dex. 
fly 240 ft (perfect 
3 Dex, +40 natural 
е +56 melee, 1 gore «51 melee, 4 pincers «51 
Damage: Bite 448-16. gore 4d 
Face/Reach: 5 fi. by s ft/10 ft 
Special Attacks: Worst nightmare, improved grab, send 
ing, spell like abilities, summon nightwalker 
Special Qualities: Abomin: ic immunity 
regeneration 15, fast healing 15, SR 44, DR 40/+8 
Saves: Fort +31, Ref +25, Will -29 
Abilities: Str 42, Dex 17, Con 29, Int 16, Wis 24, Cha 36 
Skills: Concentration +52, Craft (dreamweaving) +46 
Diplomacy +17, Escape Artist +46, Hide +42, Know! 
edge (dreams) +46, Listen +50, Move Silently +46, Scry 
46, Scarch +28, Sense Motive +35, Spot +5 
Feats: Cleave, Combat Reflexes, Flyby Attack, Great 
Cleave, Power Attack, Quicken Spell-Like 
Ability, Sunder, Weapon Focus (pincers 
Weapon Focus (gore), Weapon Focus 
ite), Weapon Focus (claw 
pe Climate/Terrain: Any 
Organization: Solitary, pair, or soli 
tary plus 1-4 nightwalkers 
Challenge Rating: 31 
Treasure: Standard 
Alignment: Always chaotic evil 
Advancement: 41-65 HD (Large 
M 66-84 HD (Huge) 85-110 HD 
Gargantuan 


8, pincers 4d6s8, claws 


offspring of deities of fancy, 
pap fib 
ес КИ 
SENE NINE S 
ооа батаны ы. 
етан dees stp 
Deno Шут aun ght oes 
that capa rom dru то d 
waking world, nightmares made 
anii Tay Er ipl 
о vers агашы coach 
uw TEORIA 
some, terrible creature imagi 
nable. To those that survive that 
squamous vision, dream larvae ap. 
езе apes аиан 
еертее 
tly fanged 


outh, four arms ending in 
arms tipped with pincers 


laws, and four 


biden dreams 
perpetuating nightmares that co 
dream larvae. Such forbidden 
triggered by the discovery of ce 
divine manuscripts that have been 
mostly purged from the n 
However, sometimes dream 
are disturbe 
purposefu 
When they are, the 
the dreamer back 

world, and attempt 
to plunge all creation into a 
true nightmare of their own 


The mere sight of a dream 
larva kills all but the most 
strong-minded. Dream larvae 

who get a good grip on their foes 
can send them physically int 
specially prepared nightmares f 

a time. Dream larvae 

anything without summoniny 
nightwalker to help them 

a nig er to help 

bring the terrors of the night 
Worst Nightmare (Su): Ea 
specific dream larva from a di 
scrying effect), the subject sees 
the image of the most fears 
creature imaginable. This is not an 


just that instant, the subj 
simultaneously viewed by do 

the dream larva appears di 

warded 

effect from that individual dream larva 
Spell-Like Abilities: At vi 

matic spray; 2/day—arean 

level 31st; save DC 23 + spell level 
Improved Grab (Ex): Lf th 


it deals nor 


grab on a creature of any size. Th 
option to conduct the grapple normal 
hold the opponent 


during successive rounds autc 
the attack that established th 
t used sending on the victim. 

Sending (Su): Grappled victims may be phys 
sent into a nightmare, at the dream] 
option, on the dream larva next aci 
establishing the grapple. Victim 

make a Will save (DC 43) or be app 
swarmed by thousands of wor 

up the dream larva boil 

victim is actually cast 

shrieking maclstom 


dream where it can hen 

tions but observe The i 
physically returned 
rounds Laer, ppl 
ejected from d 


porary Wisdom damage 
otherwise free 

round it 

takes more Wi 


as temporary Constitution dam 

Summon Nightwalker (Sp Fa 

times per day, a dream lini 

summon a nightwalker (sel 

Monster Manual 

Abomination Traits: Immun 

ymorphing, petrification, and other fog 

tacks; not subject to energy drain, ab 

lity damage, or death from massive dani 

mind-affecting effects; fire resistance 

tance 20; nondetection; true seeing at 
indsight 500 ft; telepathy out to 1,000 ft 
Regeneration (Ex): Dream larvae take not 
d or lawful weapons or weapons 

sleepwalking weaponsmith. 


Huge Outsider (Evil) 
Hit Dice: 52482572 (988 hp) 
Initiative: +6 (2 Dex, «4 Improved Initiativ 


Attacks: 100 greatswords +71 melee; or 100 boul 
Damage: Greatsword 246+20/17-20; or boul 
Face/Reach: 10 ft by 10 ft /15 fi. 

Special Attacks: Superior multiweapon fighting q 


[al Qualities: Abomination traits, electricity 
unity, regeneration 40, fast healing 50, SR 70, 
TRé0/s12 

is for +39, Ref +30, Will + 

Str 50, Dex 15, Con 32, Int 10, Wis 8, Cha 24 

le Climb +64, Diplomacy +13, Hide ~12, Intimidate 
B jump +64, Knowledge (history) +33, Listen +99, 
Buch +100, Sense Motive +49, Spot «99, Wilderness 
M 

fs: Cleave, Combat Reflexes, Great Cleave, Im 
med Critical (greatsword), Improved Critical 
Biller), Improved Initiative, Multidexterity, 
hitiveapon Fighting, Power Attack, 

Infocus (greatsword), Weapon Foc 


Standard 

pment: Always chaotic evil 

Incement: 53-58 HD (Huge); 59-70 HD. 
Геро): 71-140 HD (Colossal 


pdeiies early in the 
frees history. 
Abebeginning of ime 
ling were possible 
definition of form and 
gion for living 
niat ime were 

а he hecaton 

x he hundred 

Wed ones.” The 
ioncheires 

js standing о, 
Bull and like a 

p tree bulging 
lobby boles, 
hve one hundred 

and fifty heads 

КЕН to describe 
Bonstrosity of their. 
ое brutality of 

Visage. They are 
famed, grasping a 
nord or boulder in 


f weapons, as well 
[ln their birth, they were outcast and sealed 
bythe demiurge that produced them. Oth 


deities who required their insane martial abilities to 
take down rival deities have released them from time to 
time. Each time they were released, an old pantheon 
fell. Few res can stand up to a hecatoncheires in 
combat, not even the gods. 


Combat 
Hundred-handed ones rely on their hundred limbs to 
quickly dispatch foes under a flurry of blows or boulders. 

Superior Multiweapon Fighting (Ex): A heca 
toncheires fights with a greatsword or a boulder in each 
hand. The hecatoncheires does not suffer an attack or 

mage penalty for attacking with one hundred 
weapons. However, the press of limbs prevents the crea 
ture from making iterative attacks with any of its arms, 
nor can it make more than ten attacks against a Small or 
smaller creat ееп attacks against a Medium-size 
creature, or twenty attacks against a Large creature in 
the same action (it can make all its attacks against a 
Huge or larger creature in one action 
Skills: A hecatoncheires fifty heads 
give ita +50 racial bonus on Listen, Spot 
and Search checks. 
Spell-Like Abilities: At will 
greater magic weapon, fly 
shield. Caster level soth 
save DC 17 + spell level. 
Summon Hecatoncheires 
(Sp): A hecatoncheires 
ther hecatoncheires 
once per day, though 
is loath to do so because. 
then it will be similarly 
obligated to answer its sib 
moned hecatoncheires can 
not use its summoning power 
while “summoned. 
Abomination Traits: 
Immune to polymorphing, 
petrification, and other form 
altering attacks; not subject to 
energy drain, ability drain, 
ability damage, or death from 
massive damage; immune to 
mind-affecting effects; fire 
resistance 20; cold resist 
ance 20; nondetection; true 
seeing at will; blindsight 
500 ft, telepathy out to 
1.000 ft 
Regeneration (Ex): 
Hecatoncheires take nor 
mal damage from good 
tempered with the blood 


INFERN 

Large Outsider (Evil) (Chaotic or Lawful) 
Hit Dice: 40d8+360 (680 hp. 

Initiative: +11 

Speed: s( 


Damage 
24698,1 
Face/Reach: 5 ft. b 
Special Attacks: 
immunity, spell-like a 
Special Qualities: Al 
healin 
Skills: Balance 
Diploma 
46, Jum| 
1) 449, Knowledg 
49, Listen +53, Move Sile 
tive +51, рейсти 
Tumble 
ats: Alertne 
Improved In 
wer Attack, Sunder, Weapon 
Focus (claw 
Epic Feats: Blinding Sp 
us Maj 


Climate/Terrain: Ai 

Organization: 5 
brigade (1 infe 
balors, or 1 in 


Challenge Rating: 26 

Treasure: Standard 
Alignment: Ls 
Advancement 
51-56 HD 


Infernals are born of the 
meeting of god and fiend 
Even gods are sedi 

the union of heav 

orn fiendish a 
born of god and baatezu are lawf 
of god and tanar'ti are chaot 
fiendish form, pitch-black са 
15 or more feet tall. Vast 
fernal, but are unable 1 
hellish maw, or the eye 


ny other abominations, infernal 

m to roam areas of their hells 

еу are proscribed by divine 
i farther afield. T 
the Nine Hi 

¢ possessed of such might that they could ch 
supremacy. For this reason, most 
further isolate і 
aying them when the 


is suits the various pri 
nd the Abyss, because many if 


саў 
1, infernals plot and scheme with ml 
other, until the time is right f 
ibbons. 


е mighty creatures, and ca 
they seek to neutralize spell 
ез first, should any conflict апе 
bite sucks the spells and minds of an 


tch. Infernals cast blur and й 
nvisibility on themselves а 
during combat 
Improved Grab (Ex): If an ile 
hits with a claw, it deals normal dial 
and attempts to start a grapple ail 
action without prov 
opportunity. Infernals can wef 
Large and smaller ere 
nal has the option to cond 
the grapple normally, or simply a 


essful grapple check it mak 
automatic spell suck damage 
I Suck (Su): 1fan infernal 
its high 
1 prepared spells or one of the 
this day that ith 
im cho. 


es the prepared spd 
lose. If the victim has no ргер 


spells or unused spell slots eh 
because it has exhausted 
spellcasting for the day or because 
victim is not a spellcaster), the bi 
instead deals 2 points of tempo 
Intelligence damage 
Learned Spell Immunity и 
1f an infernal is affected by 1 
cast by a particular spellcastar 
nfernal thereafter becomes imma 
that spellcaster, For inst 
s hit by Mialees horrid wilting and 


ted, it then becomes immune to horrid vili 


Mialee ever again, though if Hennet casts hm 
on the infernal, itis subject to the spel fe 
Spell-Like Abilities: At will—ar 


arknes, dg 


ate, detect chaos, det 
fear, fireball, greater dispelling, топ 


polymorph self, pyrotechnics, read magic кту 
gestion, symbol, telekinesis, teleport without error 
? pounds), unholy ашта, unholy bligh 
iilos, wall of fire; 1/day 
[ter 2), implosion, meteor sw 
fre DC 19 + spell level. 
тәп Fiend (Sp): An infernal can summon four 
dss or four pit fiends per day, depending on the 
nals orientation toward law and chaos (lawful 
Bimal summon pit fiends, and chaotic infernal 


fire storm, hellball (see 
arm. Caster level 26th. 


[mon balors 

Momination Traits: Immune to polymorphing 
[исо and other form-altering attacks 
[Bubjecr to energy drain, ability 

Ба ability dam. 

foc death from 


iig at will 


Бы! soo f 


ils also 
normal mag: 


ос weap- 
and vce versa 


7 Dex, +8 Superi 
aft, burrow 120 f 


+7 Dex, +34 natural 
lx §pseudopod slams +83 melee 
hm 4d8+24 plus 246 fire di 


gil Qualities: Abomination traits, fire immunit 
Б: immunities, regenerator 25 


Abilities: Str 58, Dex 25, Con 36, Int 8, Wis 18, Cha 39 
Skills: Climb +51, Craft (metalworking) +29, Craft 
stoneworking) +29, Hide —5, Knowledge (geogra 
phy) +49, Listen +66, Move Silently +66, Scry +59, 
Feats: Alertness, Cleave, Great Cleave, Great Forti 
Initiative, Iron Will, Lightning 
ower Attack, Sunder, Weapon Focus 


Epic Feats: Blinding Speed 
Climate/Terrain: Any 
Organization: Solitary, or in company of 1-10 elder 


Superior Initiative 


Challenge Rating: 34 
Treasure: Stan 
Alignment: Always chaotic evil 
Advancement: 63-80 HD (C 


No fire burns 
hotter than the 
rage personified 
by а phaethon 
Gargantuan blots 
of sentient mag 
ma, phaethons 
Durs hale say 
through the belly 

{ the earth 

When roused 

burst to the 

miniature voles 

noes as they exit 

only to sweep to 

ward the closest 

flammable ob 

tsunami of red 

hot liquid rock 

Many worlds 

contain phaethons 

eir heart, unable to break the compul: 
he heat at the 

gether due to a 

or brood of phaethons 

eons, Sometimes а phaethon 

a day or a season, during 


ods to slam 
es into their 


Fiery Touch (Ex): Touching or being touched by a 
phaethon deals 2d6 points of fire damage 
егу Overrun (Ex): A foe who is successfully over 

run by a phaethon is treated as if swallowed whole 

Improved Grab (Ex): If the phaethon hits with a 
pseudopod, it deals normal damage and attempts to 
start a grapple as a free action without provoking an 
attack of opportunity. Phaethons can use improved 
grab on a Huge or smaller creature. The phaethon has 
the option to conduct the grapple normally, simply 
maintaining a pseudopod hold, or attempting to 
absorb the opponent by swallowing the foe whole 
Each successful grapple check it makes during succes 
sive rounds automatically deals the damage listed for 
the pseudopod. 

Swallow Whole (Ex): The phaethon can absorb oppo- 
nents it holds with a second successful grapple check 
after a grab. The opponent must be Huge or smaller. 
Absorbed creatures take 2046 points of fire damage and 
1046 points of bludgeoning damage each round they 
remain inside a phaethon. Victims must make a success 
ful grapple check to "swim" free of the living magma of 
the phaethon, 

Spell-Like Abiliti fireball, fire storm, delayed 
Ман fireball, flame strike, wal of fire; 1/day—serying. Caster 
level 34th: save DC 24 + spell level 

Summon Elder Fire Elemental (Sp): Phaethons can 
summon up to ten elder fire elementals per day (see 
Monster Manual 

Abomination Traits: Immune to polymorphing, 
petrification, and other form-altering attacks; not sub. 
Ject to energy drain, ability drain, ability damage, or 
death from massive damage; immune to mind-affecting 
effects fire resistance 20; cold resistance 20; nondetec 
tion; true seeing at will; blindsight 500 ft; telepathy our 
to 1,000 ft 

Oozelike Immunities (Ex): Immune to poison 
sleep, paralysis, stunning, polymorphing, and mind 
influencing effects; not subject to critical hits or flank. 
ing; blind. 

Regeneration (Ex): Phaethons take normal damage 
from lawful weapons and cold-forged weapons, and 
double damage from cold or ice weapons. 


PHANE 

Large Outsider (Chaotic) (Incorporeal) 

Hit Dice: 3648324 (612 hp 

Initiative: +11 (+7 Dex, +4 Improved Initiative 

Speed: so ft, Пу 120 ft (perfect 

AC: 50 [-1 size, +3 Dex, +11 deflection, +23 insight 

Attacks: Incorporeal touch +43 melee 

Damage: Incorporeal touch 1d6 plus stasis touch 

Face/Reach: 5 ft by 5 ft./10 ft 

Special Attacks: Spell-like abilities, stasis touch, chronal 
blast, time leach, summon past time duplicate 

Special Qualities: Abomination traits, null time field, 
time regression, fast healing 15, regeneration 15, SR 37, 
DR 30/+6, sonic immunity 


Saves: Fort +31, Ref +29, Will +25 
Abilities: St — Dex 25, Con 28, Int 24, Wis 144 
Skills: Balance +11, Concentration +48, Diploma 
Hide +42, ump +4, Knowledge (arcana) +46, 
the planes) +46, Knowledge (religion) +46, Lise 
Move Silently 446, Scry +46, Search +46, Sense 
+42, Spelleraft +46, Spot +44, Swim +33, Tum 
Feats: Alertness, Combat Reflexes, Dodge, 
tude, Improved Initiative, Iron Will Lightning al 
Weapon Focus (incorporeal touch) 
Epic Feats: Blinding Speed, Spell Stowaway tind 
Climate/Terrain: Any land and underground 
Organization: Solitary or pair 
Challenge Rating: 25 
Treasure: None 
Alignment: Always chaotic evil 
Advancement: 37-50 HD (Large); 51-65 НОЙ 
Phanes are timelost abominations whose deificg 
possessed portfolios relating to time or fate 
No two phanes have exactly the same арренамај 
all are shadowy and insubstantial. Though ir is dif 
pierce the pale shadow of their form, some are 
humanoid, all are somewhat bestial, and many am 
right nonhumanoid. Usually, two (sometimes 
emerald eyes burn from their shadowy form. 
Phanes are not so much captive as lost so far inthy 
(or future) that time itself is without meaning, Hi 


sometimes a phane escapes into the four dimen 
se. Here, phanes particularly enjoy i 
tims by permanently locking them in tem 

stasis, Phanes can feed off the essence of creatur 
temporally trap in this fashion, Other phanes ae 
ambitious, and seek to alter the fate of nations, wa 


and planes for the worse. 
Combat 

Phanes аге most effective when they can get up 
and personal, drawing their potential victims into 
null time field. If they can get hold of a target they 
temporally sequester their victim, Since they ate 
poreal, phanes are only 50% likely to be affected by 
attack, whether melee, ranged, or spell. If parti 
threatened, a phane will use its time stop ability i 
chronal blast special ability on a few targets, then 
the scene via teleport without error. The favorite са 
phane is to use its ability to summon a past time dug 
of a foe to sew confusion and uncertainty, prior taf 
ош attack by the phane and a betrayal by the pasta 
duplicate. They also always use their spell-like ай 
create а time duplicate of themselves 

Spell-Like Abilities: At will—detect good, daa 
magic, improved invisibility (self only); 5/day—hate n] 
haste, ow, teleport without error, tongues, trap the sod] 
strike, unholy aura; 2/day—safe time, time duplicate] 
Chapter 2); 1/day—time stop, Caster level 21st; swell 
21 + spell level 

Stasis Touch (Su): As temporal stasis, except ш 


evil supernatural ability. Caster 


Chronal Blast (Su): As a standard ac 


ranged touch attack against an 


е subject is 
[red by a spasm of space 
[ee lx, dealing 15. 
piss of damage 
Time Leach (Si 
every round 
arent time expe 
[кеу the phane 
siomatically ab. 
ibs the "future 


is successfully 


el hane 
е the number of 
fins OF course, tc 


E aim no time 

ies at all, bur each 
[ртт round experienced 
Pie phane ages the victim 
lius э the same tim 


к!) ages to death. Victin 
a fine dust with even th 


ased prior to death im 


inen Past Time Duplicate (Sp): Once 
mon a duplicate of one it: 

nate past, The stolen 

йите stas and possessions as the 
tls having two negative 
[E eperienced version of the origin: 


immon a past time d 
than 25 HD (add suff 
ue oc high foe HD. if neces 
li despite having mo 
Bal serves the phane | 


Pie the past time di 


f the knowledge 


(=! because the duplicate was pull 


йр. However, the original does n 
Will sa 
айг ids rounds after witnessin 
itor he frst time 


Abomination Traits: 


Regeneratio 


to polymorphing, pet: 
ing attacks; not subject 
bility damag 


esistance 20; nondetec 
500 ft; telepathy out 


Null Time Field (Ex): Phanes contin. 
nerate a 30-foot-radius spread 
е field. All creatures and 
the field, except the 
Will saving 

each round 


DC 30 
save, subjects are 

tuck in a static time 
stream until their next roun 
factions, at which 

time they must 

ke another saving 

throw, While a sub. 
time stream induced 
by a null time field, 
the phane can use it 
tatic touch on the 
fn 

ak, though in all 


in тетра 

ne Regression (Su): If 

hane regresses back in 

iginally began 

ts second pass 

tream, it can mpletely differ 

ied on its knowledge of the future 
riginal t 

(Ex): Phanes take normal датар 

nd from weapons 


Colossal Outsider (Cold) 


Hit Dice: Н. 
Initiative 
Speed 
AC: єз (-85 
Attacks 


Damage: 


Face/Reach: 40 f 


7 Dex. +4 Improved Initiative 


Special Attacks: R 


breath weapon, su »erely by the 


of cold that accompanie 
hose that can withstand 
are subject to a xixecal’s fay 
claws, bite, stamp, and rend ability. Not to ment 


Skills: Climb опе or more old white dragons that usually acc 


Knowledge 
Knowledge (re of its presence 

Spelleraft +76, Spot. Rend (Ex): If the xixecal ht 
Feats: Alertness, Clea both claw attack 
Cleave, C 


м body and tears the fehl 


Will, Lightning Reflex ints of damage 


Attack, Sunder, Weapon ^ х, Cold (Su): A hit бо 
Epic Feats: Blinding Sp " 


k automatically deals an adi 


cal’s melee attack indi 
numbing cold. The ор 
must succeed at a Ё 
save (DC 58) or be 


‘Overwhelming Critical (claw 
Spell Stowaway (im 
invisiblity as though b 
Climate/Terrain: Ап 

Organization: Solitary or in 
the company of 1d4+1 old 
white d 


10 rounds, 
Spell-Like Abi 
At will Has 


Rating: 36 
Treasure: 
Standard 
Alignment: Alva; 


monster, һәй 
improved sith 
unholy auri i 


include evil, ice 
chaos 
As the a 


moves in, cold beyond 


DC 64 
Summon Whi 
Dragon (Sp): i 


times per day a 


all imagining. At its 


an old white di 
on (see the Ман 


glacier 100 feet or 
more high Manual) 
Кейде body is vague 


humanoid, but always ain (Su): Th 


shrouded in an ic effect perman 


Pale dragons of purest white wing thr 


n score by 4 when the creature hits with a sll 


місе that amount on a rend or crt 
More than one w ге heals 20 points of damage (or 408 
for an um 4 or critical hit) whenever it drains Constitut 
forall time, xixecals c ning any excess as temporary hit points. The ati 
lows a Fortitude save (DC S8 

Abomination Traits: Immune to polymorphin 


tion, and other form-altering attacks; not sub 


lated cataclysm 
racking tl 
ice. Thus, xixe 


but may accompany them. to energy drain, ability drain, ability damage, or de 


damage; immune to mind-affecting 
¢ resistance 20; nondetection; true seeing at 
| blindsight 500 ft; telepathy out to 1,000 ft. 
e: Immune to cold damage; takes 
е from fire unless a saving throw for half 
[ime is allowed (the standard cold resistance 20 
E sbominations have is not shared by xixecals), in 
ich casei takes half damage on a success and double 
ые on a fail 
Dire Winter (Su): A xixecal always stands at the 
tofa permanent dive winter spell effect (see Chap- 
2) If dispelled, the effect returns 1 minute later 
[ly way to permanently remove the effect is to 
[ire xixecal that generates it 
Regeneration: Xixecals take normal damage from 
fal weapons, and double damage from burning or 
weapons. 


Мело» resemble natural animals in almost all 
as, but they are grossly larger than their natural 
feparts, hailing from beyond the Prime Material 
They are more intelligent than their munda 
pars, and their c 

Iul fortitude not found in earthbound versions. 


worldliness confers a level 


Behemoth Eagle 
Colossal Outsider 
21484126 (220 hp) 


+20 (412 Dex, +8 Superior Initiative 


20 ft. fly 160 ft. (poor) 


24 (412 Dex, -8 size, +10 natural 


2 claws +25 melee, bite +15 melee 


Claw sd10+7, bite 401223 
40 ft. by 80 ft./15 ft. 

Rend 848-2 

Evasion, SR 30, DR 20/46. 
Fort +18, Ref +24, Will +16 
Str 25, Dex 34, Con 23, 
Int 17, Wis 19, Cha 16 


Diplomacy +24, Knowledge (geography) +27, 


Knowledge (history 


+27, Knowledge (the planes) +2 


(religion 


Knowledge (nature 


BEHEMOTH EAGLE 
A behemoth eagle is an intelligent, keen-eyed bird of 
prey that sometimes associates with good creatures. It 
stands about 20 feet tall, with a wingspan of up to 80 feet. 


‘A behemoth eagle usually attacks from a great height, 
diving earthward at tremendous speed. When it cannot 
dive, it uses its powerful talons and slashing beak to 
strike its targets head and eyes. 

Skills: "А behemoth eagle receives a +8 racial bonus on 
Spot checks during daylight hours. 

Carrying Capacity: A light load for a behemoth eagle 
is up to 2,400 pounds; a medium load, 2,401-4,800 
pounds; and a heavy load, 4,801—7,200 pounds 


BEHEMOTH GORILLA 
A behemoth gorilla stands 25 feet tall or more and 
weighs close to 20,000 pounds, It has long claws and 
sharp teeth 


Combat 
‘A behemoth gorilla can rend opponents with its claws, as 
well as deliver a nasty bite. The creature can also attempt 
to grapple and pin, then claw the prone opponent. 

Rend (Ex): A behemoth gorilla that hits with both 
claw attacks latches onto the opponents body and tears 
the flesh. This automatically deals an additional 8d8+20 
points of damage 


Behemoth Gorilla 

Huge Outsider 

21484252 (346 hp) 

412 (48 Dex, «& Improved Initiative) 
«ой. climb 30 f 

38 (+8 Dex, natural) 

2 claws +29 melee, bite +24 melee 
Claw 4d8+10, bite 301045. 

10 ft. by 10 ft,/10 ft. 


Scent, SR 30, DR 20/46 
Fort «24, Ref +20, Will +16 
Str 31, Dex 26, Con 35, 
Int 6, Wis 15, Cha 12 
Balance +32, Climb +42, 
Intimidare +22, Jump +25, 


Knowledge Мохе Silently +29, Spot +23 


7, Listen +30, Sense Motive +24 
Spot +40", Wilderness Lore +28 

Alertness, Flyby Attack, Improved 
Initiative, Weapon Finesse (claw) 


Dodge, Improved Initiative, Iron Will, 
Mobility, Power Attack, Spring Attack 


Epic Skill Focus (Spot), Superior Initiative 


‘Any forest, hill, mountains, and plains 


Solitary or pair 
18 

None 

Always neutral 
21-42 HD (Colossal 


Warm forest and warm mountains 
Solitary or company (5-8 

1 

None 

Always neutral 

22-42 HD (Huge! 


BRACHYURUS 


Large Magical Beast 

Hit Dice: ssd10«684 (893 
Initiative: +18 (+14 Dex 
Speed: 80 fr 

AC: 40 (+14 Dex 

Attacks: 2 c 

Dam: 2d6+10/19-20 


Fac тойлой. 

Special Attacks: Frigheful howl 

Special Qualities: Blindsigh 
vision 60 ft, fast healing 10, low 
scent, acid, cold, electricit 

Saves: Fort +41, Ref +37, Will 

Abilities: st 

Skills: Hide 
m 


30, Dex 38, Con 
20, Listen «33, Move Silent! 
Feats: Alertness, Great Fortitude, Improve 
Improved Critical (claw), Improved Critic 
Improve d Trip, Iron W 
ning Reflexes, Multiattack, Weapon Focus 
Weapon Focus (bite 
Epic Feats: Blinding Speed 
Climate/Terrain: Any 
Organization: Solitary, pair, 
Challenge Rating: 23 
Treasure: Standa 
Alignment: Us 
Advanceme: 


Initiative, Improv 


ually lawful neutral 
39-48 HD (Large); 49-58 1 


67-135 HD (C 


D (Huge 
D (Gargantuan оза! 
Brachyuruses are the primordial stock from wh 
lesser wolves and canines devolved. The 


mythological Fenris Wolf itself Р, 


springs directly from brachyur 
stock 

Brachyuruses appear as 
extraordinarily large 
wolves with bris 
mane of white an. 
burnt re 


the most hand 


nt savannahs lost 
ong 
their presence is веб 
ers prize brachyurusy 
n not such a hu 
hunted. 
Brachyuruses can speak Common an 
cate with all wolves 


hyuruses are straightforward when on the pal 
They give | 
group 


se to their frightful howl 
opponents, then chi 
left behind by fleeing c 


s prefe 


mpanions lh 
s to first use ор 
nent, then imme 


ately savagd 
wned foe with the ability of the same nig 
hyuruses working in tandem are particu 
tripped foes. 
Frightful Howl (Su): Asa standard 


deadly ne 
ction, abd 
an emit a howl in a 60-foot-radius spread ll 
affects opponents with fewer Hit Dice or levels thal 
brachyurus has. The affected creature must make af 
cessful Will save (DC 33) or become shaken. Sui 
indicates that the target is immune to that brachyun 
ighiful howl for one day 
(Ex): Ifa brac cessfully trip 
vent, it latches onto the opponent's body andi 
the flesh. This attack automatically deals an ада 
1546-25 points of damag 


goes prone for any reason (рейин 
subject of another brachyurus's Impro 

К) in an area a brachyurus threatens, th 
rus can also savage the victim as а free action (i 
he brachyurus’ attack of opportunity fori 
round), even though it had nothing to do wiih if 
ping the foe 


ssal size. Colossi are тй) 
cally create 


automatons of close to gl 

like power. Constructing one inval 

the employment of epic magic and de 
mental forces 


Colossi аге nigh uns 

pable in combat, in 

rarely miss a target te 

have chosen to batter. Thy 

По instructions explicitly and à 
incapable of devising any strategy o tactics 


Flesh Colossus 
Colossal Construct 
100810 (550 hp)] 
+2 (-2 Dex, +4 Improved 
Initiative 
40 f (cant run) 40 ft (cant run) 
44 (-8 size, -3 Dex, +45 — 45 (-8 size, -2 Dex, + 
natural 420 profane) 
2 slams +70 melee ‘Colossal club +79 melee or 
2 slams +79 melee or 
thrown object +65 ranged 
Colossal club 6d6+18 or 
2 slams 4461207 thrown 
object (weighing 10 tons 
or less) 446-12 
40 ft by 40 ft./25 ft (reach 
40 ft. with Colossal club) 
Frightful presence, horrific 
appearance, stomp, stench 
Construct traits, magic Construct traits magic 
immunity, antimagic field, immunity, DR 20/+7, immunity, antimagic field, 
DR 30/56 negative energy affinity rustproof, DR 30/47. 
Fort +21, Ref +18, Will +21 Боп +33, Ref #31, Will +33 Fort +32, Ref +30, Will +33 
‘Str 70, Dex 5, Соп =, ‘Str 35, Dex 6, Con =, ‘Str 80, Dex 7, Con —, 
Int, Wis 10, Cha $ Int 1 or as controlling spirit, Int, Wis 12, Cha 7 

Wis 11 or as controlling spirit, 

Cha 3 or as controlling spirit 

None or as controlling spirit 
Any Any Any 
Solitary Solitary Solitary 
E x эз 
None None 
‘Usually neutral Neutral evil or neutral 
65-192 HD (Colossal) None (abilities may vary 


Stone Colossus 

Colossal Construct 

64d10 (352 hp) 
3(Dex) 


Iron Colossus 
Colossal Construct 
96d10 (528 hp) 


-2 (Dex 


50 fi (canit run) 
natural, 60(-8 size, -2 Dex, +60 natural 


2 slams +99 melee 


Slam 8d6+30 Slam 12d6+35 


40 fe by 40 fi,/25 ft 40 fi by 40 ft/25 f. 


Shatter Breath weapon 


Construct traits, magic 


Usually neutral 
7-288 HD (Colossal 
by level of possessing spirit 


Моник, creator can command it if the colossus is 
and can see and hear its creator. If 
imanded, a colossus usually follows its last 
lon to the best of its ability, though if attacked it 
the attack. The creator can give the colossus a 
le program to govern its actions in his or her 
j such as "Attack all creatures that enter this 
ine (or only a specific type of creature 
Traits: Immune to mind affecting effects 
compulsions, phantasms, patterns, and morale 
and to poison, sleep, paralysis, stunning, disease 
alec, necromantic effects, and any effect that 
з fortitude save unless it also works on obje 


Antimagic Field (Ex): A colossus constantly gener 
ates an antimagic field їп a 100-foot-radius. The field is an 
invisible barrier that is impervious to most magical 
effects, including spells, spell-like abilities, and supe 

ural abilities. Likewise, it prevents ће functioning of any 
magic items or spells within its confines, except for the 
colossuss own supernatural abilities This effect is other 
wise as an antimagic field cast by a 25th-level caster. 


The construction cost given for each colossus takes 
into account the physical body and all the materials and 
spell components that are consumed or become a per 


heal damage (though regeneration and fast heal 
ply if present). Not subject to critical hits, sub- 
mage, ability damage, ability drain, or energy 
Nott risk of death from massive damage, but 
when reduced to 0 hit points or less; cannot be 
resurrected. Darkvision co ft 
Immunity (Ex): A colossus completely resists 
[cl and supernatural effects, except where oth 
oed below 


manent part of it. Except for the much tougher require 
ments, constructing a colossus is м 
inga golem. 


unlike construct 


STONE COLOSSUS 


A stone colossus is 70 feet rll and weighs around 250,000 
pounds Its body is of chiseled stone, frequently stylized 
то suit its creator. For example, it may look like an exact 


carved replica of its egotistical creator. 


ebbles, grabbing foes and hurling 


ith a satisfying crunch, or simply 
who offend it into the bloody dirt. 
Frightful Presence (Ех): A flesh colossus ng 


y to all that live, causing all who сотен 
le of ir to make Will saves (DC 56). Those wha 
saves are shaken, Those who fail by 20 pl 
less are frightened. Those who fail by 21 1040 
re panicked. Th 


cally powerful and 


or other item 

Magic Immunity (Ex): A sto 
all spells, spell-like ab 
except as follows. A 
the slow spell) for 1 


il by 41 points or mo 
wering (see Condition Summary in Chapter 

DuwctoN Маѕтгаз Guide 
Horrific Appearance (Su): Once per day th 
ng spirit within a flesh col [ 


ud to rock heal 
spell has à 
| spell has no effect 


m its countenance into a horrible leering vig 
n 300 feet who see this must make a Fortin 
Const DC 56) or take 244 р 


nts of temporary Strength 
A stone 


dy is chiseled from a single bl 


of hard h as granite, weighing at least Stomp (Ex): By concentrating all its energy 
375,000 poun attack (as a full-round action), a flesh cil 
The colossus costs 760,000 gp to create, which in may stomp upon any adjacent foe (i 

100,000 gp for the body. Assembling the body require any within the area it threatens) lt 
uccessful Craft (sculpting) or Craft (n y) check roll modifier for this эре 
DC 3: tack is +65 (975 
The creator must be 25th level a to cast epic 2 Dex, 
pells Completing the ritual drains 30 

creator and requires geas/quest, limit 

any object, and shatte 


lesh colossu 


preads terror and 
destruction in its wake 

A horrific humanoid mass of r 
flesh, a flesh c 


posite construction is revealed 


only by the coarse text. 


grayish skin. 


A flesh colossus knows all lan 
guages spoken in life by the 
ghost who acts as its control 
ling spirit. When the 
ling spirit is suppressed, it mut 
ters in all the tongues spoken 
b 


omponent corpses 


Unwieldy because of its enor 
mous bulk, a flesh colossus 
relies upon simple methods 
that req 


as tearing upa tree by the roots 


lub, lifting wagons or 


(Кее. the stomp deals double damage (846 
find pins the victim until the colossus 
him 
ch (Ex): The foul carrion stench that surrounds 
Bh clossus is so utterly revolting that all сте 
th a sense of sm 
ihe construct must make a Fortitude save 


who come within 300 


I) or be nauseated (unable to attack, cast 
concentrate on spells, or do anything else 
[rig attention, except for a sing 
equivalent action per round), Those who suc 
bn their saves take a -4 circumstance penalty 
tack rolls, saving throws, and skill check 
pat 2164 minutes. 
їс Immunity (Ex): A flesh colossus is 


hat use negative energy (sce below 
give Energy Affinity (Su): A flesh colossus 
jxme residue of the negative energy that 
fel the component corpses from which it 
feted. Any negative energy spell targeted at 


floss repairs damage taken by the colossu 


master necromancer of surpassi 


h colossus, The bodies of 


than three hundred previously animated Medium-size 
humanoid creatures must be stripped of their flesh and 
the bones, which are then rende: 


in two great vats. The 
quid bone-paste is then cast into а nes 
articulated skeleton of great size, to which the rendere 
flesh is applied like wer clay ro shape the figure. Finally 
the necromancer must bind a t least 10 HD (the 
to the colossus to act as its 


more powerful the better 
controlling spirit. Without the controlling spirit, the 
colossus is just an oversized zombie; with it, it functions 


ugnant appearance. 1f no 


The colossus costs 760,000 gp to create, which includes 
100,000 gp for the body. Assembling the body takes no 
great skill, and many flesh colossi reveal that fact in their 

The creator must be 29th level and able to cast epic 
leting the ritual drains 30,600 XP from the 


ted wish, polymorph any 


spells. Cor 
or and. 
and 


IRON COLOSSUS 
An iron colossus is at least 80 feet tall and weighs 
around 350,000 pounds, It can be fashion: 


эзиз, although it almost 
always dis 
plays armor 


sort. Its features are much smoother than those ofa stone 
colossus. Iron colossi sometimes wield Huge exotic 
Weapons in one hand, 

An iron colossus cannot speak or make any vocal noise 


Combat 
When an iron colossus hits (which is pretty much all the 
time), its strike is almost always potentially lethal, since 
the death by massive damage rule (see Chapter 8 of the 


Players Handbook) is most likely invoked. 

Breath Weapon (Su): Cone of poisonous gas, ВО feet 
as a free action every 1d4 rounds, initial damage 346 
temporary Con, secondary damage 246 temporary Con, 
Fort half (DC 58 

Magic Immunity (Ex): An iron colossus is immune 
to all magical and supernatural effects, except as fol 
lows. An electricity effect restores 1 hit point to the in 
colossus for each 3 points of damage it would other. 
wise deal 

Rustproof (Ex): An iron co 
rust attacks, unlike smaller iro 


sus is not affected by 


Construction 
An iron colossuss body is sculpted from 150,000 pounds 
of pure iron. 

The colossus costs 1,000,000 gp to create, which 
includes 100,500 gp for the body. Assembling the body 
Tequires a successful Craft (armorsmithing) or Craft 
‘weaponsmithing) check (DC 42 

The creator must be 35th level and ab 


1o cast epic 
spells. Compl 


ritual drains $0,000 XP from the 
udkill, деа диен, limited wish, and. 


Hit Dice: 2112 (130 hp) 

Initiative: +7 (43 Dex, +4 Improved Initiative 

Speed: Fly 180 ft. (perfect 

АС: 51 (+4 size, +3 Dex, +5 natural armor, 
‘armor, + ion, «21 insight 


bracers of 

"ng of prot 

Attacks: Touch «21 mel 

Damage: Touch 10d6«20 plus paralyzing touch 

Face/Reach: 1 ft. by 1/0 f 

Special Attacks: Trap the soul, fear aura, paralyzing 
touch, 24stlevel wizard spellcaster, Perfect Automatic 

Spell, spelllike abilities 

Special Qualities: Magic immunity, phylactery transfer 
‘ence, turn resistance +20, DR 30/-, undead traits acid 
resistance 20, fire resistance 20, sonic resistance 20, 
immune to cold, electricity, polymorph, and mind. 
affecting attacks 

Saves: Fort +10, Ref +12, Will +17 

Abilities: Str 10, Dex 16 (with gloves), Con 
headband), Wis 24, Cha 20 

Skills: Alchemy +38, Concentration +25, Hide 
Knowledge (arcana, undead) +38, Knowl 


Int 39 (with. 


ige (planes, 


dragons, history, local) +28, List 
27, Scry «27, Search «38, 
+38 Spot 

Feats: Brew Potion, Combat Casting, Craft Wo 
Item, Enlarge Spell, Heighten Spell, Improved 
tive, Lightning Reflexes, Maximize Spell 
Spell, Scribe Scroll, Spell Penetration, Toughnes 

Epic Feats: Automatic Quicken Spell, Epic Spl 
Improved Spell Capacity (10th), Tenacious Magi 

Climate/Terrain: Any 

Organization: Solitary 

Challenge Rating: 29 

Treasure: Standard 

Alignment: 

Advancement: By character class 


ешта] evil 


Demiliches are wiser, older, and far deadlier thin 
mon liches. 

А demilich often appears as a single skull who 
and tooth sockets have been fitted with com 
Other demiliches might appear as gem-encrust] 
of another type, such as a skeletal hand or sine 
gems gleam wickedly with the light of stolen soul 
slowly devoured. 

Particularly powerful liches sometimes lea 
secret of fashioning soul gems, and so eval 
demilichdom. Demiliches are free to roam distant 
in astral form, leaving behind their physical emus 
brood in dark tombs of horror. In i 
ings, which span centuries, demiliches « 
all the secrets of the multiverse, and beyond, pl 
themselves to the study of epic spells, the loca 
unique artifacts, and the keys to release and cu 
imprisoned abominations. Many pursue plani 
deeper, which may eventually win them control of 
stretches of the multive nt them the 
of godhood. 

Demiliches speak the lan gua, 
and as living creatures, 


or even gı 


s they knew as ld 


‘ombat 
While demiliches are steeped in the knowledge ol 
spells and defensive magic, they are usually conte 
trust to their innate defenses and m; 

well as their ability to suck the soul ri 

of those who displease it. 

Trap the Soul (Su): A demilich can trap the sol 
up 10 eight living creatures per day. To use this pow] 
selects any target it can see within 300 feet. The ung 
is allowed a Fortitude saving throw (DC 36) Ifl] 
target makes its saving throw, it gains four nega 
levels (this does not count as а use of trap the soul 
he target fails its save, the soul of the target is instal 
drawn from its body and trapped within one off 
gems incorporated into the demilichs form. The a 
gleams wickedly for 24 hours, indicating the capa 
soul within. The soulless body collapses in a mat 
corruption and molders in a single round, reduce | 


If left to its own devices, the demilich slowly 
Prous the soul over 24 hours—at the end of that time 
Poul is completely absorbed, and the victim is for 
re gone 

ie demilich is overcome before the soul is eaten. 
[sing the gem releases the soul, after which time it is 
[ко seek the afterlife or be returned to its body by the 
[кї еһет resurrection, true resurrection, clone, or miracle 
[ental victim protected by a death ward spell is not 
fine to trap the soul, but receives a +5 bonus on its 
[eise saving throw. Negative 
IM 

Tar Aura (Su): Demiliches are shrouded in a dread: 
n of death and evil. Creatures of less than $ HD in 
| Soot radius that look at the demi 

[йт succeed at a Will save 


cio) or be affected as 
d 


nergy protection is effec 
level loss. 


ер by fear as cast by a 
Brel caster. 
hnlyzing Touch 
Any living cr 
fe + demilich 
hes must suc 
ata Fortitude 
[PDC 36) or be. 


low curse 
Il. The effect 
bibe dispelled 
pre paralyzed by 
Йа seems 
| hough a suc 
М Spot check 
20) or Heal 
(DC 15) re 
thatthe victim. 


ils The demilich 

fst any spells it could cast as a lich. This sampl 
ih was а 2tst-level wizard (spells per day: 4713/6 
(6/s/s/s/1). The last spell slot is а 10th-level slot 
аме for 0-9¢h le 

Jet Automatic Still Spell (Ex): A 
йй фе spells it knows without gestures 

[ке Abilities: Ar will—alter s 
ш greater undead, create undead, death knell, enerow 
put dispelling, harm (usually used to heal its 

monster 1-1Х, telekinesis, weird; 2/day—greater 

aly, Demiliches use these abilities as caste 

egal to their spellcaster level, but the save DCs 
И 

gi Immunity (Ex): Demiliches are immune to 
ital and supernatural effects, except as follows 


hean 


A shatter spell affects a demilich as if it were a crys 
talline creature, but deals half the damage normally 
indicated. A dispel evil spell deals 346 points of damage 
Fort save for half damage). Holy smite spells affect 
demiliches normally. 

Phylactery Transference (Su): Headbands, belts, 
rings, cloaks, and other wearable items kept in close asso 
ciation with the demilichi phylactery transfer all their 
benefits to the demilich no matter how far apart the 
demilich and the phylactery are located. The standard 
limits on types of items utilized simultaneously still 
apply. The sample demilich “wears” bracers of armor +8 

nd of intellect +6, pink Поши stone, ring of w 
ring of protection +2, and gloves of Dexterity +2 

Undead Traits: Immune to poison, sleep, 
paralysis, stunning, disease, death, effects 
necromantic effects, mind-affecting 
effects, and any effect requiring a 
Fortitude save unless it also 
works on objects. Not subject 
to critical hits, subdual dam 
age, ability damage, ability 
drain, or energy drain. Мера 
tive energy heals. Not at risk 
of death from massive бат 
age, but destroyed at 0 hit 
points or less. Darkvision 
60 ft. Cannot be raised; res 
urrection works only if 

creature is willing 
Immunities (Ex) 
Demiliches are immune 
to cold, elec 
tricity, poly 
morph, and 
mind-affecting 

attacks 


CREATING A 
DEMILICH 
Demilich is a tem: 
plate that can be 
added to any lich. It uses all the liche statistics and 
special abilities except as noted here. 

A demilich’s form is concentrated into a single por 
tion of its original body, usually its skull, Part of the 
process of becoming a demilich includes the incorpora 
tion of costly gems into 1 
ing Soul Gems, below. 

Size: Medium-size and Large liches become Diminu 
tive demiliches, Huge liches become Small demiliches, 
Gargantuan liches become Medium-size demiliches, 
and Colossal liches become Large demiliches. 

Hit Dice: As lich 

Speed: Replace with fly 180 ft. (perfect) or the lich’ 
supernatural (not natural fly speed, whichever is better. 

AC: The demilich retains the lichs +5 natural armor 

us and gains an insight bonus equal to AC equal to its 


Bs 


etained body part; see Creat 


Hit Dice, as well as a probable size adjustment to AC (for 
example, +4 for its new Diminutive size for a previously 
Medium-size lich 

Attacks: The demilich gains an insight bonus equal to 
its Hit Dice asa bonus on its touch attacks 

Damage: The demilich gains an enhanced touch 
attack over that of its previous lich form (it now uses its 
entire flying skull to make the touch attack), including 
paralyzing touch. The demilichs touch attack uses пера 
tive energy to deal 10d6+20 points of damage to living 
creatures (no saving throw). Liches with other natural 
attacks lose them, 

Special Attacks: The demilich retains all the lichs spe 
cial attacks and also gains those described below 

Trap the soul (Su):A demilich can trap the souls of up to 
eight living creatures per day To use this power, it selects 
any target it can see within 300 feet. The target is allowed 
a Fort saving throw (DC 10 + demilichs HD + demilichs 
Cha modifier). If the target makes its saving throw, it 
gains four negative levels (this does not count as a use of 
trap the soul), If the target fails its save, the soul of the 
target is instantly drawn from its body and trapped 
within one of the gems incorporated into the demilichs 
form. The gem gleams wickedly for 24 hours, indicating 
the captive soul within. The soulless body collapses in a 
mass of corruption and molders in a single round, 
reduced to dust. If left to its own devices, the demilich 
slowly devours the soul over 24 hours—at the end of 


thar time the soul is completely absorbed, and the victim 


is forever gone 

Ifthe demilich is overcome before the soul is eaten, 
crushing the gem releases the soul, after which time itis 
free to seek the afterlife or be returned to its body by the 
use of either resurrection, true resurrection, clone, or miracle 

nilich is overcome before the soul is eaten, 
crushing the gem releases the soul, after which time itis 
free to seek the afterlife or be returned to its body by the 
use of either resurrection, true resurrection, clone, or miracle 
A potential victim protected by a death ward spell is not 
immune to trap the soul, but receives а +5 bonus on its 
Fortitude saving throw. Negative energy protection is effec 
tive against the level loss. 

Fear Aunt (Su): Demiliches are shrouded in a dreadful 
aura of death and evil. Creatures of ess than $ HD in a 60- 
foot radius that look at the demilich must succeed at a 
Will save (DC 14 + demilich’s Cha modifier) or be 
affected as though by fear as cast by a 21st-level caster. 

Paralyzing Touch (Su): Any living creature a demilich 
touches must succeed at a Fortitude save (DC 10 + 
demilichs HD + demilichs Cha modifier) or be perma: 
nently paralyzed. Remove paralysis or any spell that can 
remove а curse can free the victim (see the bestow curs 
spell). The effect cannot be dispelled. Anyone para 
lyzed by a demilich seems dead, though a successful 
Spot check (DC 20) or Heal check (DC 15) reveals that 
the victim is still alive. 

Spells: The demilich can cast any spells it could cast as 
a lich. 


Perfect Automatic Still Spell: The demilich can cs 
spells it knows without gestures. 

Spell-Like Abilities: Ат will—alter self snl 
tion create greater undead, create undead, death kn 
tion, greater dispelling, harm (usually used to hel 
summon monster 1-IX, telekinesis, and weink a 
greater planar айу. Demiliches use these abilities 
ets of a level equal to their spellcaster level, but 
DCs are equal to 10 + the demilichs HD + the de 
Charisma modifier 

Special Qualities: The demilich retains all he 
special qualities and also has those descrfibed blog 

Magic Immunity (Ex): Demiliches are immune 
magical and supernatural effects, except as falla 

atter spell affects a demilich as if it were a cry 
creature, but deals half the damage normally i 

A dispel evil spell deals 346 points of damage (Fon 
for half damage). Holy smite spells affect demi 
normally 

Phylactery Transference (Su): Headbands, belts, 
cloaks, and other wearable items kept in close ase 

ith the demilichi phylactery transfer all their 
to the demilich no matter how far apart the demi 
the phylactery are located. The standard limits on 
of items utilized simultaneously still apply. 

Undead Traits: Immune to poison, seep, paralysi 
ning, disease, death, effects, necromantic effec 
affecting effects, and any effect requiring a Fortitude 
unless it also works on objects. Not subject to criti 
subdual damage, ability damage, ability drain, or 
drain. Negative energy heals. Not at risk of death 
massive damage, but destroyed ar 0 hit points t 
Darkvision 60 ft, Cannot be raised; resurrection 
only if creature is willing 

Immunities (Ex): Demiliches are immune to cold, 
tricity, polymorph, and mind-affecting attacks 

Тит Resistance (Ex): A demilich has turn resistance i 

Damage Reduction (Su): A demilich loses any prea 
damage reduction and instead has damage reduci 
30/- (30 points of damage is subtracted from all di 
attacks, no matter the weapon's enhancement Бош) 
Verpal weapons, no matter their enhancement bo] 
ignore this damage reduction but do only half dame 
a demilich (demiliches cannot be beheaded) 

Resistances (Ex): Demiliches have acid resistance tfi] 
resistance 20, and sonic resistance 20. 

Saves: Same as the lich 

Abilities: А demilich gains «10 to Intelligence, Wi 
dom, and Charisma. 

Skills: Demiliches receive a +20 racial bong] 
Hide, Listen, Move Silently, Search, Sense Motive al 
Spot checks. Otherwise same as the lich (this over 
with the previous racial bonus gained by the lich; а 

Feats: Same as the lich. 

Epic Feats: Demiliches gain the feats Blinding Spe 
Tenacious Magic, and Automatic Quicken Spell. 

Climate/Terrain: Same as the lich. 


Organization: Solitary or consistory (1 demilich and 
[їз 

Challenge Rating: Same as the lich + 6 

Treasure: Same as the lich. 

Alignment: Any evil 

Myancement: By character class. 


of becoming a demilich can be undertaken 
hy a lich acting of its own free will. The demilich 
ais ll class abilities i had as a lich. 


HEATING SOUL GEMS 
Be have phylacteries that allow them to reappear 
[її days after their apparent death, as do demiliches 
Üeiiches also have eight soul gems, each of which acts 
ies phylactery in its own right. If all the soul gems, as 
IMs the demilichs phylactery, are not destroyed after a 
ch is downed, the demilich reappears 1d10 days 
its apparent death. The soul gems also allow the 
lich to use Из most devastating ability, trap the soul 
above 
lah demilich must make its own soul gems, which 
dies the Craft Wondrous Item feat. The lich must 
lorerer, wizard, or cleric of at least 21st level. Each 
| jen costs 120,000 gp and 4,800 XP to create and 
caste level equal to thar of its creator at the time 
uon. 
Bol ems appear as egg-shaped gems of wondrous 
[Bl They are always incorporated directly into the 
Sted form of the demilich. For instance, a demi 
Will might place the gems in the eye and tooth sock 
ibe skull, while a demilich hand might integrate 
ers as fux joints. 


re mindless agents of 
forgotten remnants ftom an alternate multiver 
james into synch with our own only once every few 
оп 
tation vermin are creatures that have slumbered 
th the surface of the earth for untold centuries, 
vay and undisturbed. Often, devastation vermin 
Inlened by the encroachment of civilization in 
less or the area above them. When disturbed, dev 
im vermin erupt from the soil with ravenous 
saving swaths of destruction in their paths as 
el 
in Traits: Immune to mind-affecting effects 
IBicompulsions, phantasms, patterns, and morale 


ATION CENTIPEDE 
lation centipedes can cover vast distances 
tonsuming Large and smaller creatures as they 


Combat 
In addition to its powerful bite, the devastation centipede 
has a lethal poison it can use to render its prey helpless. 

Poison (Ex): Bite, Fort save (DC 93); initial and sec. 
ondary damage 2d12 temporary Dex. 

Skills: Devastation centipedes receive a +4 racial 
bonus on Climb, Hide, and Spot checks. 


DEVASTATION SPIDER 

The devastation spider is an aggressive predator that 
comes in two types: the hunter and the web spinner. The 
hunter hunts its prey rather than using its webs to trap 
food (though it does still possess the capability to spin 
webs, using them as its nest), while the web spinner uses 
a sheet web to trap prey. Hunting spiders are faster (their 
higher speed values are given in parentheses 


Combat 
Devastation spiders use their poisonous bite to subdue or 
kill prey 

Poison (Ex): Bite, Fort save (DC 94); initial and sec: 
ondary damage 2812 temporary Con. 

Web (Ex): Both types of devastation spiders often wait 
in their webs, then lower themselves silently on silk 
strands and leap onto prey passing underneath. A single 
web strand is strong enough to support the spider and 
one creature of Gargantuan size 

Web-spinning devastation spiders can cast a web eight 
times per day This is similar to an attack with a net but 
has a maximum range of 150 feet, with a range increment 
of 30 feet, and is effective against targets of up to Gar 
gantuan size (see Chapter 7 of the Payers Handbook for 
тоге information on net attacks). The web anchors the 
target in place, allowing no movement. 

An entangled creature can escape with a successful 
Escape Artist check (DC 38) or burst it with a Strength 
check (DC 44). Both are standard actions. 

Web-spinning spiders often create sheets of sticky 
webbing about 1,000 feet square. They usually position 
these sheets to snare flying creatures but can also try to 
trap prey on the ground. Approaching creatures must 
succeed at a Spot check (DC 20) to notice a web; other 
wise, they stumble into it and become trapped as 
though by a successful web attack. Attempts to escape 
or burst the webbing gain а +5 bonus if the trapped crea 
ture has something to walk on or grab while pulling 
free. Each $-foot section has 24 hit points, and sheet 
webs have damage reduction 20/fire. A devastation 
spider can move across its own sheet web at its climb 
speed and can determine the exact location of any crea 
ture caught in the web. 

Skills: Web-spinning devastation spiders receive a +4 
racial bonus on Hide and Spot checks, Hunting spiders 
receive a +6 racial bonus on Jump checks and a +8 racial 
bonus on Spot checks (using the modifiers given in 
parentheses). "All devastation spiders gain a +8 compe- 
tence bonus on Hide and Move Silently checks when 
using their webs 


DEVASTATION SCORPION 
The devastation scorpion is an aggressive hunter, scut 
tling quickly through terrain in search of food. 


In addition to is deadly claws, the devastation scorpion 
аза highly toxic sting from its tail 
Improved Grab (Ex): To use this ability, the devast 
tion scorpion must hit with its claw attack. If it gets a 
hold, it hangs om and squeezes c 
Squeeze (Ex): A devastation scorpion that gets a hold 
on a Gargantuan or smaller opponent aut 
damage with both claws and its sting. 


ically deals 


Devastation Centipede 
Colossal Vermin 


Hit Dice: 128d8+1,152 (1,728 hp) 
Initiative: 13 (Dex 

Speed: вой. 

АС 55 (-8 sive, +13 Dex, +40 natural 
Attacks: Bite +99 melee 

Damage: poison 
Face/Reacl 50 ft. by 350 ft/20 ft 


Special Attacks: Poison 
‘Special Qualities: — Darkvision 300 ft, SR 50, DR 40/49. 
Saves Fort +75, Ref +55, Will «42 
Abilities: Str 33, Dex 37, Con 29, 

Int, Wis 10, Cha 2 
Skills Climb «19, Hide +5, Spor +8 


Climate/Terrain: Any land 
Organization. Solitary or cluster (2-s; 
Challenge Rating 39 
Treasure: None 
Alignment: Always neutral 
Advancement: None 

Devastation Scorpion 

Colossal Vermin 
Hit Dice: 128d8+1,408 (1,984 hp) 
Initiative: 12 (Dex 
Speed: 1006 
AC 60 (-8 size, +12 Dex, «46 natural 
Attacks: 2 claws +102 melee, sting +97 melee 
Damage: Claw 10d10+14, sting 8410-7 plus poison 
Face/Reach: 120 ft. by 240 f.,/20 ft. 
Special Attacks: Improved grab, squeeze, poison 
Special Qualities: Darkvision 300 ft, SR 50, DR 45/+8 
Saves: Fort +77, Ref +54, Will -42 
Abilities: Sir 38, Dex 35, Con 32, 

Int, Wis 10, Cha 2 
Skills Climb +22, Hide +4, Spot ^ 
Climate/Terrai Any land 
Organizat Solitary or clu 5 
Challenge Rating 42 


Treasure: None 
Alignment: Always neutral 
Advancement: None 


DEVASTATION BEETLE 
Devastation beetles are ravenous when they int 
onsuming anything and everything in the vici 


A devastation beetle uses both its sheer bulk andi 
abilities to get 10 food. 
Trample (Ex): A devastation beetle can n 


Poison (Ex): Sting, Fort save (DC 95) inital 
ondary damage 2d12 temporary Str 

Skills: Devastation scorpions receive a +4 пе 
on Climb, Hide, and Spot checks. 


Devastation Spider 

Colossal Vermin 

128d8+1,280 (1,856 hp) 

+14 (Dex 

60 ft, climb 40 ft. (80 ft, climb 40, 
58 (-8 size, +14 Dex, +42 natural 
Bite +101 melee 

Bite 18d10+19 plus poison 

120 ft. by 120 ft,/20 f 

Poison 

Darkvision 300 ft, SR 50, DR 35/48) 
Fort +76, Ref +56, Will +42 

Str 37, Dex 39, Con 30, 1 


2°, Jump +15 (421) M9 
Silently «14*, Spot +14 (418 

Any land. 1 
Solitary or cluster (2-5, 
^ 

None 

Always neutral 

None 


Devastation Beetle 

Colossal Vermin 

128d8:2,304 (2,880 hp) | 
+10 (Dex, 

той. 
72 (-8 size, +10 Dex, +60 natural) 
Bite +104 melee 
Bite 25d10+24 

100 ft. by 150 fe,/20 f 

Trample 30410424, acid cloud 
Darkvision 300 ft, SR 60, DR 0/440 
Fort +84, Ref +52, Will +42 

Str 42, Dex 31, Con 46, 

Int-, Wis 10, Cha 9 

Listen +6, Spot +6 

Any land 

Solitary or cluster (2-5 

50 

None 

Always neutral 

None 


[шикш and smaller creatures for 
miye. Opponents who do not make atta 
munity against the devastation beet 
ех save (DC 90) to halve the dama 
id Cloud (Ex): A devastation beetle exudes a cor 
| por that radiate din every di 60 
Bec This vapor d ints of acid дата 
palo anyone caught in the cloud. 


an attempt 


рон in the Monster Manwal—a 
[fn presented in this chapter—have twelve age cate 
ies fom wyrmling to great wyrm. The advance 
Peat rules in the Monster Manual allow dragons 
жинау infinite progression even beyond th 
eol great wyrm. This book lets dra 


Ie Category: A standard dragon (including all r 
Basin the Monster Manual and Monster C 
n) gains one “virtual age cate 
en Hit Dice i gains beyond the great wyrm sta 
Dred dragon, with 21 more Hit Dice than a stan 
pum. has 
fective age cate 


is nineteen. Abilities 


incon once per day per age category or otherwise 


presented in this chapter) gain 
у per 5 Hit Dice beyond great wyrm. 
important element of dragon advancement 
mnt reach Colossal 

е great wyrm stage can never reach it according 
dard advancement rules. When advancing a 
sider its basic size group: lesser (white, black, 


'opper dragons), ordinary (green, blue, and 


bronze dragons), greater (silver, red, and gold), or epic 
force and prismatic 
ling is in the | 


A dragon that is Tiny as a wyrm 


lesser group, a dragon that is Small as a 
never reaches Colossal size is in the ordi 
nary group, and a dragon that is Small to Large as a 
wyrmling and reac lossal by the great wyrm stage 
is in the greater group 

dragon becomes Cc 


A lesser sal when it gains wo 


age cate; 6 Hit Dice) beyond great wyrm. It 
increases to Colossal» when it gains an additional four 
age categories (12 HD). Thus, a white great wyrm 
HD and Colossal+ at 54 HD, while 
a bronze great wyrm becomes Colossal at 45 HD and 
at 57 HD. 
An ordinary dragon becomes C 
one age category (3 Hi 


а! when it gains 
се) beyond great wyrm. It 
ossal« when it gains an additional four 
age categ 12 HD) 
reaches Colossal 
HD, while a be 
and Colossal 


Thus, a тееп 
2e at 41 HD and Co 
е dragon becomes Со 
254 HD. 


ssal» size at 53 

sal at 42 HD 
eater dragon becomes Colossal+ when it gains 
1D) more than it needed to reach 


the Colossal size. Thus, a silver or red dragon becomes 
Colossal+ at 52 HD, and a gold dragon becomes Colos 
salt at 50 HD. 

Epic dragons, already Colossal+ by the time they reach 
the great wyrm stage, do not increase in size thereafter. 

Use the information presented under the epic 
dragon entry, below, to determine the statistics of a 
Colossal+ dragon. 

Armor Class: A dragon's natural armor bonus 
increases by +1 for every Hit Die it gains beyond the 
great wyrm stage, (You can use this rule for lesser dragon 
advancement as wel, since natural armor and Hit Dice 
always increase at ће same rate. 

Breath Weapon: If a dragon's breath weapon deals 
damage, the damage typically increases by 2 dice for 
every virtual age category the dragon gains. The two 
exceptions in the Monster Manual are the brass and white 
dragons, whose breath weapon damage increases by only 
1 die per age category. The saving throw DC against a 
dragons breath weapon remains 10 + 1/2 the dragon's Hit 
Dice + its Constitution modifier. 

pell Resistance: For standard advanced dragons, 
spell resistance increases by 2 per additional age cate 
gory. For epic dragons, spell resistance increases by 3 (for 
force dragons) or 6 (for prismatic dragons) per additional 
age category 

Speed: When a dragon becomes Colossal, its fly 
speed increases by 50 feet and its maneuverability 
becomes clumsy. When it reaches Colossale, its fly 
speed increases by another 50 feet, and its maneuver 
ability remains clumsy. A dragon’ land speed and other 
special movement types (swim, burrow, and so on) do 
not change. 

Ability Scores: A great wyrmis Strength and Constit 
tion scores both increase by +2 for every virtual age cate 
gory the dragon gains. Its Dexterity remains unchanged. 
Iis Intelligence, Wisdom, and Charisma increase by +2 
for every two age categories the dragon gains 

Special Abilities: Dragons do not gain additional 
spell-like abilities but their damage reduction continues 
to increase as they gain Hit Dice. For most dragons (the 
exceptions being the force and prismatic dragons), the 
great wyrm’s damage reduction increases by 5/«1 for 
every two age categories it gains beyond the wyrm stage. 
The epic dragons detailed in this chapter gain damage 
reduction of 10/«1 for every two age categories (10 Hit 
Dice) they gain beyond the wyrm stage 

Caster Level: A great wyrmis caster level increases by 2 
for every virtual age category the dragon gains. As 
with the epic dragons described in this chapter, 
advanced dragons gain the Improved Spell Capacity 
feat as a bonus feat once for every three caster levels 
above 20th. 

Feats: Like ordinary dragons, advanced dragons 
receive one feat for every 4 Hit Dice they have. Feats 
gained after the dragon attains great wyrm status can be 
epic feats, 

Challenge Rating: For standard dragons, CR increases 


by 2 per additional age category. For epic dragon 
increases by 3 per additional age category 

other dragon statistics are as presented ord 
їп general and specific dragon varieties in the 
Manual and other sources 


SAMPLE ADVANCED DRAGON 
This example uses a red dragon advanced 10 
Dice. This represents an increase of 21 HD, or seve 
tual age categories. 


Red Great Wyrm, Advanced 

Colossal+ Dragon (Fire) 

Hit Dice: 61d12+1,037 (1,433 hp) 

Initiative: +3 (Dex 

Speed: 40 ft, fly 250 ft (clumsy 

АС: 70 (-8 size, +3 Dex, +60 natural, +5 пие) 

Attacks: Bite +77 melee, 2 claws +73 mel 
melee, tail slap +7: 

Damage: Bite 5d6+2 
slap 4d8e3 

Face/Reach: 40 ft. by 80 fi,/20 fi 

Special Attacks: Crush #d6+36 (DC $7), tail 
446936 (DC 57), breath weapon, frightful pr 
DC 51), spells (caster level 33rd), spell-like all 
Special Qualities: Immunities, DR 35/+6, SR 4 bls 
sight, keen senses (darkvision 7,600 ft 

Saves: Fort +49, Ref +35, Will +43 

Abilities: Str 59, Dex 16 (with gloves), Con 45, Int 
33, Cha 32 

Skills: Appraise +44, Balance +33, Bluff 472, Climb 
Concentration +78, Diplomacy +78, Escape Anti 
Heal +41, Intimidate +78, Intuit Direction +44, a 
+85, Knowledge (arcana) +72, Knowledge (hia 
+72, Knowledge (local) +72, Knowledge (nature) 
Listen +72, Search +72, Spelleraft +72, Spot sf 
Swim +54 

Feats: Cleave, Combat Casting, Combat Reflesl 
Dodge, Great Cleave, Hover, Improved Datkvie 
Improved Spell Capacity (10th), Improved Spl 
Capacity (11th), Improved Spell Capacity (tal 
Improved Spell Capacity (13th), Mobility, Rag 
Attack, Quicken Spell, Quicken Spell-Like Abii 
Snatch, Spell Opportunity, Spellcasting Нап 
Weapon Focus (claw), 

Challenge Rating: 39 


2 wing 
mel 
claw 4d8«12, wing 4d6 


Breath Weapon (Su): Cone of fire, 80 ft, damp) 
38410, Ref half (DC 57) 

Spell-Like Abilities: 19/day—locate object; з/у 

n; 1/day—find the path, discern location. Cag 

level 33rd; save DC 21 + spell level. 

Immunities: Sleep, paralysis 

Fire Subtype: Fire immunity, double damage frg 
cold except on a successful save. 

Sorcerer Spells Known (6/9/9/9/8/ 
base DC 21 + spell level 
magic 


в/в/7/2/2720Й 
O—arcane mark, daze, dea 
4 sound, mage hand, prestidigitation, ray of fg 


magic, resistance; tst—cause fear, enlarge, expeditious 
reduce, ventriloquism; 2nd—darkness, detect thoughts 
ir image, see invisibility, web; 3rd—fireball, greater 
weapon, haste, wind wall; 4th—<onfusion, polymorph 
polymorph self, stoneskin; sthmagic jar, passwall, 
Hoot, wall of force; 6th—flesh to stone, greater dispelling. 
cng; 7th—control undead, delayed blast fireball, pris 
fic ray: sth—etherealness, horrid wilting, symbol 
пасо swarm, power word kill, wish 


seins: Bracers of armor +5, gloves of Dexterity +6, ring of 


‘other dragons, force and prismatic dragons are 
sic winged, reptilian creatures, The epic dragons 
теу outside the commonly accepted categories 

flromatic and metallic dragons, and may originate 
йот plane of existence. They are further distin- 
ihe from the common dragons described in the 
ier Manual by their tremendous size (even at 
thing), their longer life span (with correspond 

reater increases in power as they age), and their 
try of unusual energy forms—force and pris 
fc energy 

fllle common dragons are easily categorized by 
nent and temperament, epic dragons display 
й тоге individual variation in these areas. Dragons 
bh varieties are usually neutral, pursuing their 

interests rather than the great causes of alignment 
are extremely selfish and ill-tempered, 
others are as beneficent as gold dragons. Like 
dragons, however, almost all epic dragons covet 
hoard wealth 
lei dragons speak Draconic 


(исон Ace Cartconits 
Category 
Wyrmling 


Age (Years) 
оло 
Very young 11-30 


Young. 31-50 
Juvenile 51-100 
Young adult 301-200 
Adult 201-400 
Mature adult 401-800 
Old 301-1200 
Nery old. 1201-1600 
Ancient 11601-2000 
Мут 2001-2400. 
Great мут 2401+ 


lagos share all the combat characteristics of stan- 
Маро as described in the Monster Manual. Even 
hgepic dragons are Huge, however, and are caps 
[ling tail sweep and crush attacks. Although 
[io size category larger than Colossal, the oldest 
ароз ave a greater reach and deal more damage 
& tacks than other Colossal dragons, as shown 


оп the Epic Dragon Face and Reach and Epic Dragon 
Attacks tables below. In addition, the breath weapon of 
the oldest epic dragons is a larger cone than most Colos- 
sal dragons possess. The size modifier for these dragons 


Epic DRAGON FACE AND REACH 


Size Face 
Huge лой. by20 ft. 
Cargantuan 20 f. by 40 f 
Colossal юз. by SO 
Colossal 40 f by 808 


Epic DRACON ATTACKS 


тл лла 
Size 1 Bite 2 Claws 2 Wings. Slap 1 Crush Sweep 
Huge 28 2% 188 246 208 2% 
Gargantuan 4dó 24 2% 208 406 2% 
Colossal 498 486 208 4% 408 2% 
Colossal 846 аз 44%6 408 8d 406 


Epic DRAGON BREATH WEAPONS 


Size Cone* (Length) 
Huge зок. 

Gargantuan OF 

Colossal к. 

Colossal юк 
* A cone is as high and wide as Из length 


Wyrmling epic dragons possess certain abilities that 
common dragons do not acquire until later in life, includ: 
ing frightful presence, spellcasting, and spell resistance. 
An epic dragon with a caster level above 20th gains 0 
Improved Spell Capacity feat as a bonus feat once for 
every three caster levels above 20th. Any epic dragon can 
choose epic feats for which it otherwise meets the pre 
requisites. Epic dragons also have access to the dragon 
feats in the Monster Manual, as well as the additional feats 
described in this book. 

Empower Spell-Like Ability: An epic dragon can 
apply the Empower Spell feat to one of its spell-like 
abilities that it can use at least twice per day. If the 
dragon has limited use of the spell-like ability (3/day, 
for example), the empowered ability uses up two use 
of the ability. If the dragon can use the ability at will, 
there is no cost for empowering the ability. The dragon 
does not need to specify a spell-like ability when it 
chooses this feat; it can apply the feat to any spell-like 
ability it possesses. 

Maximize Spell-Like Ability: The dragon can 
apply the Maximize Spell feat to one of its spell-like 
abilities that it can use at least three times per day. If 
the dragon has limited use of the spell-like ability 

3/day, for example), the maximized ability uses up 

three uses of the ability. If the dragon can use the abil 
ity at will, there is no cost for maximizing the ability 
The dragon does not need to specify a spell-like ability 
when it chooses this feat; it can apply the feat to any 
spell-like ability it possesses 

Epic dragons fly even faster than common dragons, 
and can cover greater distances, 


Epic Оялсон OVERLAND FLYING SPEEDS 


— —— Flight Speed 
250 feet 300 feet 


Challenge Rating: Wyrmling 13; very young 19) 
21; juvenile 25; young adult 28; adult 31; тае 

каш 35; old 37; very old 39; ancient 43; wyrm $0 

Treasure: Double standard 

Alignment: Usually neutral 

‘Advancement Range: Wyrmling 21-24 HD (i 
very young 26-29 HD (Huge) young 31-34 HD] 
gantuan); juvenile 36-39 HD (Gargantuanjy 
Sule 41-44 HD (Gargantuan); adult 46-49 HD 
аптап); marure adult 51-54 HD (Colossal); ol 
HD (Colossal); very old 61-64 HD (Colossal; 
66-69 HD (Colossal); wyrm 71-74 HD (Col 
great wyrm 76+ HD (Colossal) 


One Hour 
Normal 40 miles  SOmiles 60 miles 
Hustle 80 miles 100 miles — 120 miles 


One Day 


Normal 320 miles 400 miles 480 miles 


Except as noted here, epic dragons conform to the gen- 
eral information that applies to all dragons given in the 
Monster Manual 


FORCE DRAGON 
Dragon (Force) 
Climate/Terrain: Any land and underground 
Organization: Wyrmling, very young, young, juvenile 
and young adult: solitary or clutch (2-5); adult, mature 
adult, old, very old, ancient, wyrm, or great жут soli 
tary, pair, or family (1-2 and 2-5 offspring 


Force dragons are arrogant and aloof, tending o 

solitude and isolation from the masses of what they 

sider lesser creatures. The only other creature 
espect are prismatic dragons and certain deities, 


Force DRAGONS uv Act. 
Attack Fon Breath 
Age Size Hit Dice (hp) ac Bonus Save Weapon (ОС) 
Wyrmling H 20912100 (20) 31 (2 size, +з э? 5412 (25) 
+4 deflection, «19 natural) 

38 C2 sie. 
+6 deflection, «24 natural) 
43 C4 size, 
+8 deflection, +29 natural) 
50 (4 size, 
210 deflection, +34 natural) 
57 (A size, 
+12 deflection, +39 natural) 
‘Adult С 450120985 (87) 64-4 

+14 deflection, «44 natural) 
67 (8 size, 
+16 deflection, «49 natural) 
74 size 
+18 deflection, «54 natural) 
Very old 6001241140 (1,530) 81 (-8 size, 

+20 deflection, +59 natural) 
Ancient 6541241365 (1787) 38 (-8 size, 

+22 deflection, +64 natur 
Мут 704121,610 (1065) 95 (-8 size, 

+24 deflection, +69 natural) 
Great wyrm Ce 754124475 (2,362) 102 (-B size, 

+26 deflection, +74 natural) 


Very young Н — 25d12+180 (312) 10412 (28) 


Young С — 304124210 (405) 1542 (32) 


Juvenile G 358128315 (542) 20412 (36) 


Young adult G — 404124440 (700) 


ase (41) 
302 45) 
Matres С. 504126750 01075) 35412 60) 
oC SSS (2 40612 (54) 
45812 (98) 
зол (6) 
ssa 6) 
son: з) 
осе Deacon Animes у Ace 

Moses узо роо) 31 


Very young 609. fy 250 f. (poor) 


Special Abilities 
Damage reduction 15/42, 
deflecting force, immune to force 


Young бө. fy 300 ft. (clumsy) 
Juvenile — 608. fy 300 ft. (clumsy) 
Young adult 60 f. fy 300 f. (clumsy) 
Adult 60 f. fy 300 f. (clumsy) 
Mature adult 60 f, fiy 300 f. (clumsy) 
Ol 60 ff 300 f. (clumsy) 
Veryold 6. fy 300 A. (clumsy) 
Ancient — 60R. fy 300 ft. (clumsy) 
Мут вок. бу 350 fc (clumsy) 
Great wyrm 60 ft. fy 350 f. (clumsy) 


Damage reduction 20/+4 
Ouluke' resilient sphere, blur 
Damage reduction 30/46. 

Well of force 

Damage reduction 40/48 

Forcecoge, displacement 

Damage reduction S0/«10. 

Maze 

Damage reduction 60/412. 

Оше з selekinetic sphere, invisibility 


Jimmling force dragon hatches from an egg the 
af farmer's hut, and emerges covered in glittering 
like tiny diamonds. As it ages, its scales become 
brilliant, but they still refract light—often sur 
ing the dragon in a shimmering haze of light. 
imr force dragons are naturally invisible, since 
ses smoothly through 
bodies. A force dragon's 
fislucent scales thicken and 
den аз it ages, making a great 
mi hide nearly as impenetrable as 
Bali. Unlike nonepic drag: 
force dragons have no 
whatsoever 
Face dragons lair 


preference 
foe terain type 


elusive be- 
Despite their 
sie, force 


They eat 


ропа rarely seek out combat, but they lash out 
intruders in their domains with incredibly 
attcking unceasingly until the foes are dead or 
Я ay They have little interest in conversation, 
Bikey doubt that any lesser intellect could possess 
ledge that would surpass its own. They prefer 
[бег breath weapons for attack, and use the: 
lle abilities to separate their opponents and cor 
lisgerus foes. 
h Weapon (Su): A force dragon has one type 
weapon, a cone of force that tears through c 
nd objects in its area to devastating effect 
line to Force (Ex): A force dragon cannot be 


sword, the Otilukes sphere 
spells, or any other spell or effect with the Force descrip. 
tor. It can move freely through barriers mad 
such as a wall of force 
Deflecting Force (Su): A force dragon is protected by 
a shield of force that provides a deflection bonus to its 
AC. The deflection bonus is equal to the dragons 
Charisma bonus 
Blur (Su): When a force dragon reaches juv 
the force surrounding its body distorts the light around 
it so that it is hard to discern the dragon's exact loca 
tion. This functions as 
a continuous blur spell 
giving the dragon one- 
half concealment (2 
miss chance 
Displacement (Su): 
An old force dragons 
deflecting force bends 
light even more ex 
tremely, giving the 
dragon the benefit of 
the displacement spell 
total concealment, 50% 
This 


of force, 


miss chance 
supersedes its blur 
ability 
Invisibil 
(Su): A great wyrm 
force dragon is a crea 
ture of pure force, and 
is completely invisible 
as though protected. 
by improved invisit 
A creature that can see. 
invisible creatures 
must still contend with 
the dragon's displace 
‘ment ability. 
Spell-Like Abilities: 
3/day—forcecage, maze 
Otilukes resilient sphere 
Оне) tenete sphere, wal of force 
Sample Force Dragon, Adult 
Gargantuan Dragon (Force) 
Hit Dice: 458125585 (877 hp) 
Initiative: «0 
Speed: co ft, fly 300 ft (clumsy 
АС: 64 (-4 size, +14 deflection, -44 natural 
Attacks: Bite « 2 claws +56 melee, 2 wings +56 
melee, tail slap +56 melee 
Damage: Bite 4dé«20 
slap 248+30 
Face/Reach: 20 ft. by 40/15 f 
Special Attacks: Crush 4d6+30 (DC 45), tail sweep 
246+30 (DC 45), breath weapon, frightful presence 
DC 46), spells (caster level 18th), spell-like abilities 


law 248+10, wings 2d6+10, tail 


Special Qualities: Immunities, DR 30/+6, SR 39, 
blindsight, keen senses, deflecting force, blur (20 
miss chance) 

Saves: Fort +37, Ref +24, Will +38 

Abilities: Str 51, Dex 10, Con 37, Int 38, Wis 39, Cha 38 

Skills: Alchemy +36, Appraise +36, Bluff +38, Concen- 
tration +58, Diplomacy +59, Escape Artist +45, Intim- 
idate +61, Knowledge (arcana) +59, Knowledge 
geography) +59, Knowledge (history) +59, Know! 
edge (local) +59, Knowledge (nature) «59, Know! 
edge (nobility and royalty) +59, Knowledge (the 
planes) +59, Knowledge (religion) +59, Listen +61 
бату +59, Search +74 
+59, Spot +76 

Feats: Alertness, Cleave, Combat Reflexes, Empower 
Spell-Like Ability, Flyby Attack, Hover, Improved Ini 
tative, Maximize Spell-Like Ability, Power Attack 
Spell Knowledge, Sunder, Wingover 

Climate/Terrain: Any land and underground 

Organization: Solitary, pair, or family (1-2 and 2-5 
offspring 

Challenge Rating: 31 

Treasure: Double standard 

Alignment: Usually neutral 

Advancement 
46-49 HD 
Gargantuan 


Sense Motive +38, Spellcraft 


Breath Weapon 
(Su): Cone 
of force, 60 ft 
damage 30d12 
Ref half (DC 45 
Spell-Like Abil 
ities: 3/day—on 
likes resilient sphere 
wall of force. Caster 
level 18th: save DC 
24 + spell level 
Immunities 
(Ex): Immune 
sleep and paralysis, 
immune to force 


effects 
Known (6/10/10, 
9/9/9/9/8/7/s 
base DC 24 + spell 
level): 0- 
mark, dancing lights, 


detect magic, flare 
host uni light, mend 
ing, open/close, read magic; 1st—chan 
lang 

bulls strength, саз 
3rd—clairsudience/clairvoyance, fireball, haste lightning 
boll; 4th—charm monster, improv 


self, comprehend 
«¢ strike; 2nd. 
darkness locate object, mirror image 


ges detect seeret doors, magic miss 


d invisibility, scryimg, 


stoneskin; Sth—eontac! other plane, dream, hold mo 


~ 


teleport; 6th—analyze dweomer, greater dispelling 
seeing; 7th—foreccage, spell turning, summon mn 
Sth—polymorph any object, protection from spel 
time stop, 

Possessions Crystal hall with true seing, circlet fu 
of power (7th-level spell), 8.000 gp. 

Variant of robe of yes; benefi 
Spot skill modifiers 


included in Sei 


PRISMATIC DRAGON 
Dragon (Light) 
Climate/Terrain: Any land and underground 
Organization: Wyrmling, very young, young, jem 
and young adult: solitary or clutch (2-5) adii 
adult, old, very old, ancient, wyrm, or great улы 
tary, pair, or family (1-2 and 2-5 offspring) 
Challenge Rating: Wyrmling 14; very young i 
22; juvenile 30; young adult 34; adult 39; manum 
43; old 48; very old 52; ancient 57; wyrm 6l f 
Treasure: Double standard 
Alignment: Usually neutral 
Advancement Range: Wyrmling 
very young 29-32 HD (Huge); young 4-3 
Gargantuan); juvenile 39-42 HD (G 
tuan); young adult 44-47 HD (Gu 
tuan) adult 49-52 HD] 
gantuan); mature айш 
HD (Colossal); old 59-4 
Colossal); very old 
HD (Colosaly 
cient 69. 
(Colossaly) ¥ 
74-77 HD (Gl 
sale); great 
79+ HD (Col 


ismatic dr 
are flamboy 
personable 


force dragon 
spite being tl 
undeniable s 


ble spectrum 

human persona 

Though they т 

venture into humanoid communities, they enjoy i 


tors to their re 
unless provoked 

А wyrmling prismatic dragon is covered in ıl 
brightly reflective scales and surrounded by a shim 
ing aura of multicolored light. Even the scales ofa gs 


юге lairs and rarely attack any стед 


ic DRAGONS By AcE 


Size Hit Dice (hp) 
Ho 23812138 (287) 


AC 
35 (-2size, 


35 deflection, +22 natural) 


284124196 (378) — 42 (-2 size 


+7 deflection, +27 natural 


334124297 (51) — 47 C4 sie, 


+9 deflection, +32 natural) 


38012-418 (665) — 54 (-4 siz, 


+11 deflection, +37 natural) 


436124559 (838) — 6) (A size, 


+13 deflection, +42 natural) 


489125720 (1032) 64 (-8 size 


+15 deflection, «47 natural) 


534124901 (1,245) — 71 C8 size, 


+17 deflection, «52 natural) 


580121102 (1,479) 78 (-8 size, 


+19 deflection, 257 natural) 


634121323 (1.732) 85 (-8 size, 


+21 deflection, +62 natural) 


68412+1,564 (2.006) 92 (-8 size, 
+23 defect 


73812411825 (2299) 99 (-8 size, 


л, «67 natural) 


EI 


425 deflection, 72 natural) 


780242106 (2,613) 106 (-8 size 


E 


+27 deflection, «77 natural) 


linc DRAGON ABILITIES ву Ace 


peed 
60 ft, Ay 250 ft (poor) 


60 ft, fly 250 A. (poor) 
60 ft, fy 3008. (clumsy) 
60 f fly 300 f, (clumsy) 
60 ft, бу 300 ft (clumsy) 
60А. fly 300 ft (clumsy) 
60 f, fly 300 fi (clumsy) 
60 ft Пу 300 ft (clumsy) 
60 fc бу 300 f. (clumsy) 
60 f. у 350 ft (clumsy) 
60 f. fy 350 ft (clumsy) 
60 fc fy 350 f, (clumsy) 


ие very small and fine, making its skin appear as 
has snakes, though the brilliant scales are virtu 
Чеге. Like force dragons, prismatic dragons 
tely odorless. 
Batic dragons make their lairs wherever they 
While some prefer remote fastnesses far from any 
ifcinlzation, others choose to live in sea caves just 
port city, in the ruins overlooking а bustling 
flown, or in the forest just beyond a hamlet’ pas 
They seem to eat a small amount relative to 
lie and are generally careful to hunt over a wide 
Wieritory to avoid depleting resources or anger 
Gilale herders. They eat any kind of meat, and 
ler derive sustenance from light. 


i dragon fights only if it is attacked, preferring 
feunwitting intruders in conversation to expand 
eof the quirks and foibles of other creatures. 


Int 
20 


E] 
28 


32 


Wis 
n 


Cha 
20 


Special Abilities Caster Level 
Damage reduction 15/43, deflecting Sth 
force, pattern, immune to. 

light and blindness 

2 

2 
33 
» 
“ 
^5 
49 
3 
37 
е 
6 


E] 
E] 
36 
40 
а 
48 
2 
56 
© 
“ 


эһ 
mm 
ILU 
YA 
20th 

231d 
26th 
20h 
3nd 
35th 


Damage reduction 20/+5 
Rainbow pattern 

Damage reduction 30/47 
Sunbeam 

Damage reduction 40/+10 
Sunburst 

Damage reduction $0/+12 
Pramatic wall 

Damage reduction 60/415 
Prsmat sphere 


When one does fight, it uses its breath weapon, melee 
attacks, and spell-like abilities in dreadful concert, care 
fully selecting the right attack for the right opponent 

Breath Weapon (Su): A prismatic dragon has one type 
of breath weapon, a prismatic spray effect. The breath 
weapon’ cone is of the size indicated by the dragonis size, 
mot the normal cone for the spell. 

Deflecting Force (Su): A prismatic dragon is pro 
tected by a shield of shimmering light similar to а cloak of 
chaos that provides a deflection bonus to its AC. The 

lection bonus is equal to the dragon's Charisma bonus 

Immune to Light and Blindness (Ex): Prismatic 
dragons cannot be harmed by any light, including Evoca 
tion [Light] spells, searing light, and the various prismatic 

sphere, spray, wall) spells. In addition, they are immune to 
any spell or effect that causes blindness 

Spell-Like Abilities: At will—hypnotic pattern, rainbow 
pattern; 3/day—prismatic sphere, prismatic wall, sunbeam, 


Immunities (Ex): Immune to sleep and p 
Colossal Dragon ects, immune to light and blindness effects. 
Hit Dice: S8d12+1,102 (1,479 hp Sorcerer Spells Known (6/11/11/11/10/10/10/0 
Improved Initiative е DC 29 + spell level): 0—dancing lights, di 
Spe Ay 300 ft. (clums agi ghost sound, light, prestdigitation, may 
Attacks: Bite +74 melee, 2 claws +69 melee, 2 wings +6 servant; 2nd—alter self. b 
ap +69 melee s levitate; 3rd—Blink, бп 
wind wall; 4th—confusi 
slap 4dos34 scrying stoneskin; Sth—dism 
Face/Reach: 40 ft by 8 f force; th. 
Special Attacks: Crush 4 ail sw т 
248+34 (DC 58), bre 


DC 58), spells (caster level эњ доти 
Special Qualities: Imm 
blindsight, keen senses, 
Saves: Fort +50, Ref +31, Will 
Abilities: Str 57, Dex 10, Cor 
Skills: Balance «33, Bluff 
macy +81, Disable Devic 
48, Hide +13, Intimidat 
Jump «27, Knowledge (а 


Telementals are the most potent incarnation 
elements that compose existence 


Knowledge (hist Elementals have varied combat abilities and оспа 

Knowledge (nature all have the same elemental тай. 

royalty +77), Knowle Elemental Traits: Immune to poison, sleep puli 
Listen m — andstunning. Not subject to critical hit 


AIR ELEMENTAL 
Attack, Air elementals are among the swifetal 
Great Cleav wed 1 most agile creatures in existence, Pi 
tiative, Improved Spell Ca air elementals are like unto ei 
pacity (9th), Improved Sp storms when they leave еге 
Capacity (9th), Power Attack, inner plane of ai 
Quicken Spell-Like Ability, Snatch, 

Knowledge (x4) Sunde 

€), Weapon 

aw), Weapon Focus 


A primal air elemental apa 
as an amorphous, shifting cal 
Darker bits of swirling vgl 
Focus (cl give the appearance of twosg 
tail slap and a mouth. 

imal air elementals spl 


Auran, though they rarely cha 


e/Terrai 
J undergr 
Organization 
or family 


to do so. Their voices стекей 
like thunder 

spring 

Chall 

Treasure: Double standard 
Alignment: Usually neutral 


mal air elementals are mata 
of the air 
Advancement: 59-62 HD Air Mastery (Ex): Arbo 
(Colossal ^ creatures take а -1 реп 
attack and damage rolls api 
an air elemental 


atic spray, 70 ft, effect as Whirlwind (Su): The elen 
ll, Ref half (DC 58 


Spell-Like Abilities: At 


Breath Weapon (Su): Cone 


tal can transform itself into a vil 
wind once every 10 minu 
remain in that form for 
pattern; 3/day—sw round for every 2 HD it has. in 
burst, Caster level 


form, the elemental can move throug 
DC 29 + spel 1 а 


the air or along a surface at its fly speed 


йе: 
Initiative: 

Speed: 

Ac 

шк: 

Damage: 
Tice/Reach: 
Special Attacks: 


Air Elemental, Primal 

Colossal Elemental (Air) 

96d8+864 (1,296 hp) 

+24 (+16 Dex, +8 Superior Initiative 

Fly 100 ft. (perfect) 

66 (-8 size, +16 Dex, +48 natural 

Slam +81/+76/+71/+66 melee 

Slam 4d8+16 

40 fi by 40 ft/25 f. 

Air mastery, whirlwind 

Elemental traits, DR 35/+8, 

SR 42, air subtype 

Fort +43, Ref +68, Will +35 

Str 32, Dex 43, Con 28, Int 8, Wis 13, Cha 13 
Listen +75, Spot +75 

Alertness, Combat Reflexes, Dodge, 
Flyby Attack, Great Fortitude, Improved 
Initiative, ron Will, Mobility, Lightning 
Reflexes, Spring Attack, Weapon Finesse 
(slam), Weapon Focus (slam) 

Blinding Speed (x2), Improved Combat 
Reflexes, Superior Initiative 


Any land 
Solitary 


pas 


None 
Usually neutral 
97-288 HD (Colossal 


Fire Elemental, Primal 

Colossal Elemental (Fire) 

96d8+864 (1,296 hp) 

+22 (+14 Dex, +8 Superior Initiative 

он. 

64 (-8 size, +14 Dex, +48 natural; 

Slam +79/+74/+69/+64 melee 

Slam 4d8+16 plus 4ds fire 

40 ft. by 40 fc/25 f. 

Burn 

Elemental traits, DR 35/48, 

SR 42, ire subtype 

Fort +43, Ref +66, Will +39 

Str 32, Dex 39, Con 28, Int 8, Wis 13, Cha 13 
Listen +75, Spot «7 

Alertness, Combat Reflexes, Dodge, Great 
Fortitude, Improved Initiative, Iron Will, 
Lightning Reflexes, Mobility, Power Attack, 
Spring Attack Weapon Finesse (slam), 
‘Weapon Focus (slam) 

Blinding Speed, Dire Charge, Epic Will, 
Superior Initiative 

Any land 

Solitary 

35 

None 

Usually neutral 

97-288 HD (Colossal) 


Earth Elemental, Primal 
Colossal Elemental (Earth) 
968+960 (1,392 hp) 
1 (Dex 
20 f, burrow 40 f 
49 (-8 size, -1 Dex, +48 natural 
Slam +83/+78/473/+68 melee 
Slam 4410+24/19-20 
4K by 40 fe/25 i 
Earth mastery push 
Elemental traits, DR 35/+8 (plus 9/-), 
ЭА 42, earth subtype 
Fort +60, Ref +33, Will +35 
газ, Dex 8, Con 31, Int & Wis 13, Cha 13 
Listen +75, Spot +75 
Alertness, Cleave, Combat Reflexes, Great 
Cleave, Improved Critical (slam), ron Will, 
Lightning Reflexes, Power Attack, Sunder, 
‘Weapon Focus (slam) 


Damage Reduction (x3), Devastating Critical 
slam), Epic Weapon Focus (slam), Over 
whelming Critica (slam) 


‘Usually neutral 
97-288 HD (Colossal 


Water Elemental, Primal 

Colossal Elemental (Water) 

96484960 (1,392 hp) 

14 (Dew 

20 ft., swim 90 ft. 

64 (-8 size, +14 Dex, +48 natural; 

Slam +81/+76/+71/+66 melee 

Slam 4d10+24/19-20 

40 ft by 40/25 fe 

Water mastery, drench, vortex 

Elemental traits, DR 35/8 (plus 9/-), 

SR 42, water subtype 

Fort +60, Ref +48, Will +35 

‘Str 42, Dex 38, Con 31, Int 8, Wis 13, Cha 13 
Listen +75, Spot +75 

Alertness, Cleave, Combat Reflexes, Dodge, 
Great Cleave, Improved Critical (slam), Iron 
Will, Lightning Reflexes, Power Attack, 
Sunder, Weapon Focus slam) 


Damage Reduction (x3), Devastating Critical 
slam), Overwhelming Critical (slam 

Any land 

Solitary 

35 

None 

Usually neutral 

97-288 HD (Colossal 


A primal air whirlwind is 10 feet wide at the ba 
40 feet wide at the top, and up to 80 feet tall. Th 
mental controls its exact height, but it must be at least 
10 feet. 

Gargantuan or smaller creatures might take damage. 
when caught in the whirlwind and may be lifted into 
the air. An affected creature must succeed at a Refl 
save (DC 67) when it comes into. шаша 
contact with the whirlwind or take Йй 
erano e MN 
also succeed at a second Reflex 
save (DC 67) or be picked up. 
bodily and held sus 
pended in the power. й 
ful winds, automat 
cally taking 448 
points of damage 
each round. 
creature that can 
fly is allowed a 
Reflex save (DC 

each round y 
to escape the 
whirlwind. The 
creature still 

Кез damage 
but can leave 
if the save is 
successful 

The ele 
mental can 


it wishes 
depositing 
wherever 

the whirlwind happens to be. A 
summoned elemental always ejects trapped creatures 
before returning to its home plane. 

If the whirlwind’ base touches the ground, it cre 

swirling cloud of debris. This cloud is centered on the 
elemental and has a diameter equal to half the whirl 
winds height. The cloud obs including 
darkvision, beyond 5 feet. C t away have 
one-half concealment, while those farther away have 
total concealment (see Chapter 8 of the Players Hand 
book). Those caught in the cloud must succes 
centration check (DC 67)to cast a spell 


PRIMAL EARTH ELEMENTAL 
Primal earth elementals are as strong as the bones of 


the earth, 


res all visio 
atures 


A primal earth elemental looks like a colossal stony f 
humanoid. When summoned to the Material Plane 
by a custom-crafted epic spell) it is made of what 
ever types of dirt, stones, precious metals, and 
gems it was conjured from. The elemental always has a 


cold, expressionless face with a mouthlike ope 
то eyes that sparkle like multifaceted gems А 
earth elemental stands ar least 70 feet tall and weigh 
250,000 pounds or more. 

Earth elementals speak Terran in a voice tat 
like the rumbling of an earthquake 


Primal earth elem 
foes) to dust. 
Earth Mastery (Ex): An earth elemental pil 
attack and damage bonus if both it and 
the ground. If an opponent is airborne orga 
borne, the elem 
and damage rolls, These modifiers are notind 
in the statistics block. 
Push (Ex): An earth elemental can stad 
] rush maneuver without provoking an atl 
opportunity. The combat modifiers ging 
earth mastery, above, also apply to the elem 
opposed Strength checks. 


ntals enjoy battering objec 


mentals are fast and agli 
of flames fury 
A primal fire elemental looks ill 
et of flame with an aah 
appendage on each side.Th 
arms” seem to flicker backs 
the creatures flaming body 


ato spring out again seconds la 
pes are wo large glowing patches of brilli 
ine, which seem to function as eyes 
Aprimal fire elemental cannot enter w 
Be nonflammable liquid. Unlike lesser fire eleme 
iml fre el 
rof water if blocked. A primal fire eleme 
cet tall but weighs only 24 pounds 
Fit elementals speak Ignan in a voice akin to the 
ed ofa mountainside burning 


cna! fire elemental attempts to burn creatures and 


sof the Material Plane to ashes. 

Turn (Ex): Those hit by a 

irs fire elemental's slam 

fick must succeed at a Re 

oe (DC 67) or catch fire 

Elune burns for 1d4 rounds 

Catching on Fire in Chapter 
lhe Duxcrow Mastan’s Guide 
thing creature can take a 

valent action to put out 


futures hitting a fire 
кт! with natural 


bihe elemental 
atch 


lle damage 
fan cold except 


AL WATER ELEMENTAL 
pial water elemental is the tempest of th 
[кете 

йты! water elemental appears as a high, crested 


[чї smaller waves for arms. Two orbs of deep green 


Prout the front of the wave, serving as e 


bly of wate 
фет «етет! speak Aq 
pl. 


viter elemental can both batter and sla 


аас and damage rolls if both it and its 
isch water. If the opponent or elem 
the elemental take nalty 


urn even large 
feet in length), Even ocean. 


h puts out torches, 
ther open flames of non 
an or smaller. The crea 

s the elementals HD total (96 

an transform itself in 
a whirlpool once every 10 minutes, provided it is 
p to 1 round 
) it has (48 rounds), In vortex form, the 


tal can move through the water or along the 
ts swim speed. 

The vortex is 5 

1 wide at the 

base, up to $0 

feet wide at the 

top, and up to 

80 feet tall. The 

elemental con 

trols its exact 

height, bur it must 


aught in t 
тех and may be swept up 


it. An affected creature. 
must succeed at a Reflex 
save (DC 68) when it 
with the vortex or take 
O points of da 
ex save (DC 68) or be picked 


n the powerful currents, 
ng 4410 points of damage each 
DC 68) 
reature still takes 
в successful 
eject any carried creatures when. 
siting them wherever the vortex hap. 
oned elemental always ejects trapp. 
rning to its 
тех base touches m, it creates a 
З of debris This cloud is centered on the ele 
1 to half the vortex’s 


п, including dark 


actually part of the genius loci), while 

st in trees, or in burrows. Each genios d 
only а single enslaved creature at one time, hough 
Teatures may also inhabit the surface of the genta 


lossal Ooze 

Hit Dice: 70d10+1,400 + 40 (1,825 h 

Initiative: -2 (Dex. 

Speed: s ft, burrow 5 ft 

AC: 0 (-2 Dex, 8 size 

Attacks: 10 slams «64 melee 

Damage: Slam 4d10+20 

Face/Reach: Varies (see text 

Special Attacks: Enslave, im 
010.30 

Special Qualities: Blindsigh 

Saves: Fort +43, Ref +21, Will 

Abilities: Str 50, Dex в, С 

Climate/Terrain: Any 

Organization: Solitary 

Challenge Rating: 30 

Treasure: standard 

Alignment: Usually any ev ОМВАТ 

Advancement: None 


Any creature entering а genius loci who makes 
cessful Wilderness Lore check (DC 31) realize 
something is amiss, though itis difficult to tele 
what—at least until the landscape itself animate 
begins to batter, grab, and crush the life out of tho 

rude. The genius loci feeds by occasionally dja 

cently slain creature into itself 

Genius loci are spontaneously generated from 
that have remained undisturbed for long eras, In 
Г the place becomes not justa meli 
but also a fact. Most are malignant, persecuting 
passers with glee, but a few are benign, offering 
haven to various sylvan folk 

Genius loci do not speak directly, though they mal 
so through their currently enslaved thrall. 


A genius loci can directly attack any creature sun 
оп its surface with animated parts of itself, dele 


Sometimes a section of landscape itself animates as a ic slam attacks. It also directs its enslaved il 
single entity. A genius loci, or “locals t those it attacks. If its slave is sind 
such a place, malign in nature selects another of its foes as itt 


est slave. Once a genius 
animates a portion of itl 


A genius loci is difficult to spor, 
since it looks like any other se 


column of earth, oram 
of ground, the bou 
aries of its mai 


appear as a mountain, 
an isolated valley, a 
small lake, а deep. 


and the cell 
4 becomes opal 
attack (Wil 
ness Lore chal 
to determine til 

extent fh 

mr 

longer sei 
sary), The ial 
mated par ell 
genius loci ай 
reach of fag 
Enslave (Sal 

genius 


entire (small 
ish) plane 
Despite the 
fact that itis 
form almost 
exactly dupli 
cates all the 
textures and 
qualities of a 
natural landscape, 
so much so that 
animals and plants 
live and grow nor 
mally on a genius loci 
as if it were part of the 
natural environment 

А genius loci itself has no 


once per round 166 
action until it suet 
fully enslaves a foe (Wi 
DC 53 to resist), Once: 
slave, it cannot enslave anata 
until its current slave dies, is inge 
опей, or is otherwise taken ош of the pl 
ture. A slave becomes free if its genius | 
aster is slain. A genius loci forces its slave to 
with it, though it may send its slave off to tempora 


intelligence, but rather “emulates 
enslaved to the genius loc inhabits the landscape in BB om, 


Bit nearby locations in order to draw in unsuspectin 
[sins In fact, the "purposes" of the genius loci are 
|е degree influenced by the current slave. The gen 
filas no Intelligence score of its own; thus, its 
п of its slaves intelligence sometimes 
[ers attitudes and goals. However, a 
[can only go so far in influencing 
Bully mobile master, and cannot 
[princ attempt ro free itself from 
fe enius loci that keeps it close 
Improved Grab (Ex): 1f the 
ss loci hits a Gargantuan ог 
with a slam 
leals normal damage 
npts to start a grapple asa 
n without provoking an 
fk of opportunity. The genius 


rmally, or simply u 
логи body it used tn the 
Bp! gab o hold the opponent 
apple check it makes 
by successive rounds automatically 
lim attack damage, in addition п 
Eon damage. 

Jonstrict (Ex): А genius loci crushes its oppo- 
Bi dealing 4410530 points of bludgeoning 
alter making a successful grapple check 
[ue Traits: An ooze is an amorphous or mutal 
шге. Oozes are immune to poison, s 
Being and polymorphing. They have n. 


Band are therefore nor subject to critical hi 


ling Oozes are blind but have the blindsight special 
lin They have no Intelligence scores and are d 
[amune to all mind-affecting effects (charms, 


274821693 (340 hp 
fre: +20 (412 Dex, +8 Superior Initiative 
Sft ly 20 ft. (good 
(c2 Dex, 2 size, «16 natural armor, +42 insight 
йк eye rays +31 ranged touch, 12 bites +28 me 
Hite 2d8+5/19-20 
each: 20 ft. by 20 ft./10 ft. 
EilAttacks: Gibbering, improved grab, swall 
cy rays, spel!Hike abilities 
fal Qualities: All-around vision, flight, amor 
Bonos 
23, Will 424 
Dex 35, Con 27, Int 40, Wis 24, Cha 22 
33, Knowledge (arcana) «45 
‘Speak Language (any five), Spell. 


5 Combat Casting, Combat Reflexes, Dodge 
Attack, Great Fortitude, Improved Initiative 


Will, Lightning Reflex: 


Improved Critical (bite 
es Multiattack, Skill Focus 
Toughness, Weapon 


Weapon Focu 
Epic Feats: Epic F 


Climate/Terrain: Any lan 
Organization: Solitary 
Challenge Rating: 27 


nd undergroun 


Advancement: 27-54 HD (Huge); 55-108 HD (Gar 


bering 


rb isa great, bl 


mass. There is 


gh some 
f against the walls of the 
t to escape. Hun- 

ез and shapes swirl 

d a planet, partly obscur 

o apparent top and bottom 
cycle and spin about 
swirling dance. The eyes 
d chant 

a gibbering 


orb have survived, and few among those have managed to 
get close enough to see its form. 
gibbering orb wanders the planes and the places 

between the planes, seeking to consume living creatures. 
то sate йз ravenous appetite. Although it appears to be an 
insane, babbling creature, the gibbering orb is actually 
quite intelligent. In some ways, it functions like a hi 
mind, with the perceptions and capabilities of multipl 
creatures locked inside its body. It can speak all lan. 
guages, and its myriad mouths each constantly speak a 
different one, the sound of which combines together into 
а cacophony of noise that drives those who hear it to 
insanity in a matter of moments 

When it encounters another creature, the gibbering 
mouther attacks with abandon, hoping to decimate its 
prey with its eye rays and then devour the opponent with 
its mouths. It will attempt to consume the opponent 
whole, both for food and for rhe magical knowledge con- 
tained therein. Because ofthis, the gibbering orbs trea 
sure is trapped inside its body 


'OMBAT 
The gibbering orb has the ability ro bite its foes by 
extending a pseudopod, with one of its mouths protrud. 
ing prominently from the end, outward from its body 
striking with alarming speed. The orb can extend four of 
these at any one foe, or a total of twelve in any given 
round, Ar the same time, the legions of eyes have the abil 
ity to cast a host of spells at a rapid rate and to great effect. 

Gibbering (Su): The cacophony of speech emanating 
from the scores of mouths that make up the orb forces all 
Within 60 feet of the creature to succeed at a Will save each 
round (DC 40) or suffer the effects of an insanity spell. 

Improved Grab (Ex): To use this ability the gibbering 
orb must hit with a bite attack. If it gets a hold, the orb 
automatically deals bite damage and can attempt to swal 
low whole 

Swallow Whole (Ex): A gibbering orb can attempt to 
swallow a Large or smaller opponent by making a success 
ful grapple check. Once inside, the opponent rakes 408 
points of constriction damage plus 3410 points of acid 
damage per round. A swallowed creature can cut its way 
vut by using claws or a light slashing weapon to deal 20 
points of damage in a single blow (AC 16, DR 25/26 still 
applies). Once the creature exits, the fluidlike body struc 
ture of the orb closes the wound; other swallowed oppo- 
ments must cut their own way out. When a creature dies by 
being swallowed whole (or when a creature killed by the 
gibbering orb in some other fashion is eaten by it), the gib- 
bering orb absorbs the creatures known spells, prepared 
spells and spell-like abilities The orb can use any two of 
those abilities per round as a free action. Each originates 
from an eye that is not producing an eye ray (see below 
that round. Stolen spells and spell-like abilities are lost 
after 24 hours 

Eye Rays (Su): Two dozen of the eyes can each produce 
a magical ray each round, with each eye emulating a spell 
from among the list of spells below as if cast by a27th-level 


caster The save DCs, where applicable, are 16 pl 
A gibbering orb has no directional limitations on vh 
can point its eye rays, because the eyes orbiting aad 
body drift and float wherever needed, However, gl 
ing orb can never aim more than five rays at any 
target, due to limitations of aiming. All rays havea 
150 feet. Each of these effects funct 
Aiming a Spell in Chapter 10 of the 
regardless of the normal parameters of the spell 
bles. That is, each is usable against a single tng 
requires a ranged touch attack. The eye rays are anf 
inate monster, energy d 
т dispelling, harm, һы 
от wilting, implosion, flc critical woun 
Mordenkainens disjunction, ОН 
уй any object, power word blind, power wl 
ower word stun, prismatic spray slay living and tempol 
Spell-Like Abilities: At will—Two stolen spi 
spell-like abilities per round. Caster level 27th, ха 
16 + spel level 
All-Around Vision (Ex): The gibbering orbs maf 
cial bonus on Spot and Search didi 
Flight (Ex): The gibbering orbs body is naturally ba 
ant. This buoyancy allows it to fly as the spel май 
action, at a speed of 20 feet. This buoyancy also graf 
permanent feather fall effect with personal range 
Amorphous (Ex): A gibbering orb isnot subject oy 
cal hirs lı has no clear front or back, soit cannot bea 


Medium-Size Monstrous Humanoid 

Hit Dice: 25d8+225 (337 hp) 

Initiative: +26 (+18 Dex, +8 Su 

Speed: 30 ft. 

AC: 40 (+18 Dex, + 

Attacks m dread «54/49/40 

Damage: Dagger 1d4+21/15-20 (+146 cri 

Face/Reach: 5 ft by § ft/s ft. 

Special Attacks: Fear gaze, sneak attack +1346 

Special Qualities: Blindsight 60 ft, opportunist gi 
cence, spell-like abilities, SR 35, DR 25/46 

Saves: Fort +17, Ref +32, Will +21 

Abilities: Str 32, Dex 46, Con 29, Int 26, Wis 25, Chi 

Skills: Hide +46, Listen +29, Move Silently +66, jaa 

Feats: Cleave, Dodge, Improved Critical (дад 
Improved Initiative, Mobility, Power Attack Qai 
Draw; Spring Attack, Weapon Finesse (dagger), Vi] 
Focus (dagger? 

Epic Feats: Blinding Speed, Devastating Cri 
dagger), Overwhelming Critical (dagger), Sal 

tack of Opportunity, Superior Initiative 

Climate/Terrain: Any urban 

Organization: Solitary 

Challenge Rating: 25 

Treasure: Nonstandard (just its dagger! 

Alignment: Usually lawful evil 

‘Advancement: 25+ HD (Medium-size 


rior Initiative 


insight 
+10 keen dagger of hun 


Biloom is an assassin 
Bu cloaks itself in 
pernatural cam. 
lingering 
She periphery 
vision and 
ling its prey 
im the deep " 
M shadows. NÉ 
Мот looks 
i much like a 
Ка» from the 
конт, with dull 
tery black skin. Its 
Bi however, is another 
pletely devoid 
loom also has 
eres. Its distended, 
[штей mouth, drawn 
in a perpetual fiend. 
lle, is full of j 
lek teeth, Despite its 
ent lack of ocular 
inta gloom seems to 
Bren trouble seeing, A 
ES урау dresses in 
[Крй suitable for 
feral (stylized for 
Bal culture), snug 
Ping and all black. A 


pom, the 
+ keen day 


Jun bas the uncanny abil 
Wh its prey by moving 
thidow to shadow—literally. Co 


fih before is preys companions 
loe something is wrong. 
бш Саге (Su): Viewing the glooms 
Blots terror. Creatures that me 
ons gaze must succeed at a Will 
C3 or suffer the effects of a fear 
iat by a aod level caster. 
Dportunist (Ex): This ability func 
Bie the rogue class feature of the 
bulk Attack (Ex): A gloom is able to sneak 
Йоге rogue, dealing 1346 


extend beyond the creature itself This quality 
on Move Silently checks (it 

ble for a gloom to create noise, such as by 

bumping into something that scrapes on the floor or 
b £ a chime), The gloom can lower this effect 


Spell-Like Abilities: At will shadow walk; 3/day 


D Caster level 20th; save DC 20 + spell level 


GOLEM 


Golems are magically created automatons of great power 


Constructing one involves the employment of mighty 
These golems share all normal golem characteristics 
and construct traits as described in the Monster Manual. 


MITHRAL GOLEM 
A mithral golem stands 18 feet tall and weighs about 
12,000 pounds. It can be fashioned in any manner, but 
often resembles a sleek humanoid. 
A mithral golem cannot speak or make any vocal noise, 
nor does it have any distinguishable odor. It moves with 
an agility and grace that belies its size, and unlike most 


golems, it can run just as well аз а normal creature 


Mithral golems are deadly foes, particularly against those 
who expect them to be as por 
lerous as an iron golem, 
Alacrity (Su): Once 
per round, the mithral 
golem may take an 
xtra partial action 
either before or after 
its other actions 
ч in the round 


to all magical and 
lows. A slow spell 
while a haste spell 


ted bı 


of the effect. 


A mithral golem's 
sculpted from 8 1 


tons of pure ira 
and is then р 
morphed into mith 
any object 

mithral golem 
create, which incl 
5,000 gp for the b 

sembling the b 


aft (weaponsmith 
DC 30 

The crea 
be 25th | 
the Cra 


Arms a 


el, hav 
ic Magic 
Armor fe 


cane spells. Comple 


Hit Dice 
Initiative 

Speed: 

AC 

Attacks: 

Damage 
Face/Reach: 
Special Attacks 
Special Qualities: 


Saves 
Abilities: 
Climate/Terrain: 
Organization: 
Challenge Rating: 
Treasure: 
Alignment. 
Advancement: 


Magic Immunity (Ex): A mi 


ww spells simply extend the duration 


250,000 gold pieces to 
requires a successful 
Craft (armorsmithing) or 


and be able to cast ar 


the ritual drains 5,00 
XP from the creator 
and requi as/quest 
haste, poly ну object 
and wish 


supernatural effe 
restores 146 hit poin 
im 1046) o 
a slow spell. Multiple 


lud 


Mithral Golem 
Huge Construct 
36d10 (198 hp) 

4 (Dex 

ой. 


2 slams +39 melee 
Slam 4d10 +14 
10 ft. by 10 fc/to f 


Construct traits, magic immunity, DR 50/45, 
alacrity 
Fort +12, Ref +16, Will +12 
Str 39, Dex 19, Con - Int 
Any land 
Solitary 


Wis 11, Cha 1 


None 
Always neutral. 
37-54 HD (Huge); 55-72 HD (Cargantuan: 


AMAN 


INE GOLEM 
imantine golem towers to five tin 
and weighs around 32,000 


the 
pounds i 
erally looks like a Н 
golem, but with the unique 
of adamantine 
Ап adamantine golem a 
speak or make any vocal nol 
does it have any іміз 
odor. It moves with a pond 
but smooth gait at half he 
of a normal human, Exc 
causes the ground to пеп 
hundred feet in all di 


Adamantine golems use lil 
stupendous physical mig 
emies ino pi 

Trample (Ex): Arti 
dard action during ia 
each round, the sda 
golem can ltl 

run over an opponat 
least one size cae 
smaller than нх If 
trample deals ВШ 
points of Ынде 
damage. Trampled op 
nents can either sea 
attacks of opportunity dl 
4 penalty or Reflex si 
DC 57) for half damp 
Magic Immunity | 
An adamantine gol 
immune to all maji 


20 ft. (cant run) 
37 (-2 size, -1 Dex, 
2 slams +58 melee 


dio«20 


10 ft. by 10 fc/10 f 
Trample 


traits, magic immunity, DR ЗОД 


Fort +18, Ref +17, Will «18 
» Wis 11, Chat 


Solitary 

None 

Always neutral 

55-82 HD (Huge); 83-108 HD (Cargantüa 


bstruction 
lamantine golemis body is sculpted from 45,000 

ands of pure iron and is then polymorphed into 
апте (using polymorph any object 

The golem costs 500,000 gold pieces to create, which 
Мае» 25,000 gp for the body. Assembling the body 
tes a successful Craft (armorsmithing) or Craft 
ponsmithing) check (DC 40) 

The creator must be 30th level, have the Craft Epic 
lic Arms and Armor feat, and be able ro cast arcane 
Hels. Completing the ritual drains 10,000 XP from the 
ior and requires Bigby's crushing hand, geas/quest, poy 
Penh any object, and wish, 


Косе: 2048220 (310 hp 

еһе +22 (+14 Dex, +8 Superior Initiative 
60 ft, Пу 120 f (perfect 

[бї (-8 size, +14 Dex, +24 natural armor) 


[pr poison, improved 

ppd constrict ade 
Qualities: Flight, 

уок: 

о +17, Ref +22, 


cape Artist 
B Hide +29, 

Бейеу +30, 

Bich +22, Spell 

is Spor» 

i Combat Casting 

Dis Flyby Attack, Improved 
Ше, Lightning Reflexes 
Elio, Multiattack, Quicken 


(sting 
Fats: Superior Initiative 
lerrain: Temperate and warm la 


ation: Solitary or nest (2-4 


It Usually chaotic evil 
ment: 21-40 HD (Colossal 


is a massive and powerful naga lord, often 
shiped by spirit параз as a god. 

A ha-naga takes the same general form as a naga, al- 
though itis of immense size and power, growing as long 
as 100 feet or more. A ha-naga has no set color, but 
instead adapts the hues and shades of its scales to match 
its environment, much like a chameleon. The head of a 
ha-naga is that of a classically beautiful woman or hand 

Ha-nagas prefer to make their lairs in the ruins of 
ancient civilizations, once they have brought about the 
downfall of such places, of course. A ha-naga’ favorite 


locale for a nest isa former center of society—a temple, 


a throne room, or a coliseum. It is in this place where 


the ha-naga gathers together the 
ety, bringing art, fine jewelry, and the recorded history 
of the civilization together as a tribute to its own devas 
tating prowess 


sures of the soci 


COMBAT 
А ha-naga has the ability to fly, winding and coil 
the air in а manner similar to a 
notion. It uses this to its advan: 
tage, swirling above and around foes as it 
"uses its gaze attack or casts spells. Like its 
smaller cousins, a ha-naga prefers the 
use of spells in combat, resort 
ing to melee only as a last 
resort. When it does engage 
in combat, its swift speed 
and quick reflexes make it a 
rmidable foe, stingin 
tail or constricting opponents with 
its body 
Flight (Su): As per the fly 
spell, 120 ft (perfect). This abil: 
ity gives th 
cumstance bonus on Move 
Silently checks 
Charming Gaze (Su): As 
ass charm, 90 ft, Will save 
DC 33) 
Chameleon Ability (Ex): Ha 
тараз can blend in with their sur 
roundings, giving them a +8 circum: 
stance bonus on Hide checks. 
Improved Grab (Ex): To 
use this abili must it with its coil 
whip attack. If it succeeds, it can constrict 
Constrict (Ex): A ha-naga deals 4dé 
damage with a successful grapple attack against Huge 
opponents 
Poison (Ex): Sting, Fort sive (DC 31 
ondary damage 248 temporary Con 
Spells: Ha-nagas can cast spells as 21st 
ers, and can also cast cleric spells and spells from the 
domains of Chaos and Evil as arcane spells (save DC 33 


hha-naga a +6 cir 


е han 


HAGUNEMNON 


Large Shapechanger 
Hit Dice: 44484616 (814 hp) 
Initiative: +17 (+13 Dex, +4 Improved Initiative 
Speed: so f 
AC: 50 (-1 size, «13 Dex, +28 natural 
Attacks: 5 slams «53 melee 
Damage: Slam 2d6+21/19-20 
Face/Reach: 5 ft. by 5 ft/10 ft 
Special Attacks: Psionics, destabilize form 
Special Qualities: Alter shape, DR 2: 
120 ft,, immunities, re 
ance 39 
Saves: Fort +40, Ref 39, Will +32 
Abilities: Str 53, Dex 37, Con 39, Int 20, 
Wis 23, Cha 34 
Skills: Bluff +32, Diplomacy +16, Dis 
guise +32, Hide +9, Intimidate «14, Lis 
Ten +28, Sense Mo- 
tive #21, Spot +15 
ts: Alertness 


+6, darkvision 
eration 50, spell resist. 


4 


Cleave, Combat 
Reflexes, Endur 
ance, Great Cleave 
Great Fortitude, Im. 
proved Initiative 
Iron Will, Light 
ning Reflexes, 
Multittack, Row 
er Attack, Мезр 
on Focus (slam 
Epic Feats: Blinding 
Speed, Devastating 
Critical 
slam 
Overwhelming 
Critical (slam 
Climate/Terrain 
Any 
Organization 
Solitary 
Challenge Rating: 
Treasure: Standard 
Alignment: Chaotic neutral 
Advancement: 45-59 HD (Large); 60-74 HD 
(Huge): 75-89 HD (Huge 


on the 


The ultimate shapeshifter, a hagunemnon can tal 

extraordinary abilities of any other попа 
Hagunemnons, also known as proteans, have no natu 

ral shape; they always appear in flux, incorporating the 


physical attributes of two, three, or m tures simul. 
taneously. Their forms boil with possibility, and rarely 
does any attribute last for more than a minute. Even new 
borns are tides of flesh, ever changing. 


Tainted with chaos at the time of their races ce 
proteans ате denied the stability that most cee 
This has imbued them with undying hatred of ll 
shapechanging beings (they tolerate others 
changers but look down upon them for remaining 
same shape for hours or even days at a time), Hag 

nons travel endlessly, seeking new creatures tod 

and new extraordinary abilities to assume. Then 

phobia generally results in their attempting rosly 

beings after copying them, 

Hagunemnons have an ever-evolving language 
changes so quickly that only another hagunemnod 
understand it. They can speak and understand th 
guage of any other creature. 


COMBAT 
Hagunemnons are oppor 
availing themselves of any 
form that serves the mon 
volving, they ij 
repeat the same tcc Bl 
they hit on a good coma 
n of extraordinary abil 
such as a dragons М 
sight and її 
«опр 
tis poison bite tl 
orn’ burrow АЙ 
they m 
for son 


thought di 
sion do 
real jaunt bel 


попі 


tion. Caster level a 
save Dc 

Destabilize Fo 

(Su): 1f роў 

hits with img 

more slam иш 

in the same round 

partly destabilize 

foe's physical form 

foes body boils and chang 

in an uncontrolled fashion dll 

ing an additional 446931 post 

damage as well as 2 points of tal 

porary Constitution damage If 

Victim is drained ro 0 Constitution, its dead body is 

so much clear fluid that drains away unless зоп 

preserved by friends of the victim. 

Alter Shape (Ex): A protean can assume the shi 
of any combination of physical nondeific стеми 
the same time asa free action, In fact, a protean’ fo 
constantly boils, and it requires а move-equivale 


[pon each round for a protean to maintain a certain 
ie (even if that shape is a combination of several 
Hepes). Whatever its present form, the protean retains 
Азон special qualities. Plus, it gains the advantage of 
[pio four extraordinary abilities from the forms it 
Baie (but not spell-like or supernatural powers). The 
[кле form can be no smaller than a flea and no larger 
[inno feet in its largest dimension (make sure to take 
[count rules for reach and size modifiers to AC and 
fee attacks). Incorporeal traits can also be assumed, 
lh counts as a single extraordinary ability 
hagunemnon assumes a partial form that confers 
[potsordinary ability already possessed by the crea 
=. only rhe better of the two abilities is retained. 
matter its form, the protean can never make more 
five attacks using a full round action, However, it may 
чие a melee attack form for one of its slam attacks, 
йз own base attack bonus and Strength modifier to 
i bu dealing base damage appropriate to the attack 
[ү for instance, if the protean gives itself the head of a 
pit gives up one of its slam attacks for a bite attack, 
le retaining four other slam attacks, or some other 
timation of melee attacks that do not exceed four. 


Hoary Hunter 
Medium-Size Fey (Cold) 
4616598 (759 hp) 

Dex, +8 Superior Initiative 
зой. 
46 (+11 Dex, +15 insight, +10 natural 
+6 keen longswont of binding 
446/+41/+36/+31 melee 
+6 keen longsword of binding 
1d8+27/15~20 plus 1d6 plus binding 
Sft. by 5 ft/s ft. 
Spell-like abilities 
Cold resistance 50, SR 36, DR 20/+6 


Fort +28, Ref +36, Will +31 


Str 38, Dex 33, Con 36, Int 31, Wis 23, Cha 26 
Intimidate +30, Intuit Direction +28, Listen 


435, Ride +33, Search +40, Spot +38, 
Wilderness Lore +36 
Alertness, Blind-Fight, Cleave, Dodge, 


Hoary hunters are malevolent fey that appear on frosty 
moonlit nights to hunt travelers for sport, selecting their 
prey chasing them down, and dragging them into the night 
realm of the Unseelie Court to be imprisoned forever. 

Though difficult to see because of its mounts magical 
breath, a hoary hunter appears as a gaunt man or elf, but 
with sharp, exaggerated features that are always unsettling 
to behold. Everything about the hunter is white, from the 
wild mane of hair atop its head to the pearly; luminescent 
buttons on its coat. At midnight, when the temperature is 
below freezing, and any sort of moon shines upon the 
frozen ground, the hunter appears initially as а roiling fog. 
accompanied by echoing hoof beats. Dismounted and out 
in the open, a hoary hunter seems to be some ghostly 
apparition in the moonlight, bur it is not undead. 

A hoary hunter rides a magnificent flying horse, a snowy 
steed whose breath billows in great clouds of frosty vapors 
and whose blue eyes glow coldly in the darkness Iris often 
said that one who is selected as prey by a hoary hunter frst 
knows his doom from the sound of hoofbeats and the starry 
glow of those eyes coming toward him through the mists 


Hoary Steed 
Large Magical Beast (Cold) 
12410436 (102 hp) 

+8 (+4 Dex, +4 Improved Initiative, 
40 ft, fly 90 ft (good) 

23 (71 size, «4 Dex, +10 natural) 
hooves +17 melee, bite +15 melee 


Hoof 346+6, bite sd&«3 


Sft by 10 ft/s ft. 


Cold resistance 25, air walk, astral projection 
and etherealness, magic circle against good, 
misty breath, SR 20, DR 10/+3, immunities 


Fort +11, Ref +12, Will +5 
‘Ste 22, Dex 18, Con 17, Int 6, Wis 13, Cha 14 
Listen 412, Spot +12 


Flyby Attack, Improved Initiative, Multiattack 


Expertise, Great Cleave, Improved Critical 
(longsword), Improved Initiative, Mobility, 
Mounted Combat, Power Attack, Ride-by Attack, 
Spirited Charge, Spring Attack, Track, Trample, 
Weapon Focus (longsword), Whirlwind Attack 
Dire Charge, Epic Weapon Focus (longsword 
Overwhelming Critical (longsword), Superior Initiative 
Гата: Any cold Any cold 
itary or company (2-5 Solitary (with rider 
э 
None 
Always neutral evil 
13-24 HD (Large); 25-36 HD (Huge 


None 
Always neutral evil 
47+ HD (Мейит; 


COMBAT 
The hoary hunter prefers to charge its prey while upon 
horseback, slashing with its +6 keen longsword of binding 
as it rides by. A critical hit (or the blow that would kill 
or render a foe uncon- 
scious) from this blade 
does not wound the 
hunters prey. Instead, 
the victim is bodily 
transported as pera soul 
binding spell height 
ened to 16th level (DC 
30) into a brilliant white 
diamond at the end of 
the sword's hilt. The 
hunter then returns to 
its realm, taking its 
prisoner with it to be 
enslaved. 
Rarely does a hoary 
hunter encounter those 
formidable enough to 
challenge it, but on 
those occasions, it uses 
its spelllike abilities to 
overwhelm such foes, 
making 
ture them, Ifa chosen 
victim does manage to 


ier to cap- 


escape the hunter for t 
hour, or succeeds in 
the fey crea 
ture, the hunt is not 
over. Ah 
cannot be killed while 
e below 

It returns on the very 
next night that is both cold and moonlit, with a second 
unter to aid it, and attempts again to capture this 
victim. If it fails again, this pattern is re 


defeati 
ry hunter 


on the hunt 


= 


ated each suit 
e such 
nights pass. If a victim escapes all five nights, а hoary 
hunter never again troubles him. 

Moving to 2 warmer locale 
The hoary hunter bides its time, waiting years if it must 
only to appear again when the night conditions are right 
Shifting ro a different plane of existence does not stop 
the hunt; a hunter follows its prey to any realm in the 


able night until either the prisoner is taken 


nly delays the inevitable, 


multiverse during the hour, and it and its companions 

can appear on any plane to begin the hunt anew so long 

as there is moonlight and freezing temperatures. 
Spell-Like Abilities: At will —d 

tribe, fog 


ern location, true 
‘day—dimen 
1/day— 


hold т 

sional ominate 

Mordenkaimen's disjunction, contingent re 

оп". Caster level 23rd; save DC 18 + spell level 
Contingent recall and resurrect 

epic spell found in Chapter 


Epic Spells. When slain, 


the hoary hunter is actually transported, wil 

mount, back to the fey realm, where it is renum 

and allowed to begin the hunt anew The only wi 

truly slay the hoary hunter is to defeat it in its 
realm after this epic 
has been exhaust 
the day 


HOARY STEED 

А hoary hun 

а supernatural bea 

extraordinary elegance 

prowess. It is comple 
loyal to its hunter anda 
allow no other indi 
to approach or riled 


Combat 
A hoary steed canal 
with its two bog 

and deliver ave 


hoary steed can ride thal 
the air as well as оз 
ground, as though fiai 
a permane 


and Etherealness (gj 
These abilities func 
just like the spells ff 
same names as cas bi 
2oth-level caster 
Magic Circle Арш 
Good (Su): This sil 
c continuously йара 
the effects of the spell || 
eed cannot suppress this ability 
isty Breath (Su): The breath of ah 
tions like a constant obscuring mist spell. 
Immunities (Ex): A hoary steed is immune oll 
harm and hold spells or abilities 


y steed f 


Medium-Size Undead 

Hit Dice: 5081293 (603 hp) 

Initiative: +16 (412 Dex, +4 Improved Initiative 

Speed: 100 fi. 

АС: 52 (412 Dex, +20 natural, +10 insight 

Attacks: 2 slams +44 melee 

Damage: Slam 3d6+18/19-20 
bunefer rot 

Face/Reach: 5 ft. by s fts fi. 

Special Attacks: Despair, hunefer rot, spell-like alg 

Special Qualities: Blindsight 300 ft, resistant to йт 
DR 20/55, fast healing 30, SR 37, undead traits 
vulnerability 


46 on critical bit 


Fort +18, Ref +30, Will +41 
ties: Str 47, Dex 35, Con -, Int 18, Wis 38, Cha 36 
ration +40, Knowledge (undead) «31, 

pellcraft +31, Spot +43 
Combat Reflexes, Dodge, Expertise, Great 
Cleave, Great Fortitude, Improved Critical (slam 
їпргоуе Disarm, Improved Initiative, Lightning 
Ielexes, Mobility, Power Attack, Toughness, Weapon 
Focus (slam) 

ie Feats: Devastating Critical (slam), Overwhelming 
Саса! (slam), Spell Stowaway (teleport without error 


Bunization: Solitary, pair, or court (5-9) 
еце Rating: 25 


piment: Always lawful evil 

ncement: $1-56 HD (Medium-size); 7-60 HD 
large); 61-66 HD (Huge); 67-70 HD (Gargantuan 
Hs HD (Colossal) 


iners are the mummies of demigods 
ise power has not utterly departed to 
realms 

Wonefers are withered and 

iced. Their features are 

len beneath ages-old илет: 
Windings. They move 
unbelievable celerity 
ly and efficiently 

pling their resting 

Hiss. Most hunefers are 
ibed with the symbols 
pictured idols that were 
important to the demi- 
mummy. 

oilers seek always to 
tr their godly essence, 
ih the separation of 
(ihe hunefer) and spir 
Mes in the astral realm) 


nt being, who 
liven by the 


though des 

lo never pos: 
Shoulda dead god 
liom its grave in the 
Plane, the cast-off 
ofa hunefer is likely forgotten, and no better (or 
Joff than before, except for its undying rage at 
lei behind. 

ders speak all spoken languages, though it takes. 
founds to switch berween languages, as it digs 
Bis memories. 


COMBAT 

Hunefers are happy to rely on their spell-like abilities 

in combat, and are certain to cast as many of their 

defensive spells prior to combat as they can manage. A 

hasted hunefer prefers to spend a standard action to use 

its slam attack, and its free partial action to use a spell: 
like ability 

Despair (Su): The mere sight of a hunefer requires 
viewers to succeed at a Will saving throw (DC 48) or be 
paralyzed with fear for 1d4 rounds. Regardless of the our 
come of the save, a subject is not again vulnerable to that 
hunefers despair ability for 24 hours 

Hunefer Rot (Su): Supernatural disease—slam, Fort 

save (DC 35), incubation period instantaneous; damage 

1dé temporary Con. Unlike normal diseases, hunefer rot 
requires a victim to make a successful saving throw 
every round or take another 146 points of temporary 

Constitution damage. The ror continues until the victim 

reaches Constitution 0 (and dies) or receives a remove di 

case spell or similar magic 

An afflicted creature that dies shrivels away 
into sand unless both remove disease and raise dead 
(or better) are cast on the remains within 2 
rounds, If the remains are not so treated, on 
the third round the dust swirls and forms 
an 18 HD mummy with the dead foe's 
equipment under the hunefers 
J command. (The mummy dus spell 
in Chapter 2 has statistics for an 

18 HD mummy. 
Resistant to Blows 

(Ex): Physical attacks deal 

only half damage to hune 
fers. Apply this effect before 
damage reduction, 

Spell-Like Abilities: At 
will—chain lightning, dis 
placement, haste, knock, greater 

dispelling, passwall, scrying, tele 

port without error, true seeing 

wnholy aura, weird; 1/day—ruin 

see Chapter 2). Caster level 

7th; save DC 23 + 
spell level. 

Undead Traits: Im 
mune to poison, sleep, 
paralysis, stunning, dis 
ease, death, effects, nec 
romantic effects, mind. 
affecting effects, and 
any effect requiring a Fortitude 
save unless it also works on objects. 
Not subject to critical hits, subdual dam 
age, ability damage, ability drain, or energy drain. Neg. 
ative energy heals. Not at risk of death from massive 
damage, but destroyed at 0 hit points or less, Dark 
Vision 60 ft. Cannot be raised; resurrection works only 
if creature is willing. 


Fire Vulnerability (Ex): А hunefer takes double dam. 
age from fire attacks unless a save is allowed for hal 
damage. A successful save halves the damage, and 

ure doubles it 


————— МУАМИНТ 


Medium-Size Undead (Fire) 
Hit Dice: 32d12 (208 hp) 
Initiative: +12 (+8 Dex, «4 Improved Initiative 
Speed: во. 
АС: 46 (+8 Dex, +28 natural 
Attacks: 2 claws +38 melee, 1 skull butt +32 melee 
Damage: Claw 3d8+21/19-20 (+1d6 on critical hit 
plus blazefire, skull butt 2d6+10 plus 
blazefire 
Face/Reach: 5 fi by s ft/s ft 
Special Attacks: Rend 6d8+31 
blazefire, spell-like abilities 
Special Qualities: Undead 
traits, fire subtype, heat 
aura, SR 34, DR 20 
fiery hardness 
Skills: Knowledge 
(undead) +30, Listen 
+36, Spot +38 
Feats: Cleave, Great 
Cleave, Improved 
Critical (claw), Im. 
proved Initiative, Power 
Attack, Weapon Focus (claw 
Epic Feats: Blinding Speed, Epic 
‘Weapon Focus (claw), Overwhelming 
Critical (claw 
Saves: Fort +10, Ref +18, W 
Abilities: Str 52, Dex 27, Con 
22, Cha 28 
Climate/Terrain: Any 
Organization: Solitary or pair 
Challenge Rating: 23 
‘Treasure: Standard 
Alignment: Chaotic evil 
Advancement: 33-42 HD (Medium-size 
Huge, 


Int 10, Wis 


43-55 HD 


Lavawights are horrors of death wrapped in molten 
magma. 

Lavawights appear as humanoid s 
a thick skin of molten rock. The magma serves a lava 
wight as searing “flesh” and does not hamp: 
ment in any way. Huge shards of razor-sha 
obsidian depend from each finger, serving as claws. Only 


tons sheathed in 


glowing 


the skull of a lavawight is free of magma; there, a corona 
of white flame burns like a crown. 
Lavawights are created from the remains of victims 
slain by shapes of fire. 
Lavawights speak Common and Infernal. 


COMBAT 
Lavawights like to use their claws and skull button) 
attempting to set them on blazefire. 
Rend (Ex): If the lavawight hits with both ofi 
it latches onto the opponent's body and teas the 
This attack automatically deals an additional dl 
points of damage. 
Blazefire (Su): Living creatures taking damage 
a lavawights attack find themselves ignited with 
fire; white-hor, lambent flames cascade over lj 
bodies, and they must succeed at a Fortitude ае lj 
35) or permanently lose 4 hit points. The opponent 
continue to save every round for the 
1) to avoid being permanen 
more hit points each round. The lavawight heal 
same amount of damage whenever a creature is dal 
of hit points, gaining any excess as temporal 
points. If an opponent is slain by blazefire a 
blackened ash remains of the victim, 
Hit points lost to the blazefire never hal 
urally and cannot be magically генот 
are gone for good, 

Spell-Like Abilities: A wil 
dimension door lame arrow spell mma 
sleet storm), fireball, wall of fr Cal 

level 22nd; save DC 19 + spell level 

Undead Traits: Immune to poi 
sleep, paralysis, stunning, disease, dail 
effects, necromantic effects, mind alt 
effects, and any effect requiring «Ra 
tude save unless it also works on oh 
Not subject to critical hits, subi 
ability damage, ability ding} 
energy drain. Negative energy heal 
at risk of death from massive damage lij 
destroyed at 0 hit points or less, Dil] 
vision 60 ft. Cannot be raised; resume] 
works only if creature is willing. 

Heat Aura (Su): A 10-foot-radius spl 
heat aura surrounds a lavavight. All] 
tures of the fire subtype in the fil 
including the lavawight) are treated a 
having turn resistance +6 (if undead) 

fast healing 10. Creatures subject tol 
damage take 2d10 points of firt dial 
age each round they remain with 
the heat aura. 
Fire Subtype: Fire immunity, double damage fa 
cold except on a successful save 
Fiery Hardness (Ex): The lavawight's molten dla 
provides it with damage reduction of 10/~. The lam 
ight’s standard damage reduction does not stack 
overlaps with this fiery hardness damage reduci 
However, even when its standard damage reduction da 
not apply, the 10/- does. 


rounds 


Чата 


Hagendary animals are animals of historical strength, 
es, and power. According to some theories, they have 
en imbued with power beyond all ot 
lye nature's defenders, Whatever their origin, leg 
fay animals are extraordinarily rare. 
Not every animal has a legendary counterpart there 
st any legendary sparrows, for example 
eh the top predators and largest herbivores i 


HINDARY BEAR 
legendary bear doesnt usually attack humans despite 
[ген strength. Most of the bear's diet consists oí 


Improved Grab (Ex): To use this ability, a legendary 
must hit with a claw attack. 


ENDARY TIGER 
The legendary tiger is among the fiercest a 
| most dangerous land predators in the animal 


kingdom, measuring 8 to 10 feet long 
and weighing up to 600 pound 


Pounce (Ex): If a legendary tiger leaps 
pe during the first round of combat, it 


lb (Ex): To use this ability 
ndary tiger must hit with a bite 

attack. I it gets a hold, it can rake, 
Rake (Ех): А legendary tiger can make two. 
against a held creature 
т 2d6+5 points of 
у tiger pounces 


tly 
grasses or heavy 
bonus improves 


Legendary Bear 
Large Animal 
20d8+140 (230 hp) 
+2 (Dex) 

зой. 


21 (71 size, +2 Dex, +10 natural 


Claw 2d6+13, bite 44656 
sfi by 10 ft/s ft 
Special Attacks: Improved grab 


Special Qualities: Scent 


Saves: Fort +19, Ref +14, Will + Fort +22, Ref +19, Will +10 
Abilities: Str 36, Dex 14, Con 24, Int 2, Wis16,Cha12 — Str 32, Dex 18, Con 24, Int 2, Wis 14, Chill] 
Skills: Listen +8, Spores, Swim Hide «8* Jump +15, Listen +5, 
Move Silently +12, Spot 47, Swim +14 

Feats: = = 
Climate/Terrain: Any forest, hill mountains Any forest, bill, mountains, 

plains, or underground plains, and underground 
Organization: Solitary or pair Solitary or pair 
Challenge Rating: 9 10 

None None 

Always neutral Always neutral 


21-40 HD (Large) 


Hit Dice: 50d6«650«3 (828 hp 
Initiative: «21 (+17 Dex, +4 Improved Initiative 
Speed: 40 fi 


AC: 52 (+17 Dex, +20 insight, +5 natural armor 

Attacks: 2 +10 keen brilliant energy bastard swords 
+53/+48/+43/+38 melee 

Damage: +10 keen brilliant energy bastard sword 


191015/15-20 

Face/Reach: s fr. by s fi/5 f 

Special Attacks: Gaze, spell-like abilities, leShay 
weapons 

Special Qualities: Superior two-weapon fighting, DR 
30/47, elf traits, immune to poison and disease, low 
light vision, SR 42, fast healing 10. 

Saves: Fort +29, Ref +44, Will +35 

Abilities: Str 21, Dex 45, Con 37, Int 33, Wis 23, Cha 47 
ills: Bluff +38, Concentration 433, Diplomacy +35, 

Disguise +38, Escape Artist «37, Intimidate + 
Knowledge (local) +31, Knowledge (nature) +31, 
Listen +30, Move Silently +37, Search «13, Speak 
Language (any five), Sp 

Feats: Alertness, Blind-Fight, Cleave, Combat Casting, 
‘Combat Reflexes, Dodge, Endurance, Expertise, Great 
Cleave, Improved Critical (leShay weapon), Improved 
Initiative, Iron Will, Mobility, Power Attack, Quick 
Draw, Spring Attack, Sunder, Toughness, Weapon 

leShay weapon), Weapon Focus (leShay 

weapon), Whirlwind Attack 

Epic Feats: Blinding Speed, Polyglot, Spell Stowaway 
heal 

Climate/Terrain: Any 


Finesse 


2 claws +27 melee, bite +22 melee 


Legendary Tiger 
ie Animal 
Ed (299 hp) 
+4 (Dex) 
зой. 
23 (71 size, +4 Dex, +10 natural) 
2 claws +29 melee, bite +24 melee 
Claw 2d6+11, bite 24855 
S ft by 10ft/5 ft 


Pounce, improved grab, rake 20655 


Scent E 


27-48 HD (Large) 


Organization: Solitary 
Challenge Rating: 28 
Treasure: Standard 
Alignment: Any 
Advancement: None 


As elves are to humans, so are leShay to ће elves (but ma 
s0}: a race immortal, enigmatic, and exceptionally рон 

LeShay look like tall, thin, albino elves, except ihe 
they lack the oversized ears of true elves (leShay ei 
look more like half-elf ears) and, while they have tt 
glossy dead-white hair of true albinos, their eyes arp 
of darkness, Some affect a particular color or svg 
while others change their outfits from moment 
moment. All are deeply concerned with etiquette, dee 
rum, and receiving the respect they feel due; бие 
meet their standards of politeness, or simply стон 
one of their whims, can often be fatal. 

LeShay never die from age or disease; they perish ooh 
killed. LeShay are the mere remnant of a once great f 
whose origins are lost to history They claim to predate 
current multiverse and refer darkly to some catastrophe 
that not only wiped out most of their people but chang 
time so that their era never existed, even in the remit 
past. Attempting to undo the catastrophe would apparent 
result in another disaster even more terrible, so the de 
mated survivors—less than gods but more than morale 
for the most part merely attempt to amuse themselves an] 
stave off ennui as they work out their individual desine 

LeShay have great facility at languages (as perit 
Polyglot epic feat) and can speak any language witha 
seconds of hearing it spoken for the first time, right 
down to the most courtly or impressive accent there 


DMBAT 
shay rarely initiate combat, since they prefer to re 
[ther than act. However, their vast experience 


them shrewd judges of others’ capabilities a 
Шей tacticians. Their gaze ability, in addition to thei 
Ме weapons, make them feared opponents 


shay are also quick ro utilize their spell-like abilities 
p for combat, or flee from it. No leShay hesitates 
un away from a fight that is going against him or 
only to return to th 
козе, possibly years or even decades later. 
Spell-Like Abilities: At will—alter self, d 


his, displacement, freedom, greater dispelling, he 


y when the odds are more 


1 without error, water breathing, Caster level 28th; 
save DC 28 + spell level 

LeShay Weapons (Su): Each leShay carries two per 
sonal melee weapons that she manifests from her own 
ve shifts 
from class to class, typically appearing as a bastard 
sword (one in each hand). When not in combat, the 
weapons simply do not exist, but leShay can “draw 
their weapons 


life essence. The weapon can change form as 


rom nowhere as a free action. LeShay 
weapons are considered light weapc 
regardless of their size. 

Superior Two-Weapon Fighting (Ex): A leshay 
fights with a leShay weapon in each hand. Because these 
Shay does 


ty for attacking with 


weapons are extensions of its own body, the 
not take an attack or dam, 
two weapons. 

Gaze (Su): All creatures within 30 feet who meet the 
as if by 
A Will save (DC 53) negates the effect. Each opponent 


gaze of a leShay become a harm monster 


within range of a gaze attack must attempt a saving 


throw each round at the ng of his 
A leShay can al 


her turn in 
the initiative actively gaze as an 
attack action by choosing a target within range, who 
must then attempt a saving throw. LeShay are immune 
to their own ga 

Elf Traits: Immune to magic sl 


ial bonus on Will saves against enchantment 


spells and effects 


spells or effects; low-lig 
human in 


v-light conditions); entitled to a Search 
ugh actively looking for it; Martial Weapon Prof 

ч, composite shortbow, long 
bow, longsword, and rapier) as bonus feats; +2 racial 


В checks (already fig 


mposite lor 


bonus 


Colossal Construct 
Hit Dice: 96410 (528 bp) 
Initiative: -2 (Dex 
Speed: 10 fi. (cant run 
AC: 60 (-8 size,-2 Dex, +60 natural 
Attacks: 2 slams +99 me 
Damage: Slam 1006535 
Face/Reach: 40 ft. by 40 f/25 f 
Special Attacks: Impnsonn 
Special Qualities: Recognition, safcke 
traits magic immunity, DR 30/+7 
Saves: Fort -32, Ref +30, Will +33 
ities: Str 80, Dex 7, Con -, Int 9, Wis 12, Cha 7 
imate/Terrain: Any 
Organization: Solitary 
Challenge Rating: 33 
Treasure: Standard (see text 
Alignment: Neutral 
Advancement: None 


A living vault is just that—a magically animated cham 
ber constructed by the most powerful epic wizards to 
store and protect prized possessions. 

A living vault is primarily a defensive entity, designed 
to guard treasures of all sorts, though it can attack as 
necessary. It has an array of powerful magical functions 
that allow it to ward off even the most aggressive 
attempts to penetrate its interior. Even living creatures 
can be stored in a living vault, carefully locked away for 
future interrogation 

The default appearance of a living vault is a grayish 
brown stone structure 50 feet by 50 feet that is 10 feet 
high, but once constructed, the living vault can 
reshape itself into a variety of forms in order to fit within 
particular dimensions, so long as the total amount of 
Storage area it possesses is 25,000 cubic feet. Long and 
marrow vaults are common, as are tall, skinny ones. The 
final shape doesn't matter so long as the volume 
remains constant. Living vaults form stony feet as a f 
action in order to move. 

To access а vault, its creator must call the vault from 
where it is sequestered through the use of a sending 
spell. The vault has no obvious opening; however, 
items can be stored and retrieved by naming them (the 
living vault provides an inventory to its creator on 
request), The item to be stored appears to sink into the 
living vaults form as if made of mud, Likewise, items 
retrieved pop out of the living уаш! form. Storing 
and retrieving items in this fashion takes one round 
per transaction, 
her than the vault’s master who wish to 
access the inventory must destroy the vault to do so. If a 
vault is destroyed, all the objects and cre 
within immediately emerge. 


Creatu 


COMBAT 
The living vault has no mel 
tainly benefits from a varie! 
defenses 

Imprisonment (Sp): As a free action twice per day, a 
living vault can project a 60-foot cone. Creatures caught 
in the cone must make a Will save (DC 58) or be 
affected as by the imprisonment spell, except creatures 
are stored within the vaults interior. The living vault 
can hold two Gargantuan creatures, eight Huge crea- 
tures, thirty-two Large creatures, one hundred twenty 
eight Medium-size creatures, and so on. This assumes 
that the rest of the vault is also relatively empty, so a 
large hoard of treasure reduces the number of creatures 
a living vault can hold at any one time. 

If freedom is later cast upon the very spot where the 
victim of imprisonment disappeared, the victim is freed. 
though it doesnt appear where it disappeared, but in a 
space adjacent to wherever the living vault is currently 
physically located 

Recognition (Ex): Once made, a living vault 
responds only to its owner; no other being can access 
the vaults interior. The vault is not fooled by disguised 


attack forms, but it cer 
of magical attacks and 


creatures, and can distinguish between its tue 
and false duplicates, even penetrating disguises 
in conjunction with shapechange, alter sl chang 

iymorph, seeming, and simulacrum and similar ef 
The vault does, however, respond to the product 
clone spell. 

Safekeeping (Sp): At will, a living vault can 
power that combines the effects of sequester and 
ЗНА to render the vault invisible to any form of 
divination, and at the same time transfer ittoa 
portion of the Astral Plane. When in safekeeping 
the living vault responds to a sending by its ma 
returning to the location from which it left and 
ing tangible once again. 

Creatures and objects that are stored within the al 
are treated as if under the effects of sequester, wh 
the vault itself is or not. Often, creatures are bro 
into the vault via imprisonment, but sometimes ug 
scious or otherwise subdued creatures are stre 
object, in which case they receive no saving thre] 
resist the effect. 

Construct Traits: Immune to mind-affecting 
charms, compulsions, phantasms, patterns, and 
effects) and to poison, sleep, paralysis, stunning, dial 
death effects, necromantic effects, and any effet 
requires a Fortitude save unless it also works on ob 
Cannot heal damage (though regeneration andl 
healing still apply, if present). Not subject to с 
hits, subdual damage, ability damage, ability ding 
energy drain. Not at risk of death from massive dang 
but destroyed when reduced to 0 hit points о 
cannot be raised or resurrected, Darkvision 60 f 

Magic Immunity (Ех): А living vault is immune 
magical and supernatural effects, except as follows Af 
Чот spell cast on it causes it to defer the use 
imprisonment power for 10 rounds. 


Large Outsider (Lawful) 

Hit Dice: 748+21 (52 hp) 

Initiative: +2 (Dex) 

Speed: 30 f. 

AC: 15 (-1 size, +2 Dex, +4 natural) 

Attacks: Masterwork falchion +9/+4 mel 

Damage: Falchion 24443 

Face/Reach: 5 ft by 5 ft./10 ft 

Special Qualities: SR 25, spelllike abilities telepathy 

Saves: Fort +8, Ref 7, Will +8 

Abilities: Str 15, Dex 15, Con 16, Int 20, Wis 17, Cais 

Skills: Appraise +19, Bluff +12, Diplomacy +1 
Information +12, Innuendo «15, Intimidate +9, Koa 
edge (arcana) +13, Knowledge (the planes) +13, eng 
Motive +13, Spor +9 

Feats: Expertise, Improved Disarm 

Climate/Terrain: Any land and underground 

Organization: Company (1-4 mercanes and 3-18 $h 
level fighter bodyguards) or progression (1 mercan] 


ih-level fighters, 1 21st-level fighter/2nd-level 
nion Sentinel) 
lenge Rating: 5 
ire: Double standard 
ways lawful neutral 
ement: By character class 


Jlcanes are extraplanar merchants, selling weapons, 
by and other treasures from plane to plane. 

They profess neutrality in the conflicts and rivalries of 

Eines, preferring to do their business and move on. 
beneath the mercanes’ veneer of impartiality are 
ies of their own, and they often hire adventurers to 
ber plans in motion. 

Amercane stands out in the most crowded bazaar. A 

owtall, blue-skinned creature dressed in volumi 
robes, it moves with a slow, languid grace. Its hands 
widery and delicate, with one more joint on each 
нїп humans have 

canes speak Abyssal, Celestial, Draconic, Infernal, 
Jı least two other languages. 


anes leave the fighting to their minions and 
puards—they know that their advantages lie at 
negotiating table, not on the battlefield. When 
Wd, they attempt to disarm their opponents or use 
ibility or dimension door to escape. A mercane 
Wtalways has а Leomund' secret chest full of treasure. 
тс ready, and it won't hesitate to recall the 
to grab a potent wand—or simply bribe a worri 
foe. 
Like Abilities: 3/day—dimension door, mvisibil- 
Кау Leomunds secret chest, plane shift. Caster level 
save DC 12 + spell level 
HMlepathy (Su): Mercanes can communicate rele 
ally with any creature within 100 feet that has a 
huge 
ills: Because they grow up in a mercantile culture, 
nes receive а +4 racial bonus on Appraise checks 


NE SOCIETY 
lic creatures, mercanes travel widely, buying and 
bg their wares. They favor opulence, so they often. 
lot borrow villas or palaces when theyll be settling 
fora while. Because they re known as rich тег 
s always have a squad of bodyguards 
They attract bandits and thieves like flies, so mer. 
fend to be cautious about any strangers they come 
tact with, 

[fines present a demeanor of patience and elegance 
ply their trade. They never quarrel among them. 
and a rival who insults one mercane often finds 

hers also bear a grudge. Their family and mating 
не unknown, since juveniles and the elderly are 
een by those пог of their race. 

їп, а squad of Union Sentinels (three regulars 
Jd one sergeant [Ftr21/Union Sentinel2]) usually 


accompanies a mercane as it makes its way through the 
city, but it may hire bodyguards for each specific job, tai 
loring them to the task. Ifa company of mercanes has 
business in the Abyss, for example, it will probably be 
accompanied by tieflings or demons. Unusually danger 
ous trade missions require extra help, of course, and 
groups of adventurers are often found in the pay of a 
company of mercanes. 
The patron deity of mercanes is Boccob. 


MERCANE CHARACTERS 
A mercanes favored class is wizard; the senior mercane 
among any company is usually a wizard. Mercanes who 
are clerics worship Boccob. Player character mercanes 
have a level adjustment of +7. (See the section on level 
adjustment at the start of this chapter. 


Colossal Plant 
Hit Dice: 35d84315 (472 hp) 
Initiative: ~3 (Dex. 
Speed: 40 ft 
AC: 27 (-3 Dex, -8 size, «28 natural 
Attacks: 4 tendrils +31 melee, 1 bite +26 melee 
Damage: Tendril 2d6+13, bite 446 
Face/Reach: 40 fi. by 40 ft/25 f 
Special Attacks: Spore cough, improved grab, swallow 
whole 
Special Qualities: Acid resistance 20, blindsight 210 ft 
DR 25/+5, fast healing 10, plant traits, sticky 
wes: Fort +28, Ref +8, Will +20 
Str 36, Dex 5, Con 29, Int 18, Wis 28, Cha 28 
Climate/Terrain: Any 
Organization: Solitary, pair, or polyp (3-7 
Challenge Rating: 21 
Treasure: Standard 
Alignment: Usually chaotic neutral 
Advancement: 36+ HD (Colossal) 


Redwood sized creatures of malignant fungus called mu 
spores stride through lands of perpetual twilight. 

‘A mu spore appears as an ambulatory toadstool stand. 
ing some 60 feet or more high. A mu spores broad, mot 
ted cap is upside down compared to the cap of a common 
toadstool; it points upward and serves as a very large 
mouth. A nest of spore-laden tendrils extends from the 
sides of the creature. Mu spores stride in darkness much 
of the time, appearing to be black in hue, but in the light 
а mu spores bright red color becomes apparent 

Mu spores wander worlds where the full light of the 
sun rarely shines—often, this means subterranean do- 
mains of vast size, though some mu spores live beneath 
the foliage of even more prodigious foliage than them. 
selves, or in the shadow of mountains and giant struc 
tures. Mu spores attack any creature they encounter, 
seeking nourishment. 

Mu spores speak Common and Terran, 


COMBAT 
A mu spore can be difficult to approach because of its 
and those who do get through to make 


spore cough- 
melee attacks n themselves lized of 
even swallowed 

Spore Cough (Su): Once every 1d4 rounds a mu spore 
can release a cloud of burrowing spores. This spore cough 
is treated 


2 100-foot-cone breath weapon. The burrow 


ing spores deal 2048 points of damage to all crea 
that make a Reflex save (DC 36 

Improved Grab (Ex): If a mu spore hits with a ten 
dril, ir deals normal damage and attempts to start 


ple as a free action without provoking an 
tunity. Improved grab works only aga 
and smaller opponents. The mu spore hi 
conduct the grapple norm 

mouth as a free action, or 

the opponent. Each successful 

during successive rounds autom: 
damage given for the tendril 


Swallow Whol 
with an opp 


(Ex): If the mu spore begins 
new grapple check (as though attempting t 
ponent). If it succeeds, it swallows its prey 
ponent takes bite damage 

A swallowed creature takes the twice the damage given 
for the mu spores bite every round. A swallowed 
is considered grappled, while the creature that did t 
swallowing is not. A swallowed creat to cut 


free with any light piercing or slashing weapon fl 
deal 33 points of damage in this fashion, or it cı 
to escape the grapple. If the swallowed creature ca 
the latter course, success puts it back in the musa 
mouth, where it may be bitten or swallowed again 
Sticky (Ex): Sticky tendrils cover a mu spore ag] 
more than the four main tendrils it uses for combat i 
reature that touches or successfully attacks a mug 
with a melee weapon is subject toa free improved pl 
check by the mu spore, as if the mu spore had sagi 
fully attacked the creature with a tendril A crea 
wielding a melee weapon must immediately renal 
its grip on its weapon, or proceed with the pagi 
check. If the subject relinquishes its grip on its we 
the weapon is swallowed the following round. Cre 
who attack the mu spore in melee without a wep 
у can release (such as those with natural attacks 
Чо not have this option. 
Plant Traits: Immune paralysi 
в, and polymorphing; not subject t 


poison, я 
писа hi 
mind-affecting effects. 


NEF 


Huge Aberration (Incorporeal) 
Hit Dice: 32d8+192 (336 hp) 
Initiative: +12 (44 Dex, 
Speed: 60 
AC: 35 (-2 size 
Attacks: Bite 
Damage: Bite 410 + 12 plus poison, head-tentacle 
plus ability drain 
h: 10 ft. by 20 fc/10 fi 
Special Attacks: Extract brains (ranged attack), poi 
spells 
Special Quali: 


THA 


8 Superior Initiative 
а Dex, +3 deflection, + 


26 melee, 10 head-tentacles +21 md 


20 insight 


Face/Re 


Dimensional travel, DR 25/8 

orphous physiology, mang 

maw, SR 30, darkvision 60 ft 

Saves: Fort +16, Ref +14, Will +23 

Abilities: Str — Dex 19, Con 22, Int 20, Wis 20, Cif 

Skills: Concentration +21, Hide +21, Knowle 

ana) +18, Knowledge (the planes) 418, суай 

Search +20, Spelleraft +10. 

Feats: Blind-Fight, С 
Dodge, Eschew Materials, Expertise, Improved In 

ive, Leadership, Maximize Spell, Mobility, Po 

Attack, Spring Attack 

Epic Feats: Superior 

Climate/Terrain: Any 

Organization: Solitary or troupe (1 neh-thalggu anda 
illithids) or pairbond (1 печі 
illiid 

Challenge Rating: 

‘Treasure: Triple standard 

Alignment: Usually chaotic neutral, пеш 


bat Casting, Combat Rela 


initiative 


п and 1 par 


hancement: 33-66 HD (Gargantuan); 67. 
Colossal 


112 HD 


rre creatures best known for their unpleasant 
[Sit of harvesting humanoid brains, whatever the 
Мез of their current owners, neh-thalggu (also 
ed brain collectors) endlessly prowl for additions 
heir collections 

ау hideous in appearance, brain collectors have 
listed, yellow-orange, oily b. 
боп, writhing tentacles, Ten 
le frame its lam. 

Ier mouth, which 

filled with row 

ber row of jagged 

teeth. Above 

Ê pping maw are 

rr large, yellow 


йге, bulging 
fs behind which 
itera number of 
firming bulges 
Jit a foot across, 
These bulges 
je the human 
Humanoid brains 
Кип collector 
hi harvested to 
Ê (up to thirteen 
[їз at à time 

ети» own spe. 
Babilities. 1 


Wie. The crea. 
fos move with 
ising agility 
welve seg 
fed crablike legs 
r specimens have eighteen or even twe 
[келе bur six), Brain collectors lack fixed inter 
Bistomies and can rearrange organ functions at w 
lng them very difficult to kill 
Thin collectors hail from a distant reality known 
only as the Far Realm or Nightmare Dimension 
Ê nally juveniles (Large, 10 HD, AC 20) are en 


| selated locations, bur fully grown specim 


[she one described here are quite rare. Both typ 
Ê sundane realms in order to harvest the brains they 
еШ access their abilities. A juvenile will seize 
юг» of characters sth level and higher as opport 
iris but an adult absorbs only the bı 
[liene of at least 15th level, passing along reject 
е у mind flayer retainers, A creature whose 


s been harvested by a brain collector cannot be 
reincarnated, or ге he brain is in 
reature, because the collector preserves and draws 
upon the soul and basic personality of the creature for as 
the brain. A brain collector might be bar 
the return of a specific brain, but only in 

better (higher-level) specimen, 
llectors typically attract a retinue of 1d4+1 
mind flayers, drawn by the de у the aberra- 
tionis technique in extracting brains with ranged attacks 


rected w 


and its ability to access the arcane brainpower of the 

assimilated brains. 

ed the Ши 

ids’ attraction to 

simple self-interest 

the illithids get to 

claim the rejects 

that do not meet 

the neh-thalggu 

demanding specif 

cations), others to 

an affinity almost 
ship. On rare 

sions a neh-thalggu 

is accompanied by 

à single paragon 

mind flayer sworn 

Neh-thalggus 

own language is a 

silent sign lan 

guage “spoken 

with their writh 

ing head-tentacles. 

They can also com: 

pathically with 

any creature that 

has а language 

within 100 feet 


owerful, vigorously har 
brains whenever they can 


so without 
undue 


Poison (Ex): A neh-thalggu’s bite injects 


a debilitat. 
С 25) that damages the victims Constitu: 


immedi 
ninute later 
ng Constitution. If the charac 
t the normal 


ately on a failed save and 
lose half of her rem 
ter survives, she heals the ability damage 
Head-Tentacles (Ex): Ti tentacles 
ain collector's face can 
successful. 


desiccation damage). In addition, each successful tenta 
cle attack drains 1 point of Strength, 1 point of Dexterity, 
and 1 point of Constitution. This is permanent ability 
drain and may only be reversed by spells such as restora 
tion and greater restoration. Typically, the neh-thalggu uses 
this attack to immobilize a target preparatory to extract 
ing its brain. It can bring all ten tentacles to bear on a 
single target facing it or divide its attacks against up to 
ten targets that 

Extract Brains (Sp): Once every 1d4 rounds, as a full: 
round action, a brain collector can extract the brain 
from a target creature in line of sight. This attack is 
psionic in nature and can be blocked by a dimensional 
anchor currently in force on the target. The target gets a 
Will save (DC 31) to resist the extraction. If the save 
fails, his or her brain is drawn out intact through the 
skull by extradimensional means and sucked up by the 
brain collector, lodging in an unused storage sac above 
and behind its eyes. If the save succeeds, Һе or she takes. 
9d6 points of damage and is stunned for 1d4«1 rounds. 
A brain collector prefers to absorb brains of high-level 
arcane spellcasters but is fully capable of extracting 
those of other foes as а highly effective attack. 

When encountered, assume а neh-thalggu has a full 

nue of thirteen stolen brains. Each brain less than the 

full thirteen bestows one negative level on the neh. 
thalggu (though these never convert to actual level loss 
which is a powerful incentive for the creature to always 
keep its brain-sacs filled. 

А neh-thalggu is free to draw on all the Knowledge 


hreatens. 


skills of each brain it currently stores, using the base 


ranks in a skill possessed by each brain, and adjusted by 
the neh-thalggu’s own skill modifiers for the Know! 
edge skill in question (or its Intelligence modifier, for a 
skill it has no ranks in 

Dimensional Travel (Sp): A brain collector can move 
with surprising speed for something of its ungainly 
bulk, but its preferred method of locomotion is via 
dimension door, which it can do as a quickened action 
once per round, I can also use teleport without error or 
plane shift at will as a move-equivalent action. A пећ 
thalggu likes to combine dimension door with Spring 
Attack to get behind foes’ defenses and take them 
unawares from a different direction each round. 

Spells (Sp): A fully grown brain collector can cast 
arcane spells asa 13th-level sorcerer (one level of spell 
casting ability per brain 

Incorporeal: A neh-thalggu is not wholly in our real 
ity but always remains partially extradimensional. Thus 
it can be harmed only by other incorporeal creatures, +1 
or better weapons, magic, or psionics, with a 50% chance 
to ignore any damage from a corporeal source. It can pass 
through solid objects at will, and its own attacks pass 
through armor (except for its bite attack, which is treated 
as if a corporeal attack). It always moves silently unless it 
chooses otherwise 

Amorphous Physiology (Ex): A brain collector does 
not have fixed organs as do life forms from our reality As 


such, it is immune to critical hits, death from ma 
damage, sneak attacks, and coup de grace. 

Manifest Maw: Though itis an incorporea cream | 
neh-thalggu can manifest its mouth in corporeal frm 
а standard action. While so manifested, the mou 
deliver bite attacks against corporeal creatures or pik 
objects. The mouth bites as if it had Str 35, 

Feats: A neh-thalggu gains Power Attack as bom 
feat, even though it has no Strength s 


Medium-Size Aberration 

Hit Dice: 848+64 plus 96 (224 hp) 

Initiative: +13 (+9 Dex, +4 Improved Initiative) 

Speed: 90 f 

АС: 50 (+9 Dex, +7 natural, +12 insight, +12 luck 

Attacks: 4 tentacles +40 melee 

Damage: Tentacle 104528 

Face/Reach: ft. by 5 ft/s f 

Special Attacks: Mind blast, psionics, improved і 

Special Qualities: SR 35, telepathy, fire and cold ig 
ance 10, DR 20/+6 (3/-) fast healing 23 

Saves: Fort +22, Ref +21, Will «27 

Abilities: Str 27, Dex 29, Con 27, Int 34, Wis 32, Chil 

Skills: Bluff +30, Concentration +29, Diplomacy sl 
Hide +28, Intimidate +32, Knowledge (any two) oi 
Listen +32, Move Silently +28, Spot +33 

Feats: Alertness, Blind-Fight, Combat Casting, Dal 
Expertise, Improved Initiative, Mobility, Spi 
Attack, Weapon Finesse (tentacle) 

Epic Feats: Armor Skin, Damage Reduction, Fat Ha 
ing, Improved Spell Resistance, Superior Init 

Climate/Terrain: Any underground 

Organization: Solitary, pair, or group 
flayers plus 4-8 mind flayers) 

Challenge Rating: 23 

Treasure: Standard 

Alignment: Usually lawful evil 

Advancement: By character class 


paragon mi 


Mind flayer paragons are to standard mind flayers wht 
gods are to most creatures. They represent the most inl 
ious, cruelest, and most powerful specimens oftheir 
Their powers of the mind are ultimately honed. 
Paragon mind flayers appear little different from th 
lesser kin, standing some 6 feet tall, with a gener 
humanoid form. Their flesh is rubbery and mauve, gis 
ing with chill slime. А paragon mind layers head lt 
rather like a four-tentacled octopus, made all the mores 
rible by a pair of bloated, white eyes, Из mouth, revolt 
like a lampreys maw, constantly drips an ойу slime whe 
itis not siphoning out the brains of living prey. 
Paragon mind flayers generally live apart from hel 
lesser kin. If a paragonis whereabouts were gener 
known, standard mind flayers would either consuniy 
attempt to lay their troubles at the feat of the рап, 


[тузге the paragon’s brain for the benefit of the 


| der brain at the center of each mind flayer city. Occa 


cally, some paragons accept leadership of large mind 
ен empires and remain a secret, potent force behind 


fed ayer expansion. 

iagon mind flayers speak Und 
amon, Common, Celestial, Infer- 
ul and Draconic, but prefer to сот. 
fica telepathically. 


INBAT 

ооп mind flayers like to fight 
distance, using thei psionic 
is, particularly their mind 
usen to turn their ene 

Be upon each other (a 

Brite suggestion is to con- fà 
[ice a weak-minded en- ЙЫ 
oy hat one of is allies is m 
Biemind flayer, and that the 

[mil mind flayer is actu- 
ће у, a switch suppos. 

iy accomplished throu, 

[тї flayer’s reputed men- 
lillusion-weaving powers; 
prefers to stay away from 


path in this cone must suc 
Peat Will save (DC 38) or | 
[nci for 3d4 rounds. Mind 
Biers often hunt using this 
fe and then drag off one or 
if their stunned victims to 
[Куе 
onics (Sp): At will —astal projec 
дит monster, detect thou 
ugsston;3/day—g 
Caster level 23rd; save DC 34 + spell leve. 
Improved Grab (Ex): To use this ability, the mind 
[стиги a Small to Large creature with its tents 
йк}. If it gets a hold, it attaches the tentacle to 
[ponents head. A mind flayer can grab а Huge ог 
creature, but only if it can somehow reach the 
shed 


hts, levitate, plane 


dispelling, haste, se 


Hera successful grab, the mind flyer can try to ап 


mining tentacles with a single grapple check. The 
ent can escape with a single successful grapple 
foc Escape Artist check, but the mind flayer gets a 

[ücumstance bonus for every tentacle that was at 

Belt the beginning of the opponents turn 

Блас (Ex): A mind flayer that begins its turn with 

[tentacles attached and successfully maintains its 

E omatically extracts the opponent's brain, 
ly killing that creature 


Telepathy (Su): Paragon mind flayers can communi 
cate telepathically with any creature within 1,000 feet 
that has a language 


CREATING A PARAGON CREATURE 
Paragon’ is a template that can be added to 
any creature (referred to hereafter as 
the base creature! 
Among the population of every 

kind of creature are some s 

that are its weakest, worst represen 

tatives. Likewise, every population has 

its paragons: the strongest, smartest. 
luckiest, and most powerful of the 
species. Paragon creatures may repre 
sent the mythical First Creature, created 
in its perfect form by some creator deity 
or pethaps the evolutionary endpoint of 
a race after thousands of years of steady 
improvement. Sometimes, paragons 
J| just spring up accidentally, when all 
the factors are right 
The base creatures type remains. 
unchanged. The paragon creature uses 
all the base creatures statistics and spe 
cial abilities except as noted here. 

HD: A paragon creature always 
bas maximum hit points, Paragon crea 
tures also gain an additional 12 hit points 
per HD. 

Speed: A paragon creature's spe 
triples, for all movement types. 

AC: Paragon creatures gain a +12 
insight bonus to AC and a +12 luck bonus 
to AC. They also gain а +5 natural armor 
bonus (ifthe creature already has natural 
armor, use whichever is better) 

Attacks: A paragon creature makes all 
its attacks with a +25 luck bonus on the 


attack roll 

Damage: A paragon creature gains a +2 

luck bonus on damage rolls for all melee and 
thrown ranged attacks. 

Special Attacks: A para 


creature’ special attacks if 
any, all gain a + 


3 insight bonus, if applicable. For 
instance, a paragon creature might have a special attack 
that allows it to put its enemies о sleep if they fail a Will 
saving throw (DC 15); applying the bonus increases the 
DC to 28. Likewise, it might have a special ability that 
allows i to rend; in this case, the +13 insight bonus could 
be applied as a +13 bonus on damage. The +13 insight 
bonus may only be applied toa given special ability once. 
13 insight 
apply is the dream haunting ability of the 
night hag see the Monster Manual 
Spell-Like Abilities (Sp) or Psionics (Sp): If the 
base creature has spell-like abilities, it gains +15 to its 
caster level to use those a 


One example of а special attack to which thy 


that uses its spell-like abilities at 
abilities at 25th level 


Special Qualities: A рага: 
special qualities 
following 


the base creature and 


* Fire and cold resistance 10. Ifthe creature 
sesses such re use whichever is b 

* Damage reduction 20/«6. If the 
esses damage reduction, use whichever is 

* Spell resistance equal to the paragon creatures CR «10 
If the creature already possesses spell resistan: 
whichever is higher. 

* Fast healing 20. If the creature already possesse 
healing, use whichever is better. 
Saves: The paragon creature gains a +10 insight bonus 

оп ll its sav 
Abilities: All ability scores are 15 points higher than 

those of the base creature. 


Skills: The paragon creature gains a +10 competence 
ts skill checks. 
J underg 
Organization: Same as the base creature 
Challenge Rating: Up to 6 HD, as base creature +18 
HD to 15 HD, as base creature +15; 16+ HD, as base 
creature +12. 
Treasure: Standard for a creat 
Alignm: 
Advanc 


of the adjusted CR. 
и: Same as the base creature 
nent: Same as the base creature 


Huge Magical Beast 
Hit Dice: 60d10+540 (8 
Initiative: 7 Dex, 
Speed: 30 f 


Attacks: Bite 
Damage: Bite &dt0»11 

19-20 (+1d6 on crit 

cal hit) tail 104655 
Face/Reach: 10 ft. by 20 ft/10 f 
Special Attacks: Prismatic ema 
Special Qualities: Immunities 

prismatic blur, SR 38, DR 20 
Saves: Fort +41, Ref 39, W 
Abilities: Str 32, Dex 25, 

Con 29, Int 4, Wis 19, 

Cha 10 
Skills: 1 

38 
Feats: Alertness, Cleave, 


‘Combat Reflexes, Dodge 


nce, Great Cleave, Improved Critical bl 
roved Initiative, Power Attack, Weapon fa 
Weapon Focus (tail 

Epic Feats: Devastating Critical bite) Epic Weapon a 
bite), Overwhelming Critical (bite), Superior Ina 

Climate/Terrain: Any sunny land 

Organization: Solitary or pair 

Challenge Rating: 

Treasure: None 

Alignment: Always neutral 

Advancement: 61-90 HD (Huge 


91-150 HD (GH 


The prismasauruss dazzling scales create a deadly 
bow of effects for all who behold it 
A prismasaurus is about 20 feet long from nog 
base of tail, and stands around 8 feet all at the shoal 
It has a bony п om the back of igi 
all the way down to the base of is tail that is covered 
special cry зни 
f powerful, cal 
teeth. The tip of a prismasauruss tail is a thick ij 
bulge with horny protrusi 


dge that runs f 


line scales. The creature 
gated, and it possesses a jaw full 


OMBAT 
The beasts ridge scales, magical in nature, relig 
refract the light in a myriad of colors, accompanied 

f arcane energies that make the beast а т 
opponent. Through the use of these energies, the pa 
masaurus incapacitates its opponents and then eed 
to consume its prey regardless of whatever seit nig 


be in due to the prismatic effects applied to it 
In addition to the prismasaurus’s prismatic light tli 
it can deliver a powerful bite and a crushing tail am 


Prismatic Emanations (Su): The reflected i 
d light from the prismasauruss crystalline rd 
ту similarly to the prismatic spray spell Ai 

ss than 8 HD that is within 30 feet ofthe f 

e is automatically blinded (see Mindness/deafres) forti 
rounds. In addition, any creature мінай 

set of the prismasaurus is andes 

struck by one or more пй 

light, as determined 


ihe ble that accompa 
vk This effect is 
otradius spread, b 

20th level caster 
Immunities (Su): Due to the 
[Sure of the creatures crystal 

¢ from all weapons. It is 

petrificarion, and mind-affecting a 
тйс Blur (Ex) The reflected 
hı hat солаш 


J urget. All melee and ranged attacks against the 
иге have a 50% miss chance. 


Hie/Reach: sf. by 5 fe. /10 fe 

cil Attacks: Constant insight, improved grab, 
Y 4d8425, rotting с 

fecal Qualities: DR 

sistance 20, regeneration 5, scent, pell like 
фе, darkvision o0 f. 
[ins Fort +16, Ref +9, Will 48 А 

инь sir 45, Dex 24, Con 33, Int 6, Wis 19, Cha 6 WIS 
ill: Listen +10, spor +10 

Hat Alertness, Iron Will 

limite/Terrain: Any 


the flames and attack. 
udotroll makes all its 
with a «15 insight 
statistics). The creature is not 
attacks 
Improved Grab (Ех): 1 


Rotting Constriction (Ex): Once a pseu: 


ak Giant (using all " 


Regeneration (Ex): Fire an 


Motos have no fear of death. Th 
into combat without hesita 


portion regrows in 1 minute. The creature can reattach 
the severed member instantly by holding it to the stump. 
Spell-Like Abilities: At will—blur dimension door, 
wnhallow. Caster level 20th; save DC 8 + spell 


Alternate Form (Su): At will, a pseudotroll can take 
the form ofa grotesque, tentacled mass (or another appro- 
priately gruesome form determined by the DM), but all 
its abilities remain unchanged despite the alien appear. 
ance, Changing shape is a standard action. Other crea 
tures receive a =1 morale penalty on their attack rolls 
against a pseudotroll in this alternate form. 


CREATING A PSEUDONATURAL CREATURE 
Pseudonatural” is a template that can be added to any 
corporeal creature (referred to hereafter as the base 
Pseudonatural creatures dwell between the stars, 
beyond the planes as we know them, or nestled in far 
realms of insanity. When summoned to the Material 
Plane they often take the form of and emulate the abil 
ties of familiar creatures, though such a creature is more 
gruesome in appearance than its normal earthly counter: 
parts, Alternatively, a pseudonatural creature may appear 
in a manner more consistent with its origin: A combina 
tion of its worldly form and a mass of writhing tentacles 
The creatures type changes to outsider. It uses all 


the base creatures statistics and special abilities 


except as noted here. (Note: If you use both Tome and 
Blood and the Epic Level Handbook, this template repre- 
sents a more powerful version of the pseudonatural 

nplate than presented there. The alienist prestige 
class presented in Tome and Blood does not have power 
over pseudonatural creatures created using the Epic 
Level Handbook. 

HD: A pseudonatural creature always has maximum 
hit points 

Speed: A pseudonatural creatures speed doubles, for 
all movement types 

AC: Pseudonatural creatures gain a +35 natural armor 
bonus. If the creature already has an armor bonus, use 
whichever is better. 

Attacks: A pseudonatural creature substitutes tenta 
cle rake attacks for its melee attacks while in pseudo: 
natural form. For instance, a creature with two claw 
attacks and a bite attack in its worldly form has at least 
three tentacle rake attacks (all at the creatures best 
attack bonus) in its pseudonatural form. It also gains 
additional tentacle rake attacks (also at its best attack 
bonus) as noted on the table below. 

Damage: Tentacle rakes from a pseudonatural creature 
deal damage equal to 248 + Str modifier. 

Special Attacks: A pseudonatural creature retains all 
the special attacks of the base creature and also gains the 
following 

Constant Insight (Su): The creature makes all its 
attacks with a +15 insight bonus. The creature is not 


affected by the miss chance that applies tos 

against a concealed target 

Improved Grab (Ex): If the creature hits an opp 
smaller than it with a tentacle, it deals normal d 
and attempts to start a grapple as a fr 
provoking an attack of opportunity. 

Rotting Constriction (Ex): Once the creature has i 
an opponent, each successful grapple check itil 
during subsequent rounds permanently drains 
points of Constitution. At the same time, the cg 
regains 10 lost hit points, 

Spell-Like Abilities: At will—blur,dimensin 
shield, unhallow, Caster level 20th 

Special Qualities: A pseudonatural creature 
all the special qualities of the base creature and slog 
the following. 

* Electricity and acid resistance of a varying ama 
related to its Hit Dice (see the table below) f 
creature already. possesses such resistance] 
whichever is better 

* Damage reduction of a varying amount related i 
Hit Dice (see the table below). 1f the creature al 
possesses damage reduction, use whichever is kei 

* Spell resistance equal to the creatures HD x $. lf 
creature already possesses spell resistance 
whichever is higher. 

* One extra tentacle rake attack (the creature cal 
another of its many tentacles to attack at no pai] 
while in pseudonatural form) for each 4 HD бе 
ture has 


lectricity and Acid Dams 
Hit Dice Resistance ___ Reduction 
[ET 15 
47 20 
xn as 
12715 30 
1619 E 
21-24 40 
each Amore HD +5 


Extra Ted 
Rake At 


If the creature already has one or тог 
qualities, use the better val 

Alternate Form (Su): At will, a pseudonatural crat 
can take the form of a grotesque, tentacled mal 
another appropriately determin 
the DM), but ай its abilities remain unchanged deg 
the alien appearance. Changing shape is a stand 
action. Other creatures receive а -1 morale penalty 
their attack rolls against pseudonatural creature 
this alternate form. 

Saves: Same as the base creature. 

Abilities: Increase from the base creature as folia 
Str +22, Con «10, Dex +10, Wisdom +10, Intelligen 
least 3 

‘Skills: Same as the base creature. 

Feats: Same as the base creature 

Climate/Terrain: Any land and underground 

Organization: Same as the base creature, 


of these spa 


Challenge Rating: Up to 6 HD, as base crearur. 
[UD to 15 HD, as base creature +13; 16+ HD, as base 
ее +10 

Treasure: Same as the base creature 

Alignment: Same as base creature 

Advancement: Same as the base creature 


It Dice: 50d10+500+40 (815 hp) 
tative: + 


ich: 100 ft by 100 ft/o ft 
Attacks: Engulf 
cial Qualities: Swarm, ooze traits, blindsight 200 f 
dit healing 15 
Fort +26, Ref +32, Will +22 
ties: Str 42, Dex 42, Con 30, Int 
te/Terrain: Any 
iniation: Solitary 
lenge Rating: 23 
re: None 
ment: Neutral 
uncement: 50-150 HD (Colossal 


Wis 23, Cha 32 


in swarm is composed of tens of thousands of 

fein acting as a single malev 
ipie of colossal siz 

iin swarm appears as an amorphous, mutable cloud 

vines 100 feet or more in diameter that rises into 

felle billows of smoke marking a scene of destruc 
swarm emits a thunderous roar that can be heard 
fumbling drone}from up to a mile away; within a 


t organism—a 


other sound. As the flying ooze wings through the air, its 
shape constantly spirals, wists, and mutates, and some- 
times even divides into two or more distinct units before 
rejoining again moments later 

A ruin swarm originates in areas of magical contami 
nation or leakage, or possibly through the design of an 
arcane experimentalist. Once formed, a ruin swarm is 
for all intents and purposes a single organism of the 
ooze type—its individual particulates have no more 
bearing on its vulnerabilities or powers. 

А ruin swarm possesses vestigial intelligence but 
speaks no languages. 


COMBAT 
A ruin swarm has only one tactic: swoop in and engulf 
any creature, in order to feed its never-ending hunger. 
Engulf (Ex): A ruin swarm has only to fly into the area 
occupied by any Gargantuan or smaller creature to engulf 
it. Alternatively, a ruin swarm can change its shape as a 
move-equivalent action in order to engulf a creature, (For 
instance, it can flatten itself into a blunt cylindrical shape 
with a side-to-side diameter of 200 feet but a height of 
only 10 feet. n effect, treat the swarm as a spread effect 
that moves under its own volition, Creatures that enter 
the swarm’ space or who are engulfed by the swarms 
movement take 646 points of damage (Reflex DC 46 
half). Creatures must save each round they remain 
within the swarms space. Concentration checks are nec 
essary to cast spells while engulfed 
Besides taking damage every round, creatures 
within the ruin swarm are buffeted by the swarming, 
stinging vermin. They cannot see (not even with dark 
vision) and are slowed to one-half normal movement. 
Creatures attempting to run must suc 
ceed at a Reflex save (DC 
46) or fall down. 
Creatures killed by 
being engulfed are 
stripped of all flesh, 
and only a few bones 
remain (if the victim 
had bones 
Swarm (Su): Despite. 
being originally com: 
posed of individual ver 
min, а ruin swarm is treated 
like single organism of the 
ooze type. 
Ooze Traits: An ooze 
is an amorphous or muta- 
ble creature. Qozes are im. 
mune to poison, sleep, paralysis, 
stunning, and polymorphing 
They have no clear front or back 
and are therefore not subject to criti 
cal hits or flanking. Oozes are blind 
but have the blindsight special qual 
ity. They have no Intelligence scores 


ascade over their bodies, and they muss 
charms, Fort save (DC 37) or permanently lose 6 pia 
tution. The opponent must continue ti 
every round for the next 6 round 
n = = avoid being ре 

SHADOW OF THE VOID ы 

Large Undead (Incorporeal, Cold) 
Hit Dice: 35d12 (22 
Initiative: +17 (49 Dex 
Speed: 3 
ACS 
Attacks: 
Damage: | 


mpulsions, phantasms, p 
ale effects 


7 rounds rol 
inently drained of 6 more Con pill 
eals 30 points c 


damage whenew 
s of Constitution, gaining any exi 


temporary hit points. If the opponent is slain by big 

re, only icy fragments of the victim remain, ший 
reform as a winterwight. 

Create Spawn (Su): Any humanoid slain by ashi 

е void becomes a winterwight in 104 ra 

terwights are under the command. 


'orporeal touch 246 plus blightfire № 
Face/Reach: s ft. by 5 ft./10 ft 
Special Attacks: Blightfire 
abilitie 
Special Qui 


the shal 
ain enslaved 
not possess any of the abilitig 
though they do possess general knowl 
creature. This knowledge is used fou 


void that created them and ге 
ts death. They d. 


eate spawn, spell-like 


Undead traits, incorporeal traits, rur 


subtype, cold aura, SR 36, DR 20/+6 es, if possible 
т 413, Ref +20, Will +26 


Spell-Like Abilit 


s: 3/day—deeper dar 


s: Str =, Dex 29, Con ¬, Int 21, Wis 25, Cha 31 Otilukes freezing sphere. Caster level 24th, save DON 
Skills: Diplomacy +12, Hide +25, Intimidate +24, Intuit spell level 
Direction +17, Listen +36, Search +17, Sense Motive Incorporeal Traits: Can be harmed only by oder 
15, Spot «47 al creatures, «1 or better 
s: Alertness, Blind-Fight, Combat Reflexes, Dodge, тарі weapons, or magic 
Expertise, Great Fortitude, Improved Initiative, Mobil 


ity, Spring Attack, Whirlwind Attack 
Epic Feats: blinding Spe 
Spellcasting Harrier, S 


Climate/ Terrain: An: 


ment: Always lawful evil 


Advancement: 36-42 HD (Large; 43-70 HD (Huge 
A shadow of the void is a manif of col 
се, the spirit of one c ed in the 


тз to be a 10-foor-tall 
of blight 


flames that crackle with cold energy. The 


cernible feature of a shadow of the void is its tw 
blue, piercing eyes. Shadows of the voi ual 
found far from the Material Plane, sometime 


The creatures known as winterwigh 


ally created by shadows of the void, though winter 
wights have also been creat 
miliches. Whenever a sha. 


nents because of their deadly blight 
Blightfire (Su): Living creature 


find themselves ignited w 


| ı0 chance ro ignore any damage from a corporeal 
face. Can pass through solid objects at will, and own 
Jes pass through armor. Always moves silently 
Undead Traits: Immune to poison, sleep, paralysis, 
fing disease, death, effects, necromantic effects, 
Pd affecting effects, and any effect requiring a Forti 
ave unless it also works on objects. Not subject to 
Bical hits, subdual damage, ability damage, ability 
ergy drain, Negative energy heals. Not at risk 
om massive damage, but destroyed at 0 hit 
ts ot less. Darkvision 60 ft. Cannot be raised: resur. 
fon works only if creature is willing 
{old Subtype: Immune to cold damage; takes double 
ме from fire unless а saving throw for half damage 
owed, in which case the creature takes half damage 
sucess and double damage on a failure 
(old Aura (Su): A t0-foot-radius spread cold aura sur 
eis shadow of the void. All creatures of the cold sub- 
inthe area (including the shadow of the void) are 
ий ıs if having turn resistance +6 (if undead) and fast 
Png 10. Creatures subject to cold damage take 2d10 
Чо damage each round they remain within the 


Undead (Fire, Incorporeal) 
Dice: 35412 (227 hp 
ve: +17 (+9 Dex, +8 Superior Initiative 
10 ft, Пу co ft. (good! 
M (-1 size, +9 Dex, 
Incorporeal touch +25 melee 
Incorporeal touch 2d6 plus blazefire 
each: s ft. by 6 fr/10 fe 
| Attacks: Blazefire, cr 


10 deflection, +20 insight! 


spawn, spell-lik 
Id traits incorporeal traits. turn 
е +6, fire subtype, heat aura, SR 36, DR 20/46 
Fort «13, Ref +20, Will +26 
s Str =, Dex 29, Con — Int 21, Wis 25, Cha 31 
Diplomacy +13, Hide +25, Intimidate 224, Intuit 
[коп +17, Listen «36, Search +17, Sense Motive 
Spr +47 
Alertness, Blind-Fight, Combat Reflexes, Dodge 
erise, Great Fortitude, Improved Initiative. 
МШ Spring Attack, Whirlwind Attack 
eats: Blinding Speed, Improved Combat Reflexes, 
lasting Harrier, Superior Initiative 
ае етай: Any 
ation: Solitary or gang (2-5 
ge Rating: 26 
None 
nent: Always lawful evil 
ment: 36-42 HD (Large); 43-70 HD (Huge, 
ie isa manifestation of white-hot malice, the 
fone condemned in the afterlife to an eternity of 


A shape of fire appears to be a 10-foor-tall incorporeal 
humanoid made of blazefire, white-hot flames that 
crackle with searing energy. The only discernible feature 
of a shape of fire is its two red, piercing eyes. Shapes of 
fire are usually found far from the Material P 
times accompanied by an lavawight or two 


COMBAT 

Shapes of fire prefer to close with their opponents 
because oftheir deadly blazefire. 

Blazefire (Su): Living creatures taking damage from 
a shape of fires incorporeal touch attack find them 
selves ignited with blazefire; white-hot, lambent 
flames cascade over their bodies, and they must suc 
ceed at a Fort save (DC 27) or permanently lose 10 hit 
points. The opponent must continue to save every 
round for the next 6 rounds (7 rounds total) to avoid 
being permanently drained of 10 more hit points each 
round, The shape of fire heals the same amount of 
damage whenever a creature is drained, gaining any 
excess hit points as temporary hit points. If the oppo: 
nent is slain by blazefire, only blackened ash remains 
of the victim 

Hit points lost to the blazefire never heal naturally 
and cannot be magically restored—they are gone fo 
good 

Create Spawn (Su): Any humanoid slain by a shape 
of fire becomes a lavawight in 1d4 rounds. Lavawights 
are under the command of the shape of бге that created 
them and remain enslaved until its death. They do not 
possess any of the abilities they had in life 

Spell-Like Abilities: 3/day 

Caster level 24th; save DC 20 « spell level 

Incorporeal Traits: Сар be harmed only by other 
incorporeal creatures, «1 or better magic weapons, or 
magic, with а 50% chance to ignore any damage from a 


fire storm, incendiary 


corporeal source. Can pass through solid objects at 
will, and own attacks pass through armor. Always 
moves silently 

Undead Traits: Immune to poison, sleep, paralysis, 
stunning, disease, death, effects, necromantic effects, 


mind-affecting effects, and any effect requiring a Forti 


tude save unless it also works on objects. Not subject to 
critical hits, subdual damage, ability damage, ability 
drain, or energy drain. Negative energy heals. Notat risk 
of death from massive damage, but destroyed at 0 hit 
points or less. Darkvision 60 ft. Cannot be raised; resur 
rection works only if creature is willing 

ire Subtype: Fire immunity, double dama 
cold except on a successful save. 

Heat Aura (Su): A 10-foot-radius spread heat aura 
surrounds a shape of fire. All creatures of the fire sub 
type in the area (including the shape of fire) are treated 
as if hav 6 (if undead) and fast heal 
ing 10, Creatures subject to fire damage take 2410 
points of fire damage each round they remain within 
the heat aura, 


Damage: Claw 3d6+18/19-20 (+146 on critic 
bite 446+9/19-20 
Face/Reach: 5 ft. by 10 f./10 fi. 
Special Attacks: Pounce, stunning roar 
Special Qualities: Blindsight 350 ft, DR 35/44 d 
п 60 ft, fast healing 25, low-light vision S 
scent; acid, cold, electricity fire, an 
S 


Large Magical Beast 


Saves: Fort +45, Ref +43, Will 
Hit Dice: 40d10+680 (900 hp 


Abilities: Str 47, Dex 45, бай 
2 Int 40, Wis 43, Cha 33 
rior Initiative Skills: Climb +19, НМД 
Speed: 90 f Jump +40, Listen +44, Mii 
AC: 44 (+15 Dex Silently +43, Spot +41 
natural Feats: Alertness, Cle 
Attacks: 4 claws +56 Dodge, Great Cla 
melee, bite +54 Great Fortitude 
proved Bull al 
Improved Gi 
al (bite) f 
proved С 
law), Impr 
Initiative, Iron Will, Lightning Reg 
Mobility, Multiattack, Power Af 
Spring Attack, Weapon Focus (ИШ 
Weapon Focus (claw 
Epic Feats: Blinding Speed (x7), Ov 
& Critical (claw), Superior Initiative 
Climate/Terrain: Any 
Organization: Solitary, pair, or pack (1-2 еее 


Initiative: +23 (+15 Dex, +8 Supe 


Damage: Claw 2d6+16/1 
hit), bite 4d6+8/19-20 
Face/Reach: 5 ft. b 

Special Attacks: Pounce, stun 

Spe 


Saves: Fort +41, Ref +39, Will +29 
Abilities: Str 42, Dex 40, Con 44, Int 35, Wis 
Skills: Climb +17, Hide +36, Jump +40, Liste 
Silently +35, Spot +3 

Feats: Alertness, Cleave, Dodge, С 

titude, Improv Rush, 1 

Improved Critical (claw), Im 

Will, Lightning Reflexes, M 

Skill Focus (Jump), Weapon F 


Treasure: Standard 
Alignment: Usually chaotic neutral | 


Advancement: 46-55 HD (Large); 56-65 HD (Hg 


Focus (claw 
Epic Feats: Blinding Speed (x4 
law), Superior Initiativ 


66+ HD (Gargantuan 


h is a four-legged predator of undispall 


Climate/Terrain: Ап y and unrelent 


Organization: Solita 


rush has the form of a lean carnivorous cat 


three-headed sirrus 
Challenge Rating: 24 
Treasure: Standard 
Alignment: Usual 
haotic neutral 
Advancement 
41-50 HD (Large 
51-60 HD (Huge 


61+ HD (Gargantuan 


agonlike scales instead of fur. It weighs 
und 650 pounds, with a col 


ration of mottled black 


THREE-HEADED SIRRUSH 
Large Magical Beast 

Hit Dice: 45810855 (1,102 hp 
Initiative: +25 (+17 Dex 
Speed: 120 f 

AC: 50 (41 

Attacks: 4c 


silver. Instead of a mane of hair it has a protective 
= plate, which shields its head and neck from oth 
we lethal blows; likewise, its dragonlike scales save 
fom the worst of any elemental effect. Oversized 
ors jut from its equally large mouth, and its talon 
claws leave no doubt that the creature is a fear 
fo. 
Tise-Headed Sirrush: The rarer, far deadlier three 
hie sirrushes dominate average sirrushes. Often. 
headed sirrushes lead packs of lesser sirrushes. 
rushes hunt anything, but specialize in hunting 
Bons though they are intelligent, and can ascertain 
ular dragon is too tough for them). A 
ough to feed a sirrush pack for a week, 
that doesnt necessarily stop them from hunting 
creatures for sport 
[rushes speak Sylvan and Draconic. 


nts and surreptitiously takes the 
ntial meal, it will stalk its prey for up 
acking with all-out fury. Because of its 
hit often uses the surprise round to loose its stun 
oat after which it pounces on its next action. А 
ahs so accomplished a carnivore that it can bite 
не all four of its limbs to attack its prey 
ете round as a full attack. 
inning Roar (Ex): Every 1d¢ 
li a sirrush can loose а sonic 
of such volume that it 
Sill creatures in a 60-foot 
Mor 1d4 rounds if 
fail à Fortitude 


е from 
that could nor- 
behead it, such asa 
Weapon. When a sirrush or three-headed sir 
Wald otherwise lose its head, it instead makes a 
lle saving throw (DC 10 + 1/2 HD of attacker = 
lir Str modifier). On a failed save, the sirrush’s 
lives its shoulders normally, but on a successful 


save, the sirrush is unaffected by the beheading. A sir- 
rush dies when beheaded: a three-headed sirrush goes on 
fighting until all its heads are lost (the only penalty it 
incurs is one or two fewer bite attacks when it makes a 
full tack 


Slaadi are well-known representatives of planes of 
unstable form and energy, though the more powerful 
white and black slaadi are less recognized. 

Like their lesser cousins, white and black slaadi are 
creatures of chaos, and somewhat resemble humanoid 
toads of terrible aspect. Some black and white slaadi 
have variant physical features (see Variant Slaadi in the 
Monster Manual 

All slaadi speak their own language, Slaad. White and 
black slaadi also speak Common, Celestial, and Infer 
nal, and in addition can communicate telepathically 


COMBAT 
Slaadi generally attack with their claws and bite. They 
relish melee combat but are savvy enough to use their 
summoning and other spell-like abilities to good effect. 
Blood of Chaos (Ex): Black and white slaadi 
are more in tune with the true principle of 
chaos than their lesser cousins. As such, 
black and white slaadi can summon 
forth the force of chaos to degrade 
and destroy that which they bite, 
spit upon, or touch. The chaos, 
once released, burns all sub. 
stances almost like acid. Even 
creatures protected against chaos 
such as by a magic circle against 
chaos spell, take half damage. 
Resistances (Ex): Black and 
white slaadi have acid, cold, elec 
tricity, fire, and sonic resistance 
20, Black and white slaadi are 
also immune to their own 
chaos attacks 
Summon Slaad (Sp): Slaadi 
can summon other slaadi 
much as though casting a 
т monster spell, but 
they have only a 
chance of success 
each time they 
HA f Roll d's and 
XV refer to the 
chance of suc 
cess given in 
the particular slaads description. On a failure, по slaadi 
answer the summons. Summoned creatures automati 
cally return whence they came after 1 hour. A slaad that 
has just been summoned cannot use its own summon 
ability for 1 hour. 


Hit Dice: 
Initiative 
Speed: 
AC: 
Attacks: 
Damage: 


Face/Reach: 
Special Attacks: 


Special Qualities: 


Saves: 
Abilities: 
Is: 


Feats: 


Epic Feats: 
Climate/Terrain: 
Organization: 


White Slaad 

Large Outsider (Chaotic) 

HD 2448+312+20 (440 bp) 

+12 (+8 Dex, +4 Improved Initiative 
Er 

40 (+8 Dex, -1 size, +23 narural 

2 claws +36 melee, bite +34 melee; 

‘or chaos spittle +31 ranged touch 

Claw 52613, bite 2410+6 plus chaos bite 
chaos spittle 8d4 

Sft by 5 ft/10 ft. 

Chaos spittle, spell-like abilities, 

summon slaad, stun, weapon breaker 
Fast healing 15, DR 35/«5, resistances, 
alternate form 

Fort +27, Ref +22, Will 

Str 36, Dex 26, Con 37, Int 26, Wis 27, Cha 27 
Balance +39, Climb +40, Diplomacy +12, 
Escape Artist +35, Hide «31, Jump «44 
Knowledge (arcana) +35, Knowledge 
local) +23, Knowledge (the planes) +35, 
Knowledge (religion) +26, Listen +35, 
Move Silently +35, Search #35 

Sense Motive +35, Spot +35, Tumble +39 
Dodge, Improved Initiative, Multiattack, 
Power Attack, Sunder 


Blinding Speed, Epic Toughness 
Any land and underground 
Solitary or pair 


Challenge Rating: 24 


Treasure: 
Alignment: 
‘advancement 


Double standard 
Always chaotic neutral 
25-29 HD (Large); 30-44 HD (Huge 


Black Slaad 

Huge Outsider (Chaotic) 

2945-406 (536 hp) 

410 (+2 Dex, +8 Superior Initiative) 

зов. 

48 (+6 Dex, ize +34 natural) 

2 claws +43 melee, 4 rongues +42 mel 

or +33 chaos spittle ranged touch 

Claw 5d8+16, tongue 10d4/19-20 chaos 
chaos spittle 20d4 

10f by 10/15 ft. 

Chaos spittle, chaos touch, spell-like Ы) 
summon slaad, stun, weapon breaker 

Fast healing 30, DR 45/+7, resistances, 
alternate form, darkvision 320 ft, 

Fort +30, Ref +22, Will +26 

‘Str 42, Dex 22, Con 38, Int 29, Wis 30, 
Balance +42, Bluff +42, Diplomacy «18, 
Escape Artist +38, Hide +30, Intimidate й 
Jump +52, Knowledge (arcana) +41, 
Knowledge (local) «41, Knowledge (the. 
planes) +41, Knowledge (religion) «4t ШШ 
+42, Move Silently 438, Scry + earch i 
Sense Motive +42, Spot +42, Tumble 42 
Cleave, Improved Critical (tongue) m 
Initiative, Multiattack, Power Attack, 
Weapon Focus (tongue) 

Superior Initiative 

Any land and underground 

Solitary or pair 

25 

Double standard | 
Usually chaotic neutral (sometimes chao 
30-45 HD (Huge); 56-70 HD (Gargantua) 


Most slaadi do not use this ability lightly, since they are 
generally distrustful and fearful of one another. In 
general, they use it only when necessary to save their 
own lives. 


SLAADI CHARACTERS 


Slaadi rarely have the focus to devote themselves to a 


character class. White slaadi sometimes train as fighters 
and black slaadi sometimes train as clerics (and are ru. 
mored to serve, and possibly worship, the enigmatic 
Slaad Lords 


WHITE SLAAD 

A death slaad (see the Monster Manual) that survives 
for more than a century retreats into isolation for at 
least a year. It returns as a larger, stronger form of 
slaad—the white—and devotes most of its time and 
attention to the study of yet more lethal art. A white 
slaad is as pale as snow, seeming to glow in even the 
dimmest light 


Combat 
A white slaad may wield а magic weapon if it can find 


one of sufficient power to compete with its fea 
natural abilities. 

Stun (Ex): A white slaad can make an at 
though it had the Stunning Fist feat (see Chapters 
the Players Handbook) nine times per day The Fori 
save DC is 30. 

Chaos Bite (Ex): On a suc 
slaad deals an additional 804 р 
Unless the chaos infecting the wound is somehow 
tralized, it deals another 4d4 points of chaotic ding 
every subsequent round for 9 rounds. 

Chaos Spittle (Ex): A white slaad can spit a gf 
chaos at any target it can see within 60 feet as a ral 
touch attack, The chaos deals 10d4 points of chi 
damage (no splash damage). Unless the chaos sso] 
how neutralized, the glob deals another 544 point 
chaotic damage every subsequent round for 9 rol 

Weaponbreaker (Ex): When a white slaad ust | 
Sunder fea, it rolls damage twice and takes the high 
the two rolls as the roll to break the weapon. 

Spell-Like Abilities: At will—animate objects a 
of death, chaos hammer, cloak of chaos, deeper dark 
dispel law, fear, finger of death, fireball, fly, greater dili 


My improved invisibility, magic circle against law 
sit, power word blind, power word kill, se invisi 

iter, teleport without f chaos; 1/day— 

apter 2). Caster level 21st 

+ spell level 

Mernate Form (Su): A white slaad can shift 
ents natural form and any humanoid form at will 

базага action. 

йе sland can remain in humanoid form indefi 
The ability is otherwise similar to alter self cast by 

Ваен caster. 

фп Slaad (Sp): Three times per day a white slaad 
Mempt to summon 2-4 gray slaadi (01-20 fails, 

EI succeeds), or 1-2 death slaadi (01-60 fails, 

Hio succeed 

[eprhy (Su): White slaadi can communicate te 
ally with any creature within 100 feet that has a 
це 


(КААР 
ite slaad that survives f 
fs into isolation for at least a year. It returns as a 
of slaad—the black. The power of 
Hick slaad eclipses that of some abominations and 
ofthe oldest wyrms. A black slaad is a blot of dark 
4 fo1d-shaped-void from which only two evil stars 
Ihe gleam, 


more than a century 


Жз fights in deeper darkness, beca, 
f such conditions while most other crea 
gan not. The black slaad has a 15-foot 
prehensile tongue split into equal 
hs, allowing it to make four me 
Macks per round, It always uses 
he кп ability to see past an oppo 
use of invisibility, blur and dis 
inl or similar ruses, 
Jun (Ex): A black slaad can make 
fick sf t had the Stunning Fist 
see Chapter 5 of the Players 
pik) eleven times per day 
rinde save DC is 34. The 
Nud can stun with its 
из as well as its claws, 
[flus Touch (Ex): On a 
Gul tongue melee at 
ll ihe «оза deals 10d4 
fof chaotic damage. 
S the chaos infecting 
found is somehow neu. 
Ii it deals another 
points of chaotic 
ie every s 
| round for 


can see within 120 feet as a ranged touch attack. The 
chaos deals 20d4 points of chaos damage 


damage). Unless the chaos is somehow neutralized. 


» splash 


the glob deals another 10d4 points of damage every 


equent round for 11 rounds. 
Wesponbreaker (Ex): When a black slaad uses its 
Sunder feat, it rolls damage twice and takes the higher of 
the two rolls аз the roll to break the weapo 
Spell-Like Abilities: At will—animate objects, circle of 
th, chaos hammer, cloak of chaos, death knell, deeper dark 
pel law, fear, finger of death, fireball, ly greater dis 
pelling, identify, impro 


d invisibility, lightning bolt, m. 


circle against law, plane shift, power word blind, power и 
teleport without 
error, word of chaos; 1/day—implosion, peripety, ruin, spell 
worm (see Chapter 2). Caster level 25th; save DC 20. 
spell level. 

Alternate Form (Su): A black slaad can shift between 
its natural and any humanoid form at will as a standard 


kal, protection from la, see invisibility, hatte 


A black slaad can remain in humanoid form indefi 
rely. The ability is otherwise similar to alter self cast by 
a 21st-level caste 
Summon Slaad (Sp): Three times per day a black slaad 
can attempt to summon 2-4 death slaadi (01-20 fails, 
21-100 succeeds), or 1-2 white slaadi (01-60 fails, 
61-100 succeeds 
Telepathy (Su): Black slaadi can communicate tele. 
pathically with any creature within 
100 feet that has a language 


A LAL 
Gargantuan Magical Beast 

Hit Dice: 34410+408 (595 hp. 

Initiative: +27 (+19 Dex, +8 
Speed: 100 ft 

AC: 44 (+19 Dex 

Attacks: 2 claws «44 melee 
plus poison 

Face/Reach: 2 

бло 
Special Attacks 

Tounce, improved 
Special Qualities: SR 34, DR 
Saves: Fort +31, Ref +38, Will 
Abilities: Str 32, Dex 48, Cor 
14, Wis 32, Cha 19 
Skills: Hide +19, Liste 


31, Spot 
Feats: Improved Initiative, Weap 
Weapon Focus (claw), Weapon Finesse 
Epic Feats: Superior Initiative, Epic W 


bite), Epic Weapon Focus (claw 
Climate/Terrain: Any tempe 
Organization: Solitary or ps 
Challenge Rating: 24 

Treasure: None 

Alignment: Always neutra 
Advancement: 35-68 HD (Gargant 


Tayellahs are lone hunters of supern 

A tayellah is а massive feline creaui 
gargantuan, black, three-headed lynx, it 
tall at the shoulder. Its pupilless eyes shin 
«Шом It sports a tentaclelike tail th 
stinger. It i us in the ex 
stalk and pounce on its surprised p 
the most savage of wil 
ial Plane. Some of their favorit 


COMBAT 
The tayellah prefers t 
hide and jump to its advantag 
ture that proves а threat, a 
at bay with its great agility and stinging ta 

Poison (Ex): Sting, Fort save (DC 39. 
indary damage 2d10 temporary Cc 
Pounce (Ex): If a tayellah leaps upon 


the first round of m 


Improved Grab (Ex): To use this ability he ml 
with two of its claw attacks. 1f it gets al 
Rake (Ex): A tayellah tha geal 
can make two additional 
attacks (+44 melee) with 
mally only uses fori 

dealing 4d6 


— — ТНОЕСІАЎЙ 
Medium-Size Aberration 

Hit Dice 

Initiative 
Speed: 70 
AC: 42 (+14 Dex, +18 natural 
Attacks 


Damage: Forelimb 0 plus ability drain, antenna (gg 


29d8«348 (478 hp) 
14 Dex, +8 Superior Initiative 


forelimbs +36 melee touch, 2 antennae 


Face/Reach: 5 ft. by s ft/s ft 
Special Attacks: Ab 
Special Qualities: 

SR 34, fire resistance 30 
Saves: Fort +21, Ref +25, Will «25 
Abilities: Str 22, Dex 38, Con 34, Int 25, Wis 29 Chil 
Skills: Bluff +30, С п 

Hide +24, Intimidate +12, Listen +27, Move Sie 
Feats: Al 


drain, energy 
6, darkvision 


centration 432, Di 


ess, Combat Reflexes, Dodge, Expert 
ved Disarm, Improved Initiative, Light 
exes, Mobility, Spring Attack, Weapon Fina 
elimb), Weapon Finesse (antennae), Мей 
Epic Feats: Blinding Speed, Si 
Climate/Terrain: Any 
Organization: Solitary, pair, or infestation (47 
Challenge Rating: 22 


ior Initiative 


ure: Standard 
piment: Usually neutral 

cement: 30-36 HD (Medium-size 
ше) 


42 HD 


[rciasids are the ultimate parasite, preying on the 
Me force of all other creatures. 

Mborciasids are insectoid creatures. Like a particu 
Û lean (and monstrously large) cockroach, a thorci 
is quick, multilimbed, and the color of burnt wood. 
кие about on four hind limbs, using two fiendish 
limbs and two writhing antennae to deliver life 
ing attacks, 

Thorciasids can be found anywhere, but usually 
fer dark, shadowed parts of the area they infest. 
[|risids sometimes cocoon their prey against future 
А hiding them away in large, multichambered, 
ingly hidden nests built on the undersides of 
lings, clifsides, sewers, very large seagoing or 
hir going craft, or other even more surpris 

кїзї» speak Common, Elven, 
and Giant 


BAT 


инд» are amazingly 


Kombat, If 
latches a 


coon ability to tether the foe in place. If facing 
foes, it might tether a foe in place in order to 
tmirite its ability-draining and energy-draining 
ouch attacks on others, then return to the origi. 
eto finish the cocooning process. During standard 
t à thorciasid always makes full use of its Spring 
Bil fat in order to keep its foes moving around, 
ly if t can mov 
eda trap (which is possible if the fight is taking 
Eha thorciasid nest 
[кооп (Ex): A thorciasid can eect a stream of nox 
po that hardens on contact, potentially fixing a 
tin place and hindering its movement and 
fx Using a standard action, the thorciasid makes 
el touch attack against any foe it can see up to 
away. If it succeeds at the ranged touch attack, 
[Eject makes a grapple check against the cocoon 
accomplished as if the thorctasid itself were 
the grapple check with a competence bonus of 
бка total check modifier of +37. On a failed 
forthe subject, the goo hardens into a partial 
and the victim is treated as if grappled (even 


a foe into an area where it has 


though the thorciasid is free to do as it desires), The 
subject can attempt to break the grapple of the cocoon 
or use Escape Artist) each round, making an opposed 
grapple check against the cocoon (check modifier +37 
for the cocoon 

A thorciasid can reinforce a partial cocoon by spend. 
ing a standard action secreting additional goo. Each 
action so spent provides an additional +5 to the 
cocoonis grapple check modifier. Visually, the victim 
becomes more and more covered and is finally com 
pletely encased in a cocoon. Even fully encased victims 
can still breathe, and a thorciasid can drain a victims 
life force аг its leisure. 

Ability Drain (Su): On a successful melee touch 
attack with a forelimb, the thorciasid permanently 
drains td4+1 points of Strength, 1d4+1 points of Des: 

terity, and 1 point of Constitution from the vic 

tim, The thorciasid regains 20 lost hit 

points with each successful 

ability drain, 

Energy Drain 

(Su): On a suc 

cessful melee 

touch attack. 

with an an. 

tenna, the 

thorciasid 

gives the vic 

tim one negative 

level. Each nega 

tive level bestowed 

upon a victim gives the 

thorciasid +1 bonus to 

its Constitution that 

lasts for 24 hours. The 

tive levels similarly last for 

24 hours, at which time the victim must make a Forti 

tude saving throw (DC 34) to avoid level loss. A combi 

nation of the thorciasids ability drain and energy drain 

abilities provides the creature all the "nutrition" it 
needs to survive 


Colossal Outsider 

Hit Dice: 70d8+700 (1,015 hp. 
Initiative: +0 

Speed: 150 ft 

АС: 58 (-8 size, +32 natural, +24 in 
Attacks: Colossal + «72 melee; 
5 javelin +70/+65/+60/+55 ranged 
lossal +5 warhammer 4d8430/19-20 (+246 
javelin 241092: 


or Colossal 
Damage: С 
on critical hit); or Colossal + 

Face/Reach: 40 ft. by 40 ft/25 ft 
Special Attacks: Spell-like abilities, spells 

s: DR 45/+7, SR 40 

Ref +37, Will +50 
Abilities: Str 45, Dex 10, Con 31, Int 33, Wis 37, 


Skills: Concentration +43, Craft (any ten) «44, Deci- 
pher Script +44, Diplomacy «45, Gather Information 
+41, Knowledge (arcana, religion, plus any twenty 
others) +44, Listen +46, Sense Motive «46, Speak 
Language (any ten), Spellcraft +44, Spot +46 

Feats: Blind-Fight, Cleave, Expertise, Gr 
Improved Critical (warhammer), Improved Critical 
javelin), Power Attack, Silent Spell, Still Spell, Sunder, 
Weapon Focus (warhammer), Weapon Focus (javelin 

Epic Feats: Devastating Critical (warhammer), Epic 
Spellcasting, Epic Weapon Focus (warhammer), Epic 
Weapon Focus (javelin), Overwhelming Critical 
warhammer), Polyglot 

Climate/Terrain: Any 

Organization: Solitary 

Challenge Rating: 30 

Treasure: Standard 

Alignment: Always neutral 

Advancement: 71-140 HD (Colossal 


н Cleave 


Elder titans are the brooding, primeval forefathers of 
titans—massive, ponderous beings who have sunk 
deeply into contemplation of the workings of the uni 
verse to the exclusion of almost all else 

Eons older than their smaller counterparts, elder 
titans stand 75 feet tall or more, wei 
400,000 pounds. Each one has a unique, not necessarily 
totally human, appearance, Because of their cerebral 
mature, elder titans are acutely withdrawn, taking up res 
idence in the farthest corners of the mul 
places inhospitable to most others 
unlikely to 


ng close to 


verse, desolate 

re they are 
disturbed. Each has taken on many char 
of the very environment in which he dwells, 
allowing his body to alter over time as he becomes a very 
part of that place. Because of this, elder titans tend to 
customize their special abilities to adapt to their envi 
ronment, although they are not considered to be a sub 
type associated with that environment. 

Hidden away in their elemental lairs, elder titans 
spend the majority of their time either thoroughly set 
tled into the depths of their own minds, or magically 
combing the planes in search of obsc 
Elder titans are sometimes inaccurately perceived as 
less cognitive or even less intellig 
lively cousins, but the truth is that elder titans have 
simply moved beyond the joys of physical existence 
and revel now almost exclusively in the pleasures of 
the mind. They may be less physically aware of their 
immediate surroundings, but they perceive well 
enough, for they consider the multiverse to be their 
library, a place to garner knowledge for knowledge’ 
own sak 

Thou 


knowledge. 


than their more 


secretive with his knowledge, an elder 
titan seldom welcomes disturbances to his contempla 
tions. It is, in fact, difficult even to get the attention of 
one of these beings, so deep in thought is he. Even after. 
he is brought out of his reverie, an elder titan is slow to 
react, both because he is loath to leave his thoughts half 


finished and because he is carefully analyzing di 
data. Once riled, he is a formidable foe, acutely 
tive of his surroundings and enjoying an almost 
cognitive understanding of battle tactics, an 
throws himself into eliminating disturbances 
and efficiently 

Elder titans have devoted so much time toe 
of knowledge that they can speak and read any 

such is the power of the Polyglot feat they 
though it is as likely as nor that they will ignore 
mundane intrusions as mere words for the sake olf 
ponderous reflecting, 

Every few millennia, an elder titan rouses hi 
find another of his kind for companionship, weil 
practice, or some other enjoyable activity. This 
almost always takes place on some desolate and fe 
less plane where distractions are minimal 


COMBAT 
Elder titans have not completely forsaken thet 
nections with their smaller counterparts, andi 
fight with massive warhammers and stout и 
just as titans do. In combat, the tactics an eld 
uses depend largely on environment, In wide 
spaces, an elder titan uses his fly spell-like abl 
get up into the air and hurl javelins and otherg 
like effects at enemies, In close quarters (relat 
speaking), he will rain heavy blows down on НЙ 
with his warhammer, 

An elder titan tends to use his spell-like ЫМ) 
ways that reflect his favored environment. Thus and 
titan who has chosen to dwell deep beneath thes 
of the ocean has used alter self to change into aya 
breather, while one whose lair is in the heart of ola 
utilizes protection from elements to resist the great 
Likewise, one will favor fog cloud in combat while 
other prefers produce flame 

In any event, an elder titan enters true combat ail 
sole purpose of quickly and efficiently eradicating 
sances, eliminating persistent distractions to hil 
ies. Whether an elder titan kills his foe or merely dia 
it away is inconsequential, so long as the result oli 
fight is a return to peace and quiet 

Spell-Like Abilities: At will 
diveomer, commune with тайып 
freedom of movement, fly, fog 


alter self, аш 
wre critical wounds о 
ud, produce flame, pr 


from elements, read magic, remove curse, sanctuary sei 
speak with animals, soften earth and stone, speak with la 


summon monster V1, teleport without error, wind Wi 
3/day—antilife shell, astral projection, contact other pig 
greater dispelling, greater тут, visit purge, plan 
Caster level 29th; save DC 18 + spell level 

Spells: An elder titan can use arcane spells as 1 
level wizard or divine spells as a 29th-level cleri fgg 
the cleric list and from the Knowledge and Mig 
domains. He will also possess the knowledge of tja 
three epic spells and the means by which to dep 
them, though he may not have done so himself 


bssal Plant 
Dice: s0d8+800 (1,025 hp) 


41 (-1 Dex, -8 size, +40 natural 
2 slams +49 melee 
е: Slam 106519/19-20 
each: 40 ft, by 40 ft/25 fi 
I Attacks: Animate trees, trample, triple damage 
inst objects, spelllike abilities 
Qualities: Plant traits, alf damage, SR 29, DR 
m 
is Fort +45, Ref «17, Will +33 
т 48, Dex 8, Con 42, Int 19, Wis 33, Cha 35 
Diplomacy +14, Hide -12*, Intimidate «32 
Hoowledge (any one) «14, Listen +43, Sense Motive 
DI Spot +23, Wilderness Lore +22 
Alertness, Great Fortitude, Improved Critical 
lim), Improved Initiative, Iron Will, Lightning 
exes, Power Attack, Weapon Focus (slam, 
Feat: Epic Will 
te/Terrain: Any forest 
nization: Solitary or with grove of treants 
lenge Rating: 25 


pment: Always neutral good 
cement: 51-150 HD (Colossal 


Ireants are huge varieties of living trees, sentient 
ins that look like the largest trees known, such as 

nt redwood sequoia, 

fil by nature, elder treants combine features of 
йе and humans, Like their smaller counterparts 
treats hate evil and the unrestrained use of fi 
dering themselves guardians of both trees and tre 
lke They are massive and ponderous, very slow to 

{изу acting with deliberation and purpose. 

treants, elder treants speak the language of tre 

ls Common and Sylvan. 


BAT 


ns rely engage in combat themselves, preferring 
А for danger from their great heights and sum 


bg other creatures to aid them. 
(Sp): An elder treant can animate tre 
in s00 feet at will, controlling up to six trees at a 
Ittakes a full round for a normal tree to uproot 
Thereafter it moves and fights as a treant in all 
al respects. Animated trees lose their ability to 
ifthe elder treant who animated them is incapaci 
lor moves out of range. 

ple (Ex): An elder treant can trample Gargan- 
lesmaller creatures for 8420-40 points of damage. 
ents who do not make attacks of opportunity 

the elder treant can attempt a Reflex save (DC 
halve the damage. 


Triple Damage against Objects (Ex): An elder 
treant that makes а full attack against an object or struc 
ture deals triple damage. 

Plant Traits: Immune to poison, sleep, paralysis, stun: 
ning, and polymorphing; not subject to critical hits or 
mind-affecting effects. 

Half Damage (Ex): Whenever an elder treant takes 
hit point damage, it only takes half the damage indi 
cated; its woody form just doesn't feel damage like 
flesh would. 

Skills and Feats: Elder treants receive skills and 
feats as though they were fey. "They have a +24 racial 
bonus on Hide checks made in forested areas. 

Spell-Like Abilities: At will—animal messenger 
control plants, speak with plants, stone tell; 3/day—heal 
ing circle (plants only), plant growth, sunburst, wall of 
thorns; 1/day—shambler. Caster level 23rd; save DC 2: 
+ spell level 


Hit Dice: 57d10 (313 hp) 

Initiative: +10 (Dex 

Speed: Fly 90 ft. (perfect 

АС: 40 (+10 Dex, +20 natural 

Attacks: Disintegrating touch +42 melee touch 

Damage: sdé plus disintegrating touch (Fort DC 38 

Face/Reach: 5 ft. by s ft/s ft 

Special Attacks: Disintegrating touch, vortex 

Special Qualities: Blindsight 200 ft, construct traits, 
fast healing 10, planar travel, SR 44; acid, cold, elec 
tricity, fire, and sonic resistance 30 

Saves: Fort +19, Ref +29, Will +29 

Abilities: Str 10, Dex 30, Con -, Int 20, Wis 30, Cha 30 

Climate/Terrain: Any 

Organization: Solitary 

Challenge Rating: 32 

‘Treasure: None 

Alignment: Always neutral 

Advancement: 58-63 HD (Medium-size); 64-79 HD 
Large); 80-95 HD (Huge); 96-171 HD (Gargantuan) 


A hovering sphere of absolute void, an umbral blot 

sometimes called a blackball) is an extraordinarily 
dangerous opponent to any who come into contact 
with i. 

When at rest, а blackball appears exactly like an over 
large sphere of annihilation, a sphere of utter darkness. In 
fact, sometimes one will be encountered by an arcane 
caster armed with a talisman of the sphere, who com 
mands it in the mistaken belief it is merely a sphere of 
annihilation and not the far more dangerous creature it 
actually is. The umbral blot sometime chooses to obey 
its pseudo-master for a time, before turning on her at 
the most inopportune time and disintegrating her for 
her presumption. 


Spell Immunities (Ey 
addition to the spi 
n umbral blot iri 


'ecromantic effects, and 
titude save unless it also мой 
ge (though regeneration 
sent), Not subject 
amage, ability dam 
of death from п 
when reduced to 0 hit po 


VU M 
Disintegrating Touch (Ex): An агре Outsider (Evil 
hat comes int 1 with a bla Hit Dice: 38d8+6 
n Initiative: «14 Г 
Speed: 80 f 
AC 
Attacks: Н, 
Damage 


Face/Reach: s ft. by sft/1 
Reme ded or held obj Special Attacks: Confusion aur 
Vortex (Ex): Somer finds Special Qualities: Blindsight 500 ft, DR 25 


ves: Fort +40, Ref +37, Will +4 

ities: Str 39, Dex 38, Con 44, 

fills: Alchemy +57, Balance +18, C xc 

ation +58, Diplomacy +22, Escape Artist 
SL, Intimidate +59, Jump +59, Knowledge (arcana 
логу, local, nature, religion, the planes, undead 

#7, Listen «55, Move Silently «55, Scry +57, Sear 

Sense Motive +55, Spellcraft +57, Spot +55, Sw 

$5 Tumble +59 

jute Combar Casting, Combat Reflexes, Impn 

jal head spike) Lightning Reflexes 

hic Feats: Epic Reflexes, Improved Combat Refl 
Spell Stowaway Tenacious Magi 
Jinacious Magic (displacement), Tenacious Mag 
ute/Terrain: Any 

Bpnization: Solitary, pir, or madness (3 

(Меле Rating: 

fune: Standard 

lament: Usually 

Buil evil 


incement: As character class 


sofa realm far removed from the 
verse sometimes infect our 
An uvuudaum is a 
a distant real 
atthe rules of proper dimen 
Bs of matter and though, it is 
thle to behold. 
игит is a humanoid 
[pre with two standard 
Bin arms that p 
the torso where ex 
Be, but whose lower body 
arms instead of legs, 
йч spiderlike below it 
iuh loose clothing 
ы drapes its gro 
iit legs). The real 
fis the taillike ap- 


це replacing what 
libe a head on a 


beyond the planes 
ingly rem tandard pla 
abide in this fa 
whisper awful truths to tl 
lun: partake in and are part of this 


uvuudaum may be 
aura. Foes that can hold onto. 
the spell-like abilities an шуш: 

ho enter melee with an шуш 

ke, which deals consid: 

n to Wisdom drain. An 


Confusion Aura (Su): T ty operates contin 
uously, as the con but with a 30-foot 
Potential vict make a Will save (DC 


¢ affected by the aura can 
л. Once it has successfully resis 
subject remains immune tc 
Wisdom Drain 
(Su): This effect 

ints when the crea: 

ture hits with its head spike 


subject's head, causing 
the Wisdom drain 

The creature regains 
5 lost hit poir 
ot 10 o 


whenever 
it drains Wis 
dom, gaining an 
excess hit points 
y hit points, 


n with a Fortitude 


Spell-Like Abilities: At will—confusion, dimensio 


Regeneration (Ex): Uvuudaums take normal dam- 
age from holy weapons, cold, and fire 


—— — —VERMIURGE 


Large Aberration 

Hit Dice: 4248546 (735 hp) 

Initiative: +11 (+7 Dex, +4 Improved Initiative 

Speed: 50 ft, Пу 90 f (perfect 

AC: 40 (+3 Dex: 

Attacks: Sting +43 melee, 4 pincers +41 melee, bite 
+40 melee 

Damage: Sting 1d6+12/19-20 plus poison, pincers 
2d8+6/19-20, bite 346+6 plus poison 

Face/Reach: 5 fr. by 10 ft./10 ft. 

Special Attacks: Aura of doom, concealing aura, 
frightful presence, poison, spell-like abilities 

Special Qualities: DR 30, 
healing 10, immune to all mind-affecting effects, 
low-light vision, SR 34; scent 

Saves: Fort +27, Ref +21, Will +38 

Abilities: Str 34, Dex 25, Con 36, Int 18, Wis 40, Cha 44 

Skills: Heal +19, Hide +19, Jump +32, Knowledge 
nature) +24, Listen +37, Move Silently +27, Spot +33 

Feats: Alertness, Cleave, Combat Reflexes, Dodge 
Great Cleave, Improved Bull Rush, Improved Critical 
pincers), Improved Critical (sting), Improved Initia 
tive, Multiattack, Power Attack, Weapon Focus (pin: 
cers), Weapon Focus (sting! 

eats: Blinding Speed 
rain: Any 

Organization: Solitary 

Challenge Rating: 24 

Treasure: Standard 

Alignment: Usually lawful neutral 

Advancement: 43-52 HD (Large) 
53-70 HD (Huge) 


1 size, +24 natural 


If the stinging beetles, 
scorpions, and other 
deadly insects have 
gods, they are ver 
miurges 

А vermiurge is al 
ways surrounded by 
an aura of swarming 
insects, preventing easy 
viewing of the core crea 
ture. Beneath the aura is a 
10-footlong body resem 
bling that of a scorpion 
except for an extended 
flexible thorax thar 
holds an additional set 
of pincers, Dragonfly 
wings grace a vermi 
urge’s back, allowing 
the creature to fly 


These creatures are usually content to wander mail 
lands, deserts, and grassland steps, communing fl 
the desolation and the few representatives of til 
lesser kin they might encounter. Sometimes, or 
sons not entirely clear, a vermiurge moves into mal 
populated, verdant lands, leaving pestilence and dei 
in its wake. 
Vermiurges speak Terran, 


COMB. 
The single most terrible aspect of a vermiurge is iva 
of doom ability, which it uses to lethal effect. 

Aura of Doom (Su): A vermiurge is consti 
affected as if by a crown of vermin spell (see Chap 
cast by a 42nd-level caster. As per the spell, а vein 
may completely suppress the aura of insects as dsl 
A vermiurge’s aura of doom constantly replenii] 
itself at a rate of 200 vermin per round (unlimited di 
tion). When vermin die off either by being slain oil 
dealing damage to another creature, the aura doe 
permanently collapse, even if all the vermin are lanl 
if all 1,000 vermin deal their damage in 1 round 
soon as any vermin are replenished, they ри 
normally in the crown of vermin effect. 

Concealing Aura (Ex): ts aura of doom consul 
provides a vermiurge with nine-tenths concealment 
all attacks made against it have a 40% miss chance, 

Frightful Presence (Su): This ability takes ell 
automatically when the vermiurge first engageil 
aura of doom. It affects only opponents with беке 
Dice or levels than the creature has. The affected i 
ture must make а successful Will save (DC 4 fj 
become shaken. Success indicates that the ta 

immune to that creatures frightful presen 


for one day 
y 


ison (Ex): Sting or bite, Fort save (DC 44); initial іо forgotten citadels decaying on the Astral Plane or 
page 146 temporary Con, secondary атар, the Negative Energy Plane. Extremely powerful liches, 
porary Con. vampires, and demiliches sometimes gain winterwights 
as temporary allies 
Winterwights speak Common and Infernal 


ize Undead (Cold) COMBAT 
Восе: 32412 (208 hp A winterwight likes to use its claws and skull butt on 
lative: +12 (+8 Dex, +4 Improved Initiative s, attempting to immerse them in blightfire. 
d: co f Rend (Ex): If the winterwight hits with 
46 (98 Dex, +28 natural f its claws, i latches onto the oppo: 
leks: 2 claws +40 melee, skull butt nent’s body and tears the flesh. This 
lee attack automatically deals an addi 
ge: Claw 3d8:21/19-20 tional 6d8+31 points of damage 
sidéon critical hit) plus blight Blightfire (Su): When a winter. 
sll burt 246+10 plus blightfire wight deals damage to a living oppo: 
Reach: 5 ft. by $ f/5 fe nent, a night-black flame begins 
lal Attacks: Rend 6d8+31 to burn on the opponents bo 
е, spell-like abilities If che opponent fails a Fortitude 
al Qualities: Undead traits, save (DC 35), it takes 4 points of 
ali subtype, cold aura, SR 34, permanent Constitution drain, 
Ху», icy hardness The opponent must continue 
ils; Knowledge (undead save every round for the 
bi Listen +36, Spot +38 next 4 rounds (5 rounds total) to 
Cleave, Improved Critical avoid being permanently drained 
fiw), Improved Initiative, of an additional 4 points of Con: 
bier Attack, Weapon Focus stitution per round. The crea 
i. ture regains 10 lost hit points 
Feats: Overwhelming Crit whenever it drains 4 points с 
азы) Blinding Speed, Epic Constitution, gaining any 
Ripon Focus (claw excess hit points as tempo 
is Fort +10, Ref +14 rary hit points. If the oppo: 
nent is slain by blightfire 
nly icy fragments of the 
etû Wis Spell-Like Abilities: 
Cha 28 At will—cone of cold, con 
тег. trol weather, dimension 
pnization ball), sleet storm (a winter 
wight is immune to the 
effects of a sleet storm spell 
Г е. Caster level 23rd 
iment: Always chaotic evil save DC 19 + spell level 
hncement: 33-42 HD (Medium-size); 43-55 HD Undead Traits: Immune to 
ue on. sleep, paralysis, stunning, dis 
death, effects, necromantic effects, 
his are horrors of death wrapped in ice р fects, and any effect requiring a Fort 
appear as humanoid skeletons tude save unless it also works on objects. Not subject to 
k skin of ice. The ice serves a winter с hits, subdual damage, ability damage, ability 
йв frigid “flesh” and does not hamper its move y drain. Negative energy heals. Not at 
any way. Huge shards of jagged ice depend death from massive damage, but destroyed at 0 
ind finger, serving as claws. Only the skull of a hit points or less. Darkvision 60 ft. Cannot be raised 


fight is free of ice; a corona of ebony flame ection works only if creature is willing 

there like a crown. Cold Subtype: Immune to cold damage; takes 
бетк are the creation of a legendary dem le damage from fire unless a saving throw for half 
Eo sought the limits of necromantic power. isallowed, in which case the creature takes half 
li winterwights are few, and generally trapped damage on a success and double damage on a failure 


Cold Aura (Su): A 10-foot-radius spread cold aura 
surrounds a winterwight. АП creatures of the cold sub- 
type in the field (including the winterwight) are treated 
as if having turn resistance +6 (if undead) and fast heal 
ing 10. Creatures subject to cold damage take 2410 
points of cold damage each round they remain within 
the cold aura 

ey Hardness (Ex): The winterwight’ icy skin pro 
vides it with damage reduction 10/— The winterwighrs 
standard damage reduction of 20/46 does not stack, but 
overlaps with, this icy hardness damage reduction. How 
ever, even when its standard damage reduction does not 
apply, this 10/- does. 


a mask. Those who have encountered one presi 
invariably recognize the claylike, earthy smell 
accompanies it. 

The process of becoming a worm that wall 
unpredictable, and occurs spontaneously when nl 
arcane spellcaster with great force of personality 
{shes with a head full of prepared or uncast sell 
sentience passes into the blind, mindless wormed 
gnaw the charnel clay, enabling him to walk apis 
mew guise 

А worm that walks rarely speaks, although it wi 
knowledge of all languages it knew in Ме, as wella 
it has learned since. All vermin of the type that com 
its form obey its silent commands without фе 


—WORM THAT WALKS сомвлт 


Medium: 
Hit Dice: 


ize Ooze 
1D 23d10 + 46 + 10 (297 hp) 

8 (+4 Dex, +4 Improved Initiative: 
зой. 
+4 Dex, +8 bracers, «3 ring, +2 amulet, «20 insight 
+4 staff +15/« 

4 staff idest 


Attacks 

Damage: 

Face/Reach: 5 ft by 5 ft/s f. 

Special Attacks: Spell-like abilities, engulf, frightful 
presence 

Special Qualities: Blindsight 300 ft, SR 36, discorpo 
Tate, ooze traits 

Saves: Fort +11, Ref +14, Will «17 

Abilities: Str 10, Dex 14 (18 with gloves), Con 13 (15 
with Ioun stone), Int 20 (26 with headband), Wis 12, 
Chis 

s: Alchemy «34, Concentration 427, Hide «24, 
tuit Direction «21, Knowledge (any two) +34 

Knowledge (any other four) +11, Listen «21, Move 
Silently «24, Scry +23, Spelleraf «34 

Feats: Brew Potion, Combat Casting, Craft Staff, Craft 
Wondrous Item, Heighten Spell, Improved Initiative, 
Lightning Reflexes, Maximize Spell, Quicken Spell, 
Scribe Scroll, Spell Penetration, Toughness 

Epic Feats: Improved Spell Capacity (10th), Improved 
Spell Capacity (11th) 

Climate/Terrain: Any 

Organization: Solitary 

Challenge Rating: 26 

Treasure: As character 

Alignment: Any evil 

‘Advancement: As character 


A worm that walks is the evil memory of an arcane spell 
caster whose will and personality have survived the dis 
solution of his body and transferred themselves to the 
worms or maggots that devoured the corpse. 

Hideous to behold, a worm that walks is composed of 
hundreds of worms or maggots that constantly squirm 
and writhe while somehow holding a vaguely humanoid 
shape. It typically disguises itself when it leaves its lair, 
often with a cloak and hood, sometimes accompanied by 


A worm that walks generally enters combat with al 
mirror image, displacement, globe of invulnerability andi 
in effect. It prefers to fight opponents with its обе 
spells, but if forced into melee, it proceeds towel 
engulf ability as potent dissuasion. 

Spells: A worm that walks can cast any spells tcl 
cast as a character, This sample worm was a 23r 
wizard (spells per day: 4/12/6/6/6/5/5/5/5/4/1/1) j 
last spell slots are 10th-level and 11th-Level sla 
respectively, and are available for 0-9th level 
magic spells. 

Spell-Like Abilities: 1/day 
vermin), animal shapes 
vermin), colossal vermin (as giant vermin, butitüg 
increase the creatures size from Large to Саам 
and from Huge to Colossal), creping do 

summon vermin (as sina 
cept it summons 10 HD of vermin jj 
level), and vermin plague (as insect plague), Caster 
20th; save DC 9 + spell level 

Engulf (Ех): A worm that walks can choose 
engulf an opponent who is no more than one sedi 
gory larger than itself. The worm attempts to спі 
its victim, and with a successful melee touch attache 
victim is immediately swallowed up and ѕито 
by a mass of vermin, taking 100 points of damage all 
biting vermin nibble away at their latest meal A vii 
who spends а full-round action can break free ofl 
embrace and move up to half its speed away from il 
worm if desired, but can do nothing else. Others 
each round a victim remains embraced, it til 
another 100 points of damage. Constructs are imi 
to this attack 

Spells: The worm that walks can cast any spell 
could cast when a living character. It also gains s 
related abilities. 

Frightful Presence (Su): When a worm that wal 
engulfs a victim, witnesses must make a Will зле 
10 + 1/2 the worms HD + the worms Cha modii 
Those who make the save are shaken. Those who fall 
Sor fewer points are frightened. Those who fail by 


animal friend 
al mena 


growth (ver 


nature's ally 


ints are panicked. Those who fail by 


sorcerer original character's 
are cowering, See the Condition Summar 


al abilities, and equipment, except as 
jin Chapter 3 of the Duxcrox М, г 


tiptions of all these conditions, which last for 1d4 Type: type changes to ooze (it is a 
Bis Those who have seen а worm use this attack creature composed of hundreds of discrete crawling 
ore gain a +5 bonus on their saving throws. worms 
m of the worms engulf attack has y Hit Dice 0 
pocher saving throw 
Dicorporate (Ex): If gravely threatened, a w 
Aiscorporate as a free action, sim 

individual vermin that slither quickly awa 
ing their escape by burrowing into the earth 


As amorphous creatures, 
п the ooze benefit of extra hit 

е (for instance, a Medium 
The mass of worms that make up 


feature, each looking out for dan: 
pring through holes in the wainscot 


por the like, So long as any of the 


п provide a +20 insight 
AC 
Special Attack: A worm that 


land create a new body « walks retains all the characters 


wizards intelli cial attacks. It also gains 
ке and personality pecial attack, engulf 
Engulf (Ex): A worm that 
п choose to engulf ar 

ent who is no more than 


Dicorporating is a 

fous tactic, because 

separated, the vermin 
ated no differently than 
f vermin. Also, the worm Е. The worm attempts to 
uss good chance of losing ace its victim, and with a 
Ili equipment, However 

poration almost assures 
Hit least one maggot (if 


essful melee touch attack 

tim is immediately swal 
surrounded Ь 

ns) will manage to vermin, taking 100 

points of damage as the biting 
latest meal. A victim wh 

full-round action can 

of the embrace and 

move up to half its speed away 

from the worm if desired, but 


Be 0 poison, sle 
iris stunning, and 


lear front or kes another 100 
are therefore damage. Construct 
t to critical immune to this attack 
Spells: A worm that walks 
but have the blindsigh 


ul quality. Note: Unlike tet 


s, a worm that ^ Spell-Like Abilities: 1 /day 
шап Intelligence scor m 


й without er ange to Gargantuan and 
ing, wail ofthe banshee, В 


fly. Other magic gear 


ї summons 10 HD of vermin per 


s of Dexterity +4, headband of Special Qualities: A worm that walks retains any 


Spell Resistance (Ex): A worm that walks has spell resist. 
ance equal to its Chazllenge Rating + 10, 

Frightful Presence (Su): When a worm that walks 
engulfs a victim, witnesses must make a Will save (DC 
10 + 1/2 the worms HD + the worms Cha modifier) 
Those who make the save are shaken. Those who fail by 
5 or fewer points are frightened. Those who fail by 6 to 
10 points are panicked. Those who fail by 11 or more 
points are cowering. See the Condition Summary sec 
tion in Chapter 3 of the оском Masrexs Guide for 
descriptions of all these conditions, which last for 1d4 
rounds. Tho: 
before gain a «5 bonus on their saving throws. The 
Victim of the worms engulf attack has a —5 penalty on 
his or hı 

Discorporate (Ex 


who have seen a worm use this attack 


saving throw. 
If gravely thre: 
discorporate asa free action, simply falling into a pile of 
individual vermin thar slither quickly away, making 
their escape by burrowing into the earth, slipping 
through holes in the wainscoting, or the like. So long as 
any of the component vermin survive, they can breed 
and create a new body to house the wizard’ intelligence 
and personality. 


Discorporating is a dangerous tactic, because once 
separated, the vermin are treated no differently than 
other vermin. Also, the worm stands a good chance of 
losing all its equipment. However, discorporation 
almost assures that at least one maggot (if not dozens) 
will manage to crawl away, and so provide for the 
worms continued existence 

Озе Trails An ooze is an amorphous or mutable crea 
ture. Oozes are immune to poison, seep, paralysis, stun 
ning, and polymorphing, The 
back and are therefore not subject to critical hits or 
flanking. Oozes are blind but have the blindsight spe 
cial quality. Note: Unlike most other oozes, a worm that 
walks has an Intelligence score and thus is not immune 
to mind 

Saves: Same as the character. 

Abilities: Same as the character. 

Skills: Some as the character, except that a worm 
that walks rece bonus on Hide, Intuit 
Direction, Listen, and Move Silently checks. 

Feats: Sime as the character. 

Epic Feats: Same as the character. 

Climate/Terrain: Any 

Organization: Solitary, occasionally with minions 

Challenge Rating: Same as the character + 3. 

‘Treasure: Same as the character. 

Alignment: Any evil 

Advancement: By character class. 


ecting effects. 


WORM THAT WALKS CHARACTERS 

The process of becoming a worm that walks is 
understood by nonepic spellcasters. By making Ө 
preparations on a burial plot, a powerful spell 
improve the likelihood of a worm that walks em 
from the ground 

The burial ground must be tended for a ear 
day before burial by sprinkling blood over itd 
each new moon and sowing raw meat into tht 
during each full moon. Then, during an all night 
mony, the body is buried in an elaborate ritual th 
spellcaster hopes, will attract a critical mass of 
or maggots. The spellcaster performing the rina 
spend 10,000 gp in rare reagents for the ceremony 
thermore, the ritual drains 2,000 XP from the 
caster and requires the following spells: limita 
polymorph any object, summon swarm (heightened ta 
level), and sympathy 

Even if the ritual is performed correctly, theres 
chance that the deceased spellcaster will arise a 
that walks. For each prepared but uncast arcane spell 
deceased had at the moment of death (or unused 
slots if a spontaneous caster), theres a 1% chance th 
worm that walks will slither from the grave soll fal 
days. Thus a dead wizard with forty prepared but 
spells has a 40% chance of rising as a worm that val 
the end of the ceremony 

Some worms that walk arise spontaneously from 
nary burial plots, but such an event is exceedingly 
‘And an epic spell can create worms that walk every 
without fail. 


GATHERING OF MAGGOTS 
Conjuration (Healing) 
Spellcraft DC: 49 
Components: V, 5, DF 
Casting Time: 7 days 
Target: Dead creature 
Duration: Permanent 
Saving Throw: Fortitude negates (harmless) 

Spell Resistance: Yes (harmless) 

To Develop: 441,000 gp; 9 days; 17,640 XP. Seede 
DC 27), transform (DC 21). Factors: change стей 
туре to ooze (+5 DC); add worm that walks spl 
like, extraordinary, and supernatural abilities (d 
DC). Mitigating factors: increase casting time by 
minutes (-20 DC); increase casting time by 7d 

14 DC 


»uched 


When this spell is cast, worms or maggots slither aa 
crawl their way inexorably toward the corpse коо 
(Over the course of the next week, they consume the fel 
of the corpse, and when the last bit of the сотре 


devoured, the creature is returned to a semblance ofl 
asa worm that walks, 
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She multiverse of an épic campaign, severi organi 
lone exist hac attract epic-ehagicters as members, 
Atrei those meslibets codedinate grand. ра 
Wait activities. 
Pliyet characters may interact with these powerful 
Wanlastions, in some аўсе fashion or perhaps on a 
ore ftequent basis. Aga whole, epic organizations 
Hkelywield more power (һар the player characters: 
Thecharnéters may choose te participate in or oppose 
lifer grolips, There comes a paint, аў time goes on 
when the Flitractesgare inû positiorrto take aver dr 
Pca ngs gb Ha prospect 


тат Ө var. 
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торбага BibT powerful through épic play 
esiste players want To test tbe limits of thie 
system and fing ош jux hosligendary they ал, 
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'Obviotsly, the tne ic ales op playeh charac 
ters to reach thig status of su prerpicy choir be 


Î Jong and advesitre-filed. И single encounter. 


gould alrerahet balance of newer in ап epit 
fBrganization thé victory would bebollow. These 
groups must Prove зо be mighty allie? or lethal 
adversaries thar take many months or сагу! 
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organization leaders; utilize them, and give the players 
everything they can handle. 


There are killers, and then there are perfectionists in 
the fine art of extermination. When you want some- 
body dead, you hire an assassin. When you want the 
target to stay dead and out of your life forever, you call 
in the Garrore 


VERVIEW AND BRIEF HISTORY 

Assassins have been around since the first hunter. 
gatherer coveted the leadership of the tribe and bribed 
a couple of his fellow warriors to help him make sure 
the clan leader had alittle accident" while no one was 
looking. It wasnt long until the art of mysterious death 
became someone's full-time job, and with that career 
came the need for unionized labor. Of course, the assas 
sins guilds of most civilized locales seem like amateurs 
next to the Garrote. Transcending any single culture 
and established on many planes, the Garrote offers 
extraon for a steep price. This kind of 
work requires exceptional skill, and potential cus 
tomers pay for it gladly. This isnt about knocking off a 
rival shopkeeper. One contacts the Garrote when heads 
of state need to be removed, when powerful extraplanar 
creatures need excising, or even when lesser gods 
require banishment 


The Garrotes reputation is built on two principles 


getting the Job done (and keeping it done), and 
absolute loyalty among its members. Ordinary assas 
sins ply their trade with varying results; often their tar 
gets return to life. The Garrote makes absolutely cer 
tain that the job gets done right the first time, and the 
job stays done. No raise dead or resurrection here; the Gar 
rote has ways of making certain no one comes back 
after they have done their work. Of course, that kind of 
service makes such an organization unpopular in many 
quarters, but the Garrotes members look out for them 
selves. No one in the organization will ever take out a 
contract on another member. In fact, the members 
prowess is so legendary that few of them bother to keep 
a low profile. Even the most stalwart pursuers of justice 
hesitate to bring a member to justice, for the simple 
knowledge that retribution from the Garrote comes 
swiftly, silently, and successfully 

ОГ course, such an untouchable status would never 
persist if the Garrote took contracts from anyone with 
sufficient gold. If they were to bring about widespread 
chaos and disruption from a wave of assassinations 
opponents of the organization would eventually 
muster enough courage—and powerful allies—to go 
after the members and eliminate them. Therefore, the 
organization displays particular discretion about the 
contracts it accepts. The guild heads scrutinize every 
angle of a potential job in order to determine fallout. In 
addition, some sort of moral code seems to guide the 


screening process, although few outside the 
circle are able to figure out its parameters ll det 
both accepted and rejected negotiations rtl 
strictly confidential 


THE ORGANIZATION 
The Garrore operates from a whole host of dfi 
field offices, and each of those offices function 
autonomously. The heads of the individual осе 
the masters of the guild as а whole, and they 
together to settle contracts and fees, The guildm 
identities arent terribly secret. Anyone with gı 
gold to invest may ask the right questions and en 
ally find out the answers. Of course, the use 
the investigator puts that information determines 
much longer he or she lives. As long as no ti 
results from such inquiries, the guildmasters ie 
about secrecy. 

Getting in touch with the Garrote is as simpli 
making an inquiry or two in the right part of 
Word gets passed, and eventually someone com 
see a potential contractor, possibly even in his 
own home. Time spent in negotiating a contrat 
vary from a few minutes to weeks, depending y 
intended target. 

Headquarters: The Garrote maintains field Бошан 
many large cities on several different planes. А 
house takes many hidden forms: possibly a secret 
behind the walls of a wealthy estate, the сеа 
busy warehouse, or even a spice shop in the mide 
public bazaar. Field houses are not very large and ae 
often used as meeting places. The skill level ofthe 
bership is such that it's a simple enough matter toe 
information and equipment into the hands of thos i 
require it without the need for regular meetings 
goods, wealth, and accounting books must still best 
in the field houses, The business of dealing with con 
tors and taking (or rejecting) contracts is always dg 
outside the field house, usually in a public market 
cory tavern. 

Like many organizations, the Garrote also has ass 
primary headquarters where the Guild Mother andi 
most devoted Garrote members reside. The Guild Na 
cethouse is a fortified mansion of stunning size, th 
its size is not obvious from the exterior; each room 
the mansion exists on a different plane. Those with ll 
proper key wall from room to room and plane to pig 
but to all others, the rooms are like a string of peal 
scattered and never to be found. Ат times, а single ram 
of the Guild Motherhouse exists as one room ofa Ga 
rote field house, though most members may note 
realize it 

Members: 5,500. 

Hierarchy: Segmented. The field houses fundis 
independently from one another, Sometimes fidi 
houses serve redundant pui 
know about the other. Othe: 
may complement one another and work горе 


ely. Only the Guild Mother and her most devoted 
шет» know the whole structure. 
Манов: Nerull (primarily) and Wee Jas. 
Alignment: Any evil. 
Secrecy: Medium. Assassins know their superiors 
dinferiors, one step up and down the chain of com- 
pei. Mid-level garroters and higher may know when 
particularly big contract is taken by the organiza 


Guild Mother is the principal leader, but often she 
the management of the organization to a special 
of gurroters called cords. The cords number at least 
hundred, and each is responsible for several field 
lies or regions (some regions include a plane ог 
) The most influential members of the organization 
scribed below. 
Мес Unglum (CE female leShay Rogé/Asn14) the. 
nt Guild Mother, is an enigmatic creature of 
lile power and subtlety. Even her trusted staff 
her a powerful elf; those who discover her true 
y heritage are summarily dispatched. Anifer wears 
terior can open into a void dimension. 
the remains of a victim are sent to her for utter 
she allows her cloak to fall over the body and 
command word. When the cloak is pulled free, 
(iy is gone forever, beyond even the recall of 
t gods 
irsone (LN male halfling Wizt8/Rogt8) is one of 
fers cords and so manages several hundred field 
is Like all cords, he knows the Motherhouse key 
le moves from room to room seamlessly. Sometimes 
ө ош into the “real” world to deal with the guild: 
ofa local field house 
rin Molnar Daggerblack (NE male dwarf 
l/Rog10/Asnt0) is the field house subguildmaster 
ite city of Union, His superior is Laslie, a retired 
in who runs a used book shop in the city's Magic 
While the other garroters who deal with old 
тен her with respect, Severin only waits for the 
ben he can do for her as he has for so many of his 
He hungers to move up in the organization. 


TING 
ning a member of the Garrote isnt easy. It requires a 
astably extraordinary talent level; not just anyone 
penchant for slipping a blade between someone's 
in qualify for such duty. The guildmasters measure 
йал! by a host of criteria including loyalty and 
gness to adhere to the guildmasters decisions 
ing the acceptance or rejection of contracts. The 
бие turns away more high-level assassins than it 
is Getting in is far from easy 
fing bout joining isnt as difficult, of course. The 
has ways of contacting prospective members in 
but every major urban sprawl on just about every 


plane of existence. Ask enough questions, and sooner or 
later someone will contact you. Once youve got your foot 
in the door, it's up to you to impress. 

The organization isnt large for a multiplanar oper 
how many killings are really necessary, when alls sai 
and done?) but the array of talentis diverse. Spellcasters, 
psionic characters, fighters, monks, and others have 
served distinguished careers alongside the more rradi- 
tional assassin, and there have been regular occasions 
where the talents of more than one individual have been 
needed on a particularly tricky job. 


MEMBER BENEFITS AND 
RESPONSIBILITIES 

Nonmember Services: Garroters use the word 
client" to refer to those marked for assassination, while. 
they use the word "contractor to refer to those who pay 
to take out a client. Contractors pay a fee, in advance, for 
the services of the Garrote. The fee is equal to the average 
character level of the client or the clients EL, multiplied 
by the same number plus 4, multiplied by 1,000 gp. The 
payment of this fee guarantees that the Garrote assigns 
an assassin with an average CR (or the EL of a group of 
assassins) four levels higher than the CR of the client (or 
EL of a group of clients). If the contract is not fulfilled 
within 30 days due to the inability of the Garrote to over 
come the client's defenses, the fee is returned to the con. 
tractor (minus 10% for expenses). In this instance, a new 
contract must be drawn up. If permanent removal is 
desired (which requires Anifer’s participation), the fee is 
the same plus 25%. 

For instance, if the Garrote accepts a contract against 
a group of adventurers with an EL of 22, their fee is 
572,000 gp. A single assassin of character level 26th (or 
a group whose EL is 26) attempts to fulfill the contract, 
but if the attempr is not successful within 30 days, the 
contract voids. 

Member Benefits: Working with the most elite 
group of assassins in the multiverse has its own intangi 
ble reward, bur it also helps when you have that entire 
elite group of assassins watching your back. Few people 
are willing to give you the sharp end of a sword if they 
know a whole host of your brothers and sisters will be 
coming after them in a matter of days to avenge you 
Beyond that, any working member of the organization 
has access to the best equipment, spells, and support 
people in the business (but all at market prices). And, of 
course, every contract pays well; though the guild gets 
the fee, the assassin receives complete salvage rights. 
Thus, if a target possesses personal i 
including wealth or magic, the assassin takes and keeps 
these as hís own recompense. 

If a garroter expects to be backed up by his fellows, 
then he had better be ready to take corrective action 
when another member falls, The whole code of the 
organization falls apart if anyone on the outside even 
suspects he can get away with harming a member of the 
Garrote without retribution, so no one ever gets away 


ms of value, 


with it, and its every members responsibility to make 
sure the price is paid for crossing the Garrote 

Having and maintaining an extensive network of eyes 
and ears is vital to this business, and members are 
expected to share information off the streets with other 
members whenever asked. Ifa job gets screwed up 
because someone provided faulty or incomplete intelli 
gence, the whole guild gets a bad reputation. And that's 
just not acceptable. 

Finally, every member must understand and accept 
the stricture on freelance killing. No one takes a job 
not approved by the guildmasters. They have their rea 
sons for the contracts they take and the ones they 

use, and any member who wont abide by that isnt 
long for this world. 

Mortu: All garroters carry marti, a poison substance 
applied to the eyes of a dead body. Mortu renders a dead 
body incapable of being brought back to life by raise de 
resurrection, or true resurrection. Wish, miracle, and other 
extreme methods can still do the trick, but even then 
cach use of a spell of this power is only 50% likely to be 
effective multiple attempts can be made. Fora contract 
thar requires permanent removal, the body is sent 
through the closest field house, and then on to the Gui 
Mother and her cloak-shaped void. Mortu has no effect on 
living creatures, constructs, ог undead. 


COUNTERS 


Unless one or more of the characters in your campaign 
specifically goes looking to become a member of the 


Garro 
are unli 


or decides she needs their services), your PCs 
ly to have any direct contact with this organi 
zation. It is far more probable that they come under the 
Garrotes scrutiny for one of two reasons: Some enemy of 
the characters híres the assassins to eliminate them, or 
some action on the part of the PCs draws the groups 
attention. The former plot line is fairly straightforward 
and doesnt require а lot of storyline weaving to make it 
work, although it is always a potential risk to run a cam. 
paign with the threat of this kind of character death. 
Unless the characters have the means to either thwart 
Such an event or reverse its effects, be very careful, unless 
you are certain your players will deal with the loss of one 
of their epic characters maturely 
Drawing the Garrotes attention (and probably its ire 
can happen in a number of ways. The characters might 
be freelancing on this organizations turf, which never 
makes a guildmaster happy. Alternatively, the charac 
ters might have some sort of vested interest in a target 
the Garrote is going after, especially if they are mem: 
bers of the Order of the Shield (described later in this 
chapter). Sooner or later, this kind of interference with 
a guild of assassins is going to make the PCs targets. 
Again, you must be very careful in how you handle 
such an event 
Within each field house, a host of operatives ranging 
umber from two to three all the way up to forty or 
fifty might be active, depending on the locale, its level 


of violence, and the potential resistance of the 
Eliminating a commanding officer in the Blood 
bande that rages through the Outer Planes thar is 
against demon) is а lot trickier than just removing 
head of a minor nation. 

Typical Garrote Encounter (EL зо): 2 a 
Rogé/Asn14), 1 lead assassin (Rogó/Asn22) t 
Rog24/ Perfect Wight6). The group could beet 

tered while watching a prospective client orc 
ош a potential contractor. It will probably nl 
encountered while it is actually on a mission, 


The Gleaners hunt artifacts throughout the pig 
deriving pleasure from the ultimate hobby of gal 
any and all types of magical devices for saleke 
and study. " 


OVERVIEW AND BRIEF HISTORY 
Members of this group completely dedicate them 
to researching, hunting down, and retrieving гели 
items, whether lost to time, hidden in the treasure ta 
of powerful creatures, or even abused by those the Gi 
ers consider less worthy of possession. Gleaner Wi 
Such items back to their headquarters for safe чеш 
storage and study 

Not everyone thinks fondly of the Gleaners, pn 
larly those who have had items taken by the organi 
tion, but the Gleaners' power causes even the mol 

gressive antagonist to think twice before acti 
opposing them. Others, who dont necessarily wi 
join the group, work with them from time to tine 
Come to them to seek knowledge, advice, or to reg 
magic within their archives. 

The unremarkable history of the Glea 
collection of teachers at a magical college with a pan 
larly extensive collection of artifacts of ancient pow 
The collected works grew large enough and imprei 
enough that real power could be sought there. Over 
the college became more and more interested inte 
study and accumulation of yet more artifacts and om 
cerned with keeping them safe. Eventually the ен 
charter of the college shifted. The Gleaners cared lf 
about teaching and more about discovering yet non 
powerful relics and safely storing them in their Rel 

Vault. Now, mostly to aid their ongoing collec 
efforts, the Gleaners work with major arcane school ig 
different dimensions, providing materials and notes fl 
teaching and research, 


THE ORGANIZATION 
The Gleaner organization differs litle from what om. 
would expect at a large magical college: a fixed camps 
а body of regents to decide policy, and a great body f 
faculty wizards, trackers, and Gleaners who attend 
the daily business, research, and acquisitions ofthe 
organization, 


rs began wi 


Headquarters: The Gleaners have a sprawling com- 

alle the Temporal Archive. The Temporal Archive 

vides spaces to meet, research facilities, and living 

Jpters. It also serves as the outer perimeter of the 

[imltimate Vault, where the Gleaners keep their prized 
ба safe. The Temporal Archive is located on a Mate 
Plane world, оп a large tropical island that is well pro 
ird nd out of the way of civilization. 

addition to the many living vaults (see Chapter 5 
Cleaners use for temporary storage of artifacts to be 

[peoched while checked out, the Penultimate Vault 

ess ıs ı permanent repository of dangerous relics. The 

иил Vault lies at the center of the complex. 
дей by a combination of deadly traps, guardian crea 

spells, and sorcerous guards, 

Members: 500+ 

Hierarchy: Loose, Seven wizards currently sit on the 
ci, but in the past more or fewer served. Likewise, 
members are not appointed for life, but rather serve 
jm, before going back to full-time research and 
ining” in the field 

Mligion: Various 

Alignment: Various. 

Secrecy: Low. Members of 
group know most of thi 


wocols for 
Vault 
bol: A closed vault door on а field of green. 


IDERSHIP 
lior council of seven wizards who decide policy 
regents, leads the Gleaners. The entire organiza 
thers every six months to advise this council 
gh regular attendance is not mandatory and cer 
ly not expected, given the nature of most of the 
embers work), discuss progress on particular quests 
view the urgency of any given retrieval. At this 
улу organization member can reveal knowledge 
ev items she feels should be acquired or petition 
hid on a particularly troublesome quest, The coun 
jan then adjust priorities and commit more 
итсез where needed. Any member not on the 
beholden to it, and if the 
il asks a member to aid in a particular quest, it is 
aed to be obeyed. Beyond that, members freely 
ме items and knowledge. The seven council mem 
Bare responsible for the storage and protection of 
йет» brought in by the organization, and they 
à subcommittee of specialists who work with 
то maintain the security 
Blowing are short descriptions of some of the major 
psf the Gleaners 
[маттап (LG male human Wiz27), first regent of 
(levers, is accounted the most knowledgeable about 
Иксо, and knows that its true danger is worse 


than most realize, should the collection ever fall into the 
wrong hands. He always works to increase security 

Lira Lightgale (CG female elf Wiz20/Agent 
Retreiver 3), third regent of the Gleaners, doesnt share 
Dalshamanis fear of the collection, and delights in 
lending out particularly impressive pieces. Sometimes 
she overrides the protocol when she feels a particular 
piece is harmless. 

Gomand Pusk (N male gnome Wiz21), fourth 
regent of the Gleaners, has been tainted by one of the 
evil artifacts kept in the collection. No one knows of 
his affliction. He works to one day bring down all the 
security of the Penultimate Vault and let loose i 
lection, particularly the most foul and dangerous апі 
facts, all at once. If he were ever to succeed, cataclysm 
would threaten 


RECRUITING 
Membership in the organization requires little beyond a 
simple belief that everything potently magical should 
be brought to the group, and that everyone within the 
group is entitled to the knowledge harvested from such 
research and геше 

Not surprisingly, powerful wizards comprise the bulk 

of the membership, but every known class fills out 

the ranks. Missions of retrieval often prove long and 

m. perilous, requiring a wide variety of skills, 

Other members serve as capable guards for 

items brought to the group, charged with protecting 
such potent 


gic against theft and illicit use, Still 
red items or devise new 
and cleverer ways of protecting them, On the very 
rare occasions of theft, exceptionally competent 
strike teams seek to reacquire the item as well as 
the thieves who took it. 

Nonmembers (other than the deans of 
arcane schools) occasionally request 
and receive permission to examine 
particularly interesting artifacts, 
always under very careful supervi: 
more rarely, the Gleaners allow 
limited use of retrieved items to correct some imbal 
ance in the fabric of the universe, but these occasions 

have only been under the direst of circumstances, 


MEMBER BENEFITS AND 
RESPONSIBILITIES 
Becoming a member of the Gleaners has many rewards 
Access to the greatest collection of rare and wondrous 
magic is certainly the biggest. The extensive list of art: 
facts includes most of the items in this book, the Dux 
кох Marra Guide, and other sources, To ensure 
integrity of the system, the protocol for accessing the 
Penultimate Vault to check out a particular artifact 
requires two regents. The regents must be present to 
ther store or retrieve an item. The regent council and 
s security subcommittee expend every effort to pro 
tect the Penultimate Vault, Part of the protocol calls for 


others help demystify recov 


sion and scrutiny. Even 


using living vaults (see Chapter 5) while transporting a 
checked-out artifact 

А member character of at least 21st level may check out 
one artifact per year and keep it for up to one month for 
research, Members who abuse the borrowing privilege 
in any way are sought out and disbarred from the organ 
ization (and the artifact they have in their possession, if 
any, is retrieved). While checking out an artifact is usu: 
ally done purely for research, а member may use the arti 
fact however she sees fit during the period of time she is 
allowed to use it. If an artifact is damaged or destroyed 
while in a members possession, the member must obtain 
ıa new artifact for the collection or be disbarred. 

The Temporal Archive complex also provides work: 
space for research, living quarters for members wh 
prefer to live “on campus; food, and magical compon. 
all at reasonable prices (list prices in the Players Handbook 
and the DUNGEON Мату Gut 

The organization expects members to contribute to the 
archives. Each ten years, every member must participate 
in procuring one new artifact for the archives (going on а 

eval mission). Those who prefer to find and retrieve 
ifacts may train in the ier pres 
see Chapter 1), If the member engages in other types of 


gent rete 
work that directly contributes to the cause of the organi 
as research, guard duty, and so forth), this 
requirement is waived. If neither of these circumstances. 
applies, the member must contribute 200,000 gp for the 
period in order to remain in good standing and continue 

using the facili 
Other responsibilities include upholding the ideals 
of the group at large, obeying the re 
ngs, and n 


council in all 
fer attempting to steal an item from 
the Penultimate Vault. Only twice in the entire history 
of the Gleaners has a member turned rogue. In both 
instances, a member stole an item from the archives of 
the organization and fled with itin hopes of ga 
item permanently. One is still at large, but the 
hunted down the other culprit. The regents passed 
nce and meted out justice. That criminal now rests in 
mporal stasis, another piece of the collection in the 
Penultimate Vault 


ENCOUNTERS 

Characters in a campaign may become involved with the 
Gleaners through two primary methods. First, they 
might come into possession of something the Cleaners. 
want. Second, the Gleaners may contact them about pos 
sible work. The former does not require piquing the play 
ету interest, while the latter does. In either case, interact 
ing with this organization is more often than not a 
straightforward proposition. 

If you want to throw a small monkey wrench into your 
current plot lines, it's a simple matter for you to plant an 
item into your story threads that both the heroes and the 
Gleaners want. Perhaps the characters need to find some 
artifact that allows them to solve a quest, or maybe they 
just stumbled across some particularly powerful item 


they want. Either way, if a member ofthe Gleaner 
up asking for the item, things are bound to get ini 
ing. The Gleaners may be slow to try drastic me 
which means you can keep this particular issue 
minor thorn in the characters sides, but the Сіма 
nothing if not patient, and they can easily becomed 
term adversary for the heroes. 4 
Alternatively, the Gleaners may approach the di 
acters for aid in tracking down one of their gol 
This may occur purely because of the PCs repute 
or it may be because of the characters affiliation wi 
one or another of the other organizations йек 
this chapter, such as the Planar Cartographic а 
leaners commonly employ Surveyors to help tha 
find obscure locales and survive hostile regi 
Instead, the Gleaners may worry that they have ca 
petition in a quest to retrieve a potent magical бв 
Alternatively, the former owners of something 
Gleaners successfully retrieved rail about losing ha 
precious possession and seek to regain it, риб] 
through the services of the Order of the Shield 
member characters, 
Typical Gleaner Encounter (EL 25): 1 Gleaner (fy 
1 mercenary (Ftr21), 1 agent retriever (Кра МАЙ 
2) The band could be after an artifact held bys 
enemy of the PCs, or by one of the PCs. Gleaners pal 
to outright steal an artifact from a good group, il 
usually first offer money, services, or something ele 
exchange for the artifact desired. 


Members of the Godkissed claim (and have mein 
demonstrate or fake) some amount of divine ance 
They see themselves as somehow larger or greater the 
average beings and seek to be treated accordingly. 


OVERVIEW AND BRIEF HISTORY 
At its most fundamental level, the Godkissed works 
further its influence by putting its members into po 
tions of power throughout the planes. Members belal 
in their innate superiority over those who do not shi 
their particular pedigree of godly ancestry. Because thy 
think their supposed preeminence is fundamental hq 
feel they trod a path ro glory and supremacy. Ау 
goes in their bid to assume control of influential bol 
across the multiverse. Treachery, assassination, bib 
ог all-out war makes litte difference to the Godkisel 
pursuit of its agenda. Unfortunately for its aims (whi 
remain rather murky), the Godkissed members rid 
agree on who should lead the group, or the true паш 
of their penultimate goal. Many a Godkissed mena 
sits on a governing board of a large city or has influeng 
over a powerful organization (sometimes after mad 
bloodshed and conniving), but imparts few or no die 
tives for the benefit of the Godkissed. In fact, the mot 


tumultuous exchanges occur internally among wari 
mbers. In some ways, the Godkissed functions ai, 


bor the extremely powerful, а club with litle actual 
her than to give its members a feeling of superi- 
(оет nonmembers. 

Most members focus on self aggrandizement, seeking 
ло use the Godkissed organization to further their 

pna! ambitions at the expense of any greater 

[клоп goal. Working to position themselves in high 
sand seeking adulation from the common masses, 

members of this group exhaust themselves with 
цор and political maneuvering, struggling to gain 
upper hand and never succeeding for long. Heaven 
pibe multiverse if the Godkissed ever unite behind a 
le powerful leader. 


ORGANIZATION, 
organization is usually described as a “gathering of 
ls; though in practice the more powerful have a 
far greater than those of lesser stature. Thus, 
sof lesser coalitions flourish within the organiza- 
Some во violently oppose others that splinter 
form. 

Headquarters: The Godkissed has no formal head 
ets. Allies meet in each other's homes to discuss. 
and potential allies wine and dine one another, and. 

ionally large numbers of the groups members 
let together to boast to one another and see how 
sand coalitions proceed. The organization lacks a 
pated site. 

Ыйса an upscale tavern called Heavens Tankard 
În the heart of the city of Union serves as a meeting 

кнг һе Godkissed. Members can regularly be found 
fdrinking or conferring in the back rooms reserved 

Мег use, Nonmembers often flock to Heaven's 
ltd to see members of the group, who are treated as 
files in some circles. Members of an organization 
Believers of the Source (who hail from another 
и metropolis called Sigil) are often found here. The 
ts are in awe of all things divine; when in atten: 
they sit in rapt attention listening to anything a 
d might have to say 
embers: 490». 
irirchy: Loose, Alliances among members come 
Ip though some coalitions last longer than others 
Ie actor that keeps the Godkissed as a "coherent" 
ганот is the members’ shared birthright, the 
ancestry they all claim, 
Various 
ment: Any. 
Mixed. Most in Union have heard of this or. 
Individual member and his exploits but are com 
Hrunavare of the Godkissed as a group. Most God- 
re happy simply to put in an appearance at 
Tankard and enjoy a bit of celebrity status now 
ain in select circles. On the other hand, several 
coalitions exist within the membership. These 
hope to one day achieve leadership over the 
fou, so that they can impose their own agendas. 
bol: A red lightning bolt on a field of white 


LEADERSHIP 
There hasnt been any true leadership in the organiza 
tion in quite some time. Plenty of potential candidates 
vie for some sort of control of the group as a whole, but 
по one is anywhere close to establishing leadership, and 
itis unlikely that such will occur any time soon. The top 
of the heap is an unstable position at best, and rumbles 
from those heights are all too common as alliances shift 
and change with the wind. 
it Kordson (LN male human Mnk20/Wiz10) 

claims his great grandfather was none other than the god 
of strength, Kord. Certainly Kordson possesses super- 
natural strength and an undisputed pedigree. He heads a 
coalition of twenty other Godkissed who want to impose 
their leadership overall the others. Calabar’ goal, should 
he gain control of the organization, is divine power, pure 
and simple, He believes sufficient political power 
through control over cities, counties, and other planar 
regions will eventually enable him and his chosen fol 
lowers to ascend to actual godhood, in effect creating a 
new panth 

Vellella (CG female elf Wiz22) enjoys her celebrity 
status in Union, but also recognizes the danger that the 
radical elements of the Godkissed could represent 
should they ever succeed in gaining control of the group. 
She always works against Calabar's plans, though 
person they ate polite enough to each other, even if their 
remarks are sometimes quite pointed. Vellella claims dis 
tant blood ties with an elven god of the hearth. 


RECRUITING 

Becoming a member of the Godkissed isnt so much a 
process of joining as of infiltrating. The current mem 
bers are so busy manipulating one another and mane 
vering for power that they dont have time to concern 
themselves with any sort of proper membership 
process. It is far easier just to jump into the game, estab 
lishing allies and enemies, than it is to be formally rec: 
ognized through some ceremony. Of course, without 
some demonstrable proof of divine background (or a 
good trick useful in fooling everyone into thinking 
such), any new prospective member has little to offer 
potential allies in the groups grandiose games. Getting 
involved without the clout to back up a claim often 
ends with the death of the false claimant 

The Godkissed aren likely to come recruiting the 
player characters to join their ranks, and if the chatacters 
want to get in on the action, they are going to have to play 
the game of political intrigue. Although this kind of 
involvement can be alot of fun, the Godkissed may cross 
paths with your heroes in other ways. 

All matters of qualifications aside, the Godkissed does 
not make much distinction between classes. Fighter or 
wizard, cleric or rogue, anyone who has the charisma 
and the intestinal fortitude to play the game can force 
his or her foot in the door. All that really matters in such 
instances is the level of power any particular individual 
is able to wield, and whose side he or she is on. 


MEMBER BENEFITS AND 

RESPONSIBILITIES 
There is little in the way of tangible benefits or respon: 
sibilities inherent in membership in the Godkissed, 
other than celebrity status in some quarters of the 
planar metropolis of Union and perhaps some other 
planar metropolises, Since anything goes, members 
make their own rewards and follow their own rules in 
their quest for the pedestal. Everyone is mindful of the 
consequences for brash actions such as assassination and 
treachery, so some level of care is always taken not to 
bring the ire of others down on the group at large. Such a 
faux pas may earn the wrath of all the Godkissed. 


NCOUNTERS 
PCs who spend any time in the planar metropolis of 
Union are likely to at least hear of the doings of this or 
that Godkissed member. The local populace follows 
even the Godkissed’s mundane happenings as if they 
ated some sort of dramatic serial story. Those who 
seek out the Godkissed can easily find flamboyant rep. 
resentatives at the exclusive local tavern called 
Heaven's Tankard, though getting on the guest list 
could prove difficult. 

Because the members of this group have no shortage 
of ambition, they always seek others who can do their 
dirty work for them. Able adventurers with no small 
amount of savvy are always handy to have around, even 

4 especially) when they donî know the true divine 
purpose of their employers. The Godkissed also utilizes 
the services of some of the other organizations who have 
а presence in Union, especially the Garrote and the 
Order of the Shield. Because of the nature of the God. 
kissed, tis a logical assumption that the Regulators have 
а few agents planted among this organization's теті 
ship, although few Godkissed realize it. Using the С 
kissed as а foil for any of the other groups, particularly 
with the PCs caught in the middle in some fas 
great wrinkle to throw into your campaign. 

‘Typical Godkissed Party: 1 celebrity (Sor23), 2 
hangers-on (idis). The typical encounter is on the 
street where commoners swarm the Godkissed, and 
the PCs progress is possibly hindered by the press o 
the crowd. 


—THE ORDER OF THE BOOK 


This group has one love, one purpose, one destiny: com- 
ling the ultimate spellbook, with all spells everywhere. 
ded init 


OVERVIEW AND BRIEF HISTORY 
The Order of the Book is a collection of wizards who 
revere written magic. They quest to bring together every 
last spell in the multiverse and record them in an artifact 
called the Last Book to preserve them for all eternity. 
‘They have no interest in any other kind of magic and 
allow nothing to distract them from their goal 


The order has been around for a very long time 
than almost all its current members have served 
history has it that a wizard named Sharlee the 

tress received the Last Book directly from a being ofp 
magic she called “the serpent.” Sharlee was giv 
understand that filling the Last Book with the s 
magic of the multiverse would keep magic alive 
where, but should the record become outdated 
itself could fail. Most contemporary members don 
ally believe this. Instead, they belong to the order 
can have access to spells all across existence, and ft 
pleasure of personally scribing a new spell into thei 
and seeing it neatly organized, cataloged, and acc 
for fair and square. 


THE ORGANIZATION 

Sharlee still runs the Order of the Book, but belg 
there is no hierarchy per se among the members Tie 
group divided itself by necessity into several df 
task forces. Some must cross-index the work that aa 
exists, making sure the group avoids duplication ofl 
while others constantly scribe new spells into the tng 
rary stacks (awaiting final scribing into the Las Rf 
Sharlee), and still others utilize a network of infor 
who are charged with reporting any and all anum 
arcane activity anywhere in the multiverse. Those 
actually travel the planes in search of new magic mil 
the largest group of all, but ir is by and large 
governing process; few decisions need to be madethd 
would influence the operation of the group. Each gp 
functions autonomously, often ignorant of what оба 
are doing. 

Headquarters: The Order of the Book houses ise 
a mountain stronghold on a little-regarded Ма 
Plane world with no roads, no doors, and no mundi 
access of any kind, except by flying, The structure shea 
ily guarded and warded with symbols (keyed to ignore 
members) and several brachyuruses (see Chapters 
trained to attack invaders have the run of the grou 
Members come and go via teleportation, plane df a 
permanent (but well guarded) teleportation circle tht 
necis to а freestanding arch in a building the order owl 
in the Magic Quarter of Union. 

Inside, oor after floor of the stronghold is given 
то а great series of tomes where spells are scribed ped 
ing their inscription in the Last Book. At the heat oft 
stronghold is Sharlees chamber, where the wii 
Sharlee spends all her time scribing spell after sell 
the Last Book, which she has chained to a podium ship 
adamantine golem with adamantine chain links 

Members: 3,000+. 

Hierarchy: Loose. Sharlee is the only constant. ОБ 
come and go, taking on tasks or passing their taskst 
others, as they choose. A member of the Order oft 
Book may go on sabbatical at any time (though he 
member is expected to return with at least one new spell 

Religion: Various. 

Alignment: Any. 


[ке beard of the Order of the Book, but generally 


ize ho 


serious the group is in its work 


Symbol: A hand scri 


ing arcane symbols into an 


[eto her single-minded ambition, not to m. 
Physical form, most of the leadership for the group 


lees special form came about due to her unwavering 
[phon to start what she finished with the да, 
[bt Book. When age drew death near, she 

nt the ritual that transformed hı 


demilich 

Sharlee the Enchantress (NE female 
milich Wiz31) appears as a jewel 
Мей skeletal hand (s 

description in Chapter 5). The 

Ilembodíed hand madly scribes 

Ill into the Last Book day and 


tes backlog is consider: 
fal she cannot scribe spells 


in finds new spells 
Ji to the temporary stacks 
ааз Dubokat (CG male 
[ın Bbn21) leads the task force respon: 
то! security, He raised each and every brachyurus 
rely roams the grounds. He has a name for each 
Ê While Phalsan is on the grounds, his whistle brings 
sbrichyuruses running to investigate. While travel 
абал brings Grip, his favorite brachyurus, along. 
Nils the Gatherer (NG male gno 
tusk force responsible for gathering spells 
planes He is often seen in Union, speaking with 


ful spellcasters who pass through the planar 


[eid ay no book is more useful. A large volume, its pages 


Bis capacity are infinite. The Lost В 

Bear metropolis of Union. The Order of the Book has been 

fring spells in the Lost Book for thousands of years: thus, 

tenter of spells in it is almost uncountable. If an arcane 

[Blaster studies the work for one month, upon completi 
ter сап use the book as his own spellbook 


е knows beyond a doubt 
ет already gathered. He 
bas an encyclopedic mind, and remembers everything. 


КЕСКИ 
The Order of the Book welcomes those willing to 
donate their time, their spells, and indeed their life 
times to the cause. Only arcane spellcasters who prepare 


their spells can ers; other arcane prac 


titioners, divine casters, and psionic characters offer 
little in the eyes of the order, and are not considered for 

The order beli individuals 
lack the single-minded purpose and drive 
vely contribute to the 
cause. Of course 


membershi es su 
any and all are 
welcome to aid the otder in its 
quest; no spell in written form 
d down for 
inclusion. Many members also. 
frequently employ others to 
help them in their quest for new 
scrolls, tomes, and epic magic 
such assistance is necessary, even 
expected, ifthe compilation is ever 
be completed, 
EMBER BENEFITS ANC 
RESPONSIBILITIES 
The benefits of membership are great 
access to every spell compiled in the tem: 
porary stacks is a boon all members of the 
rider enjoy (a very few are accorded access to 
as a reward for finding a 


particularly choice spell addition), Ironically, the tem 


porary stacks are now so large that any attempt to com 
their entirety would take a 


The stacks take the form of row 


pletely peruse the shelves in 
row of parallel book shelves separated by a space 

g vertically over a hundred sto. 
is the only way to round the stacks. 

This is not the best use of a member's time, at 
that of a member dedicated to adding to the body of 
work, Members who become lax in their efforts to 


ource exists in this tome, and can be 
pell book 
aster attuned to the 
ın only seconds, aided by 


so the work, а spi 
fing arcane spells who reads e 


the work must make a Will save (OC 20) 


bring new spells into the fold, or who are obviously 
more interested in using the temporary stacks for per- 
sonal gain rather than to further the groups ultimate 
end, may be cast out, never again welcome in the hal 
lowed halls of the order 

Members may lodge in any of the hundreds of empty 
rooms within the stronghold, including the empty cats 
combs beneath, Many magically travel to and from the 
stronghold as necessary, preferring to arrange for their 
own higher-quality accommodations. 

No formal dues are required to maintain membership, 
only an active pursuit of written magic. Donations for 
the cost of scribing new magic into the tomes are always 

come, Sometimes, members find it necessary to 
embark on side adventures in order to garner supplies, 
spell components, and sufficient wealth to keep the proj 
ect as a whole going. Even powerful wizards must eat, 
sleep, and bathe, and spell scribing requires ink, candles, 
pens, parchment, and binding facilities (though a large 
Storeroom in the stronghold usually holds enough of 
this sort of equipment to last for a month of scribing. 


ENCOUNTERS 
The Order of the Book is probably the most reclusive 
organization among those described herein, but that 
doesnt mean the player characters have no valid or inter: 
esting reasons to cross paths with it at some time or 
another. The most obvious plot line in which to use the 
Order of the Book is to have the characters create, 
acquire, or even witness the use of a new and unusual 
spell the order doesnt have yet. Less direct but no less 
interesting is а plot thread involving the need for power 
ful epic characters to chase down a needed spell. 1f you 
want to bring the characters into conflict with the order, 
pethaps you can weave some plot in such a way that the 
PCs get involved with some extremist group that believes 
the Order of the Book will bring about the downfall of 
the multiverse if it is allowed to complete the project it is 
working on. 

‘Typical Spell Gathering Task Force (EL 23): 2 path 
ers (Wiz19), 1 guardian (Fr2t). A spell gathering 
force can appear almost anywhere, at any time, teleport- 
ing or plane shifting to a location of interest. The mem. 
bers are usually quite single-minded about acquiring 
the spell they came for, but are willing to enter into side 
agreements if such a deal will net them a new spell in. 
the end. They prefer to simply pay, as for a scroll, the 
right to copy a spell. If necessary, they may fight those 
who refuse to part with a spell although this behavior 
is not common. 


The Shield is a group of mercenaries who specialize in 
ion and defense. It is sometimes referred to as the 

cal (due toa strange relic the group keeps 
sealed below its headquarters in the city of Unions Com 
merce Quarter). Its members work as bodyguards for 


anyone with the wealth to pay them, but they a 
enough to serve heads of state. 


OVERVIEW AND BRIEF HISTORY 
А group of adventurers who got tired of trekking 
ther and farther afield to seek their fortunes fê 
the Onder of the Shield. The city where they lve 
vided plenty of mayhem, and they realized their 
could be put to just as good use protecting busine 
people, politicians, and anyone else wealthy enough 
need competent guards, The groups successes mil 
plied. When a great schism grew in one poit 
temple, the high cleric feared a coup and assassin f 
hired the Shield, firmly establishing the organi 
and their reputation, 

Today, the Onder of the Shield hires out to protec jil 
about anything, It can take items for safekeeping wi 
over family members, or guard valuable facilities n 
ices dorit come cheaply, but the cost is well won 
Lately, the Order of the Shield has been having тонай 
more trouble with the Garrote, as the two organiza 
tend to work at cross purposes. No one knows wht a | 
come of this conflict, but it seems that things ла 
boiling to a head in the near future 

More openly observed and discussed is the Onde 
the Shields antagonistic relationship with the Unig 
Sentinels. Both groups have a similar charter though 
is profit-oriented (the Shield) while the other isa 
institution (the Union Sentinels), Problems of ju 
tion are common. In some cases, those who have adit 
Order of the Shield for protection have been sought 
Union Sentinels for real or alleged crimes (though 
Shield attempts to screen potential clients о avoid 
potential for this sort of thing). Rumors persist өй, 
and-out conflicts between Union Sentinel teamsanh 
Shield teams, though both deny it 


THE ORGANIZATION 
The Champions of the Shield direct all the activitsd j 
the organization 

Headquarters: The order's base of operationssy 
stone manor house in the planar metropolis of Unio 
located in the Commerce Quarter. There, the роф 
houses its members, trains them, stores provisions aa 
equipment, and runs the place so that it is self suf 
а well-guarded portal inside the manor house оре 
onto a fertile valley on a Material Plane, where age 
contracted with local farmers for foods and goods) А 
one might imagine, this manor is well protected; nott 
approaches who isnt expected and welcome. Guests й 
escorted at all times when visiting, but members a 
happily visita potential clients abode or place of busines 
to discuss possible work. 

Supposedly, the basement of the headquarters how 
a relic acquired by the founders. Dire magic suppor 
edly seals the item against all tampering. It is this гит. 
that gives the Shield its unofficial name, the Order 
the Seal. 


Members: 220+ (a few Union Sentinels have quit their 
ner organization, and now serve as powerful mem- 
ofthe Shield), 
Hierarchy: Militaristic. The Order of the Shield main. 
strict hierarchy, beginning with the Champions of 
shield. Orders come down from on top, and members 
their superiors 
Mlgion: Various (but St. Cuthbert is а favorite) 
Alignment: Any nonevil 
Secrecy: Low. Members know most other members. 
most nonmembers would recognize an Order of the 
Bild agent on the job, though sometimes efforts are 
10 hide security arrangements, so as not to draw 
tion toa client, 
Symbol: A white tower shield on a blue background. 


IDERSHIP. 

orginal founders of the organization, now called the 

linplons of the Shield, rule the organization. They 
sole decision-making power on matters of member: 
new clients, and other policies. They vote on every 
themselves, and their word is law. They perform 
litle work themselves beyond administering the 
zation, having moved well beyond their prime 
sof ie, 

шои Melorin (NG male half-elf Clr3/Wiz26 
Hes the Champions with their wizardly firepower. 
comrades simply call him Fab, Fabulous Melorin 
imas a graying half-elf with a silken beard and an 


inte costume consisting chiefly of glowing muli 


boats, and ostentations staves. His 
‘more than equals his appearance. 

Nard Stonebreaker (N male dwarf Ftr29) hails from 
famous Stonebreaker clan, to which several famous 
ts belong. Mazod is the eldest member of that clan, 
li need he can call 246 Stonebreakers, each of level 

йм (all fighters), to his aid via a special clan token 
às around his neck as an amulet. 

isa Fenar (CG female halfing Rog28) is a wizened 

re, but her daily exercises keep her limber all the 
it Of all the Champions, Sasa is the most vocal 
и directly involving the Champions in protecting 
us clients, and often engages in extraorganiza 
escapades and adventures. 

Hammish Lightbringer (LG male dwarf Cle27. 
lins Good and Healing) is a devoted follower of 
the manor has a small chapel, and Hammish 
litwo hours every day there in prayer. He also con 
I healing and other miracles for very important 

ofthe organization. 

Маале Minter Casal (CG female elf Brdto/Rgrts 

cles the exploits of Champions past and current, as 

в юте of the more memorable exploits of the orga 
linis members, If the Order of the Shield has a 
f person, itis Marsale. Likewise, she is called in to 
бие tough contracts, since she has a wonderful way 
people of all races. 


coats, scarves 


RECRUITING 

The Order of the Shield selects its members carefully. It 
wants to protect its own reputation for reliability, hon 
esty, and effectiveness. Many common bodyguards have 
the talent but not the scruples to make it as a member of 
the Order of the Shield. The Champions of the Shield 
make all decisions about membership based on their 
exacting standards. 

Generally speaking, PCs interested in joining under 
take three simple trial protections of short-term clients. 
Ifhe or she succeeds in these efforts without sullying the 
тате of the order, a PC can become a member. 

The organization values all skill sets. While warriors 
make a wonderful first line of defense, magical protec: 
tions are just as important. Rogues are always in demand 
for scouting out threats and for consultation on potential 
weakness in a defense, All classes have а job to do within 
the order. 


MEMBER BENEFITS AND 
RESPONSIBILITIES 
Both nonmember clients and members can gain benefits 

Client Services: Order of the Shield bodyguards will 
never take on a client who desires protection while con: 
ducting an evil or unlawful activity—clients who lie 
about their purposes can expect no mercy from their 
former protectors once the deception is revealed. Clients 
seeking protection pay a straightforward fee, regardless 
of the situation. The client can specify the desired power 
level of their protector or protectors. Normally, a client 
prefers to choose a group whose average level is higher 
than her own. The minimum daily fee for protection 
against all comers is equal to the average character level 
of the client or clients x the average level of the body 
guard or bodyguards x 50 gp. 

For instance, а Sth-level wizard who wants a single 
hour of protection from a toth-level fighter when enter 
ing into labyrinth pays the full day rate, which is $ x 10 
x 50 = 2,500 gp. Ifthe protection ends with the death of 
the client, the client's designated heir receives double a 
days fee. Thus, if the sth-level wizard is slain despite the 
protection, a person designated by the wizard receives 
5,000 gp in compensation. 

Member Benefits: Membership in the order means 
having a reputation for reliability. It's hard to make a 
better name for oneself than by being a part of such a 
trustworthy company 

Tangible benefits include lodging at the manor house, 
if desired, plus a 5% commission on all protection fee 
personally gathered. Bodyguards are also granted salvage 
rights concerning any threats they may overcome when 
defending a client (though a client who aids in her own 
defense with spells or combat is eligible for half the sl 
vage, if any). ИЗ not easy to protect lives and valuables, 
but if the job is done well, then every gold piece is well 
earned. The order keeps the bulk of protection fees, 
dividing it evenly between upkeep, insurance, equip 
ment, and other general needs of the organization 


Members of the Order of the Shield are expected to 
uphold the high reputation of the group, doing their 
utmost to make sure their charges remain safe and sound, 
по matter what the opposition tries. There is no policy 
against freelance work while one is a member of the 
organization, but client stealing is frowned upon, and 
besides, most potential customers dont believe they can 
get the same level of security without the full backing of 
the order anyway. With the kind of financial support the 
order provides, those clients may be right. 


NCOUNTERS 
Since the majority of campaigns revolve around good. 
aligned characters it is а safe assumption that soon 
later the PCs goals and the Order of the Shields g« 
may coincide, Whether they cooperate and actively 
work together or just grudgingly agree to stay out of 
one another's way is up to you and your players, The 
heroes may eventually become a part of the Order of 
the Shield, actively working to protect clients from 
harm, but even if they dont, the order can become a 
staunch ally for a number of endeavors during the 
course of epic play. Conversely, the characters may 
work against the goals of the Order of the Shield. For 
instance, the characters may find themselves in con- 
a individual or a group paying for Order of 
the Shield protection. In this situation, the Order can 
bea potent adversary. 
Exceptional Shield Protection Team (EL 27): 2 
1 captain (Ftr22 alist (Clr 
ld protector team of this pot 


tention wi 


1 gen 
thing only very rich clients can afford, and then only for 
a few days, Exceptional teams often hide their presence 
preferring to strike at potential thi 
Position of surprise 

Typical Shield Protection Team (EL 15): 2 shields 
(и), 1 captain (Ftet2), 1 generalist (Rog3/Clrs/Wizs. 
Typical Shield protection teams visibly wear the symbol 
of the Order of the Shield and walk the streets with their 
client with obvious pride and vigilance 


PLANAR CARTOGRAPHIC 


theresa frontier still out there somewhere, chances are 
the Planar Cartographic Society is pushing it farther and 
farther from civilization. This group focuses on explo- 
ration, and theres no place members wont go just to say 
they ve been there. 


OVERVIEW AND BRIEF HISTORY 
Members of the Planar Cartographic Society, also called 
Surveyors, walk to the ends of many earths and beyond, 
literally. If you want to know what's out there, ask the 
Surveyors. They've made maps of every place, and they 
can find out whats just beyond the edge of reality. Folks 
from all backgrounds come to the Surveyors to help 
them find where they need to go, or where they might 


s from an initial 


already have gone. If you need a personal guide 
you find your way, youve come to the right pla 

The Surveyors were founded by a mercane 
Khymez Ta'rol who sought to increase his 
dealings with the gnome petitioners of Dorhiong 
an outer plane called the Twin Paradises of 
Tirol wanted to know just who was making whi 
what kind of quality was available, so he hired 
ful of rangers to investigate for him, cataloging 
try sites throughout the realm, The rangers 
increased his business substantially. Tirol della 
expand into a new branch of business, convincl 
scouts to work for him full time, and then con 
with other merchants to perform a similar see 
them. Eventually, the services offered by the Зи 
expanded to include all sorts of scouting, guide 
and mapping. 


THE ORGANIZATION 
The Planar Cartographic Society is run like aca 
mplete with a president, directors, officer 
agents 
Headquarters: The headquarters of the Planar Ca 
graphic Society is located in the city of Union 
merce Quart I their commercial 
It is there that the Surveyors mull 
records and build on their knowledge, ad 
е that interested employers go when they wis 
contract the groups services, 
Members: 850+ (including several nonstandard ra 
Hierarchy: Loose, Leaders come and go every lf 
years, based on internal elections. The current pres 
Khymez Tirol, is the founding president, and cam 
be voted out. Despite the fluidity of the lesser lela 
ders come down from the top, and mem 


where almost 
ss is neg 


Religion: Various (Fharlanghn is the most рор 

Alignment: Various. 

Secrecy: None. The Surveyors work entirely ini 
open and make no effort to conceal their works he 
quarters, or opera d agents are easly recog 
at least by those who hail from Union). Of course th 
accumulated information requires fees from the gee 
public in order to be accessed. 

Symbol: A stylized compass. 


LEADERSHIP 


Khymez Тато! still runs the company, but he delegu 
most business dealings to the officers below bi 


because Khymez often serves as а field agent, doing 
work he loves best. High-up officers run the maf 
archives. Others formulate plans for new explontit 
targeting stretches of uncharted regions that the soci 
knows little about. Still others work with custome 
determining specific needs and setting up special tes 
to fulfill the terms of contracts. 

President Khymez Тато! (CG male mercane Вай 
Cosmic Descryers) is the president of the Survey 


ft leaves the day-to-day business of the organization 
Iis officers 50% of the time. While absent, Khymez 
isa common field agent on a surveying trek. Often, 
ie field agents do not even realize Khymezs true 
ni 
Hesmeth Schlade (LG male human Wiz10/Exp20) 
the officer in charge of the guildhall in Union, а 
[emer librarian from the Material Plane city of Gre 
fk, lured away from that position by Тахо! himself. 
Made oversees a bureaucratic staff of specialists who 
опе all the different piec 
various forms into a more comprehensive picture 
libe multiverse 
Desarlov (LG female half-elf Bbn10/Rgrl4/Agent 
tiever6) is the most renowned field agent within 
company, Desarlov has mapped more realms of 
gest than any other ten agents together. She pos- 
[pesa special minor artifact, called the eye of the world, 
lich she claims gives her knowledge of never-before- 
lands while she sleeps 


of information in 


lemonstrate an aptitude for direction 
liy to make accurate maps, a penchant for surviv- 
[ble environments, and a willingness to go deep 
Pathe wilderness, all in the name of exploration. Usu 
{Surveyor recruits show up at the guildhall in Union, 
ї hand, ready to add to the body of knowledge in 
inge for steady work. Occasionally, the Surveyors 
ch individuals who either had remarkable exploits 
finding passage through uncharted territory or 
reputation for tracking, mapmaking, and/or sur 
the eleme 
hile the obvious choice of character class favored 
bembership is the ranger, the whole array of skills 
шет» available to characters can come in handy. 
ling through the wilderness requires musc 
jand healing as well as tracking and direction 
Oftentimes, prospective customers want more 
Just a single guide; a whole contingent of body 
ls may be necessary. Plus, getting to the frontier 
Union can be a long journey in and of itself 
portation magic provides a welcome accelerant to 
t 


ВЕК BENEFITS AND 
BIONSIBILITIES 
leneits of membership in the society are pretty 
ind straightforward 
nmember Services: Those who do not seek mem 
bipbut provide an unsolicited map (that turns out 
антике and not of an area already thoroughly 
urveyors) receive a standard finder’ fee 


Es they pay up to 20,000 gp. 


immembers who seek copies of maps held in the 


Cartographic Society archives pay a standard fee of 1,000 
gp for each copy 

Member Benefits: All employees have salvage rights 
for any threats they overcome while in the field. More- 
over, each member receives a stipend (equal to his or her 
character level x 500 gp) for each successful mapping 
mission from which the member returns. In addition, a 
ready supply of cartographic equipment can be bor 
rowed (specifically, mundane items such as compasses, 
surveying rods, high quality inks, parchments, chalk 
measuring tape, and related equipment 

Those who take special delight in finding new worlds 
and lands can train in the cosmic descryer prestige class 
‘see Chapter 1 

Knowledge is a powerful commodity, and the officers 
require field agents to remember that information gained 
оп company time (which is all ће time, as far as they are 
concerned) is proprietary. Passing information, maps, ог 
‘even assistance on to someone who hasnt paid for it (or 
who might be working for a fledgling, upstart competi 

grounds for immediate dismissal. Whatever a 

member gleans during her travels becomes the property 
of the Planar Cartographic Society, plain and simple, and 
no one gets a freebie. 


ENCOUNTERS 

The Planar Cartographic Society takes a 
interest in adventurers, simply because hero types dig 
around in unusual and out-of-the-way places and pro 
vide the most interesting information concerning 
such exotic locales. The organization willingly pays a 
fair price for such information, provided it is reliable 
and thorough (see Nonmember Services, above) 
Occasionally, the Surveyors recruit particularly well 
traveled characters 

Even ifthe PCs arent interested in working directly for 
the Planar Cartographic Society, they likely interact with 
other people who have crossed paths with the Surveyors. 
The Planar Cartographic Sociery members are the most 
recognizable group among the organizations listed in 
this section. You can do as much or as little with them as 
you wish, but it can be a lot of fun for the characters to 
run into them from time to time, especially as a non 
threatening diversion. The Gleaners may have hired their 
services, or a map they created might wind up in the 
characters hands, or someone might have stolen some: 
thing from the Surveyors, and they want it returned 
Sometimes, just seeing the dynamics of the multiverse 
without always being at odds with every one of its organ: 
izations goes a long way toward keepin, 
campaign fresh and new 

Alternatively, there are plenty of ways for the charac 
ters in your campaign to grow to dislike the Surveyors, 
too. If members of the society are always popping up 
where they arent expected (or wanted), or if the char 
acters have something (a map, firsthand information 
the Surveyors want, they may become quite the irritant 
to the characters other activities. The Surveyors might 


articular 


ће flavor of a 


even think the characters have something that belongs 
to them (perhaps the PCs are in possession of a map 
that was originally stolen from the society) and come 
after it 

Typical Surveying Field Team (EL 26): 2 field agents 
Brdt6), 1 team lead (Brd20/Cosmic Descryers), 1 con 
sultant (Brds/Clrts, domains Protection and Travel 


Philosophers assert that the one constant in the multi 
verse is change. Change often brings about cataclysmic 
consequences—or it would, except for the Regulators. 


OVERVIEW AND BRIEF HISTORY 

It is the Regulators’ belief that power in all forms, lef 
unguided, inevitably leads to abuse, which in turn 
leads to chaos and destruction. Eventually, unchecked 
chaos and destruction could obliterate the multiverse 
The Regulators tak to that possibility. They 
see themselves as agents of control, rather than agents of 
power, steering the myriad forces of the multiverse 
through careful and subtle manipulation of others 
power. Whether they choose to send agents to pose as 
deifie beings for the benefit of primitive tribes or place 
them as covert advisors to the rulers of powerful nations, 
the Regulators have their hand in just about every organ 
ized force across the cosmos. 

Because of its secretive nature, few peopl 
the groups membership suspect its exis 
fewer still know much about its origins. Son 
the organization has been around longer than 
humankind, Others claim thar its rolls include many 

ngs from across the planes. Some assert that Regula 

т agents have infiltrated every major religion, order, 

eret organization, and guild that exists, and rumors 
persist that some high-ranking commanders of the 
Blood War answer to the Regulators. Whatever the 
truth, the Regulators remain an enigmatic yet powerful 
force beh 
plane of existence. 


THE ORGANIZATION 

The truth about the Regulators’ secretive organization 
resembles the greatest conspiracy theories ever 
expounded, To maintain the level of secrecy so impor 
tant to the continuation of the ideals and existence of 
the Regulators, the hierarchy of the organization is 
extraordinarily covert. Everyone answers to someone. 
but at the lower levels, few know the identity of their 
superior' superior or even the names of others who 
answer to the same individual they do. Information 
and instructions flow from above, and tasks are 
assigned based on the needs of the moment and the ta: 
ents of the agents involved. When assignments end, 
word passes back up the chain. Very few know where 
orders originate or how high the power of the Regula 
tors truly stretches. 


outside 
nce, and 
claim 


d the scenes of every city, state, nation, and 


Sometimes a high-level member of the Reg 
a position of power finds lower-level menbendi 
organization (two or three levels removed) ati 
(o manipulate her in an advisory capacity. Some 
ruler knows of this arrangement (and perhaps fe 
identity of the Regulator agent ‘manipulating’ he 
may have even set up the arrangement speci 
see how accurate and reliable a potential sou 
Other times, though, the circular process mayhy 
vertent (one high-ranking member ordering the 
vation of someone who, unknown to the first 
also a member) or perhaps even intentional ii 
pered that one tiny, ultrasecretive branch ofthe 
lators knows the names of everyone working ot 
organization and is in charge of self-monitoring 
group for loyalty 
Headquarters: Most members of the organiza 
not know of any type of headquarters. Clandestine а 
agents and their superiors take pl 
ed places: in a quiet corner of a tavern, bene 
docks, or through some magical connection, Agen 
file their reports in a regular manner on a contin 
but cells of operatives rarely hold meetings inthe 
location twice in a row 
At the higher levels, council meetings take pel 
very private, secure locale on a private deni 
called the Citadel of Regulation. The citadel gil 
easily reached without invitation and the proper 
cal key. Each member of the council has а mail 
that contains a properly keyed spell to take its 98 
to this private retreat, and there is no other wiv 
reach i. 
Members: 10,000. 
ierarchy: Webbed. A webbed hierarchy has el 
connected by few linking threads. A cell could bem 
individual or а small group. Members know only 
members with whom they have direct contact Ван! 
no traceable hierarchy 
Leaders: The Thirty-Three, 
Religion: 
Alignment: Any lawful 
Secrecy: High. Those in the highest level ofp 
organization (The Thirty-Three) do not know пой 
their agents. Information passes through intermedia 
often in code. Members generally hide their dent 


via disguises, aliases, and anonymous messages 


Symbol 
number 3: 
nition betwe 


official symbol, though variations oft 
ave sometimes served as a symbol of rp 

members, such as two rows of thre di 
each on an otherwise blank field 


EADERSHIP 

At the highest level, the Regulators are composed lt 
council of especially powerful yet insightful individu 
from all over the multiverse who have a unique unde 
standing of just how tremulous the existence oft 
cosmos really is. Among themselves, they are sing 
called The Thirty-Three, and such is their numbet 


л their backgrounds and ideologies may vary by 
feat degrees, the council members share one belief 
' all else: They must prevent total chaos and 
suction from reigning across all the planes by steer 
ееп in а direction and manner of their choosing 
Henbers of this council include some of the most pow: 
pil archwizards, battle-tested warriors, and fervent 
uy leaders ever known, as well as heads of guilds, 
Hinds from the Nine Hells, no less than three dragons, а 
holder, both good and evil fey, and а host of other 
Pinar creatures, all bent on preventing the ultimate 

ern that results from the abuse of power. 
(Older than old, the reputed first and original coun- 
inember Mella Тес still sits on the council— 
ally the council meets around her, since she doesnt 

much 
Mella Theeg (LN female advanced treant 304236 
©) isa founding member of the Regulators. She gives 
to the idea that the Regulators have been around 
est forever, since she claims to number her years of 
in the millions, A mighty tree-being, she has not 
from the inner council chamber at the center of 
ийе of Regulation for eons. She is a repository for 
Hinowledge and history accumulated by the Regul: 
and the other council members often defer to her 
ss memory and incisive directives. 


RUITING 
Jie initially chooses to join the Regulators. Instead. 
Regulators choose their new members from among 
Who have been contracted to carry out Regulator 
(unknowingly, of course; the Regulators dont 
оше themselves when hiring specialists to handle 
| Such candidates must demonstrate a willingness 
ете ап obey and an ability to use subtle methods to 
арі their goals. Once a candidate has been 
йнһе as appropriate for the type of work neces 
lo serve the Regulators, recruiters begin a secret 
hing process, learning more about the candidates 
ales toward chaos versus stability, desire for power 
sown sake as opposed to being the power behind 
lone, and so on. If a candidate exhibits the appro- 
opinions and seems qualified in other ways, the 
ipproach him or her with an offer of full 


Ie Regulators consider new members of all classes 
Bekgrounds. While rogues’ and bands skills come in 
in the service of the Regulators, the need for all 


jf skils is obvious; however, to succeed, every 
must be able to deflect notice, to appear convinc 
fssomeone other than what he or she truly is Thus, 
J warriors, cunning sorcerers, holy leaders, and 

тте in between all have parts to play in the ongoing 

ions of the Regulators. 

members initially receive straightforward assign: 
of finite duration. Commonly, а recent enrollee 
signed as an aide to a proven agent who is cur 
is an advisor or a council member. 


Eventually as trust develops, the member receives more 
sophisticated assignments, Eventually, the member gets a 
permanent position somewhere, carefully and secretly 
working as the guiding hand of a secular power, with his 
own cadre of agents to assist him. 


MEMBER BENEFITS AND 

RESPONSIBILITIES 
Membership provides few straightforward and tangible 
benefits. To avoid notice, the Regulators charge no dues 
and pay no stipends (except in special cases), Not even 
the most outstanding members get awards or recogni 
tion. They can only enjoy the satisfaction of a job well 
done. Occasionally, special equipment and supplies, ог 
aid in the form of another agent, passes down from supe 
rior to agent in the field, but as with all things, this 
process is kept low-key and out of sight. 

Апу member of the Regulators ultimately answers to 
the organization, above all else, even nations or deities, Its 
members shoulder the weight of the worlds with grave 
seriousness. Sometimes, agents are asked to carry out 
tasks that, on the surface, may seem confusing or even. 
contrary to what that agent believes, but the commands 
are never to be questioned. Turning your back on the 
orders of a superior, working against those instructions, 
or trying to stop another agent from carrying those 
orders out merits death, Agents never really leave the 
organization. They may retire from active service after a 
time or when it would be impossible for them to ever 
again show their faces in a public forum, but even then, 
they are still considered members and expected to serve 
the Regulators. 


ENCOUNTERS 

Characters in a campaign have many opportunities to 
cross paths with the Regulators. Initially, the charac 
ters should stumble across this organizations activities. 
and machinations from a peripheral position, possibly 
not even aware of what's happening. The Regulators 
may have agents planted behind positions of power 
with which the characters interact, such as an advisor 
who serves the noble the characters are working for. 
Alternatively if one or more of the characters wields 
power in a leadership position (pethaps a minor land 
grant, or a stronghold that has been built on the fron. 
tier), perhaps one of their own trusted advisors 
secretly serves the Regulators. At the start of any of 
these cases, irs a good idea to keep the agent's affilia 
tion a secret 

Instead, the characters might find themselves in the 
midst of some Regulator plot to shift the balance of 
Power in a region or on a particular plane, beginning to 
work at cross purposes with the organization, again 
without initially even realizing who they are up against 
Ifa prominent political figure fears that some unknown 
assistant is passing information to his enemies, he might 
hire the characters to find our the truth and, even if it 
turns out to be a completely different outcome from 


what the political figure fears, the characters might 
come dangerously close to revealing the Regulator agent 
in the process 

Conversely, the Regulators might recruit the charac 
ters to do work for them. This series of events almost 
always begins with anonymous contracts, the characters 
hired to take care of some task without knowing whom 
they are truly serving, and without all the facts. Evenru- 
ally, they may be offered a chance to work with the organ 
ization on a more permanent basis, but only after they 
have proven themselves both trustworthy and of a like 
mind with the organization. 

Things can really get complex if two or three different 
organizations become involved with one another in par 
ticularly complex plots. For example, a Regulator agent 
might need to remove a threat to his position by having a 
member of a lords cabinet killed, so he hires a member of 
the Garrote to eliminate that figure. Of course, the char 


acters just happen to be working for the Order of the 


Shield, and the cabinet member hires them to protect 
him against possible threats. The whole affair becomes a 
tangled web of espionage, clandestine meetings, and 
thwarted attacks in the streets, making for good inves 


tigative gaming, 

Typical Regulator Encounter (EL 25): 1 regulator 
prime agent (LN human Wiz20), t assistant (LN gnome 
Rogs). More than likely, the agent poses as some: 
using magic to disguise her true nature and appearance. 
The PCs may never realize they've just encountered an 
agent of the Regulators. 


——THE UNION SENTINELS 


The Union Sentinels are a police force, an elite unit of 
guards who patrol the streets of Union, a planar metrop- 
olis run by mercane business leaders. The Union Sen 
tinels’ sole purpose is to enforce the law and capture 
lawbreakers by nonlethal methods, holding them until 
they stand trial 


OVERVIEW AND BRIEF HISTORY 

The mercanes run everything in Union, and want noth- 
ing more than to see business prosper. They seek con 
sumers from every part of the multiverse, and they real. 
ize the need for а police force powerful enough to 
protect their businesses. They require a force capable of 
dissuading the majority of interplanar visitors from dis 
rupting peaceful commerce: the Union Sentinels. 

The Union Sentinels are easy to spot, in their blue. 
glowing breastplates over navy shirts with gray 
breeches and black boots. Each wears the Sentinel 
symbol (a sword superimposed over a tower, which 
also reveals rank by the number of stars above the 
Tower). Almost everyone who lives in or visits Union 
respects them. The Union Sentinels cannot hope to 
detect every instance of larceny or assault that occurs, 
nor do they naively believe they are equipped to deal 
with any threat whatsoever. They do deter nine-tenths 


е else, 


of the crime that might otherwise be committed 
what they can't handle, the mercanes deal vill 
other means. 

Despite their immense power, the Union Sentinel 
fair and do not abuse their station, Though many. 
times feel that the Union Sentinels can be ove 
ог too staid, no one has ever claimed the Union i 
tinels stepped over the line in dealing with prot 
well, no one who wasnt already in trouble, an 


THE ORGANIZATION 

The Union Sentinels are organized much like 

forces throughout the multiverse. The standard ай 

unit consists of two to five regulars led by a seg 

Twenty units comprise a company, led by a captain 

companies together form a division, each led bya 

"ain Commander, Supreme Commander ОЕ 

mands all the Captain Commanders. Each divin 

responsible for а different quarter within Union, Mi 

patrol units are made up of regulars of similar ably 

levels, but special, less common independent unity 

move into an area at a moments notice when белей 
arises (such as when particularly powerful and unc 
ative crearures are causing trouble; 

Headquarters: The central headquarters oft 
Union Sentinels is in the Military Quarter (авоб 
monly called the Quarter of Law) in Union, andit 
there that all the bureaucracy and decision miki 
takes place. Recruits go there for training, Scit 
throughout the rest of the city are smaller sect 
houses, where each company is quartered, prisonay 

sed until trial, and judges preside over ti 
and sentencings for said prisoners. The section hou 
are spartan in their facilities, but well defended 
Union Sentinels 

Members: 5,0005 

Hierarchy: Militaristc. The Sentinels maintainastit 
hierarchy. Orders come down from the top. Men 
obey their superiors (Supreme Commander; Сані 
Commander; captain; sergeant; regular). 

Religion: Various 

Alignment: Any nonevil 

Secrecy: None. The Sentinels work entirely indi) 
open, and must do so in order to maintain the trust oft | 
citizenry of Union. 

Symbol: A sword superimposed over a tower 


LEADERSHIP 
The mercanes Union Council leads the Union Sentindh 
insofar as it organized the force and pays its operat 
expenses. Supreme Commander Dilella runs the fog, 
issuing commands to the Captain Commanders acid 
ing to strict military fashion. The whole system is wy 
clearly structured. 

Supreme Commander Dilella (LG female human 
Pal21/Union Sentinel10) takes extreme pride in he 
organization. She personally spends a day of traning 
with each individual who adopts the Union S 


sige class. She likewise involves herself in the infre- 
at "major actions" the police force conducts against 
[ih profile threats or criminals 

Captain Commander Johiaz Tower ( 
2/Union Sentinel) is Dilellas right-hand dwarf 
nthe Supreme Commander has a job she wants 

right the first time, she gives it to Johiaz Tower. Хог 

jj ohiazs division oversees the Magic Quarter, but 

[jetimes the Supreme Commander sends Johiaz and a 

picked force into other quarters for special assign- 

is which doesnt win Johiaz any friends among the 
Captain Commanders. 

Captain Grigg (N male half-orc Rog23/Perfect 
jh) is secretly a spy for the Regulators. No one sus 
is true nature, due to a small atifact-level dagger 
lieps on his person that provides constant mental 
physical concealment. Grigg makes sure he knows 

tthe activities of the Union Sentinels, and also 
essure he is in a position to nudge things one way 
so commanded by his superiors. 


ming а member of the Union Sentinels is not easy 
in some sort of military or guard duty is 

ws, although the group does occasionally hire other 
types for special assignments and noncontract 
In addition, anyone who wishes to become a part 
ike Union Sentinels must have lived full-time in 
on for the past three years. Occasionally, the Union 
ines actively recruit adventurers who seem to have 
Xie necessary to serve the mercanes, but this is not 


BIBER BENEFITS AND 

ONSIBILITIES 

ers of the Union Sentinels gain a steady salary 

lo their character level x 5 gp per day, paid by the 
Union Council. Union Sentinels also gain sal 

rights to any threat their patrol overcomes. Mem 

jan expect lodging in а station house and a network 

Еле who gladly watch each others backs while 
0 


ee who are particularly powerful may choose to 
nthe elite Union Sentinel prestige class. (Most of 
inembers are not powerful enough to take this 


[itum for membership, a Sentinel is expected to 
Bilingly serve the city and its rulers, patrolling the 
and enforcing the law, while remaining immune 
tion or self-serving interests. The Union Sen- 
[vell the mercanes, at any rate) do not tolerate any 
ngs ina member’ service; failures or frauds are 
quickly ferreted out and expelled. 


its who travel to Union will eventually mingle 
embers of this security force. f the characters are 
Бе to cause trouble in Union, they quickly make 


too-close acquaintance with the Union Sentinels, and 
possibly with the mercanes' Union Council. More likely 
the characters become entangled in a plot that involves 
the Union Sentinels. Whether the PCs choose to cooper 
ate in an investigation or butt heads in trying to achieve 
their own separate ends is up to you and your players. It's 
possible a character will want to become a member of 
the Union Sentinels; a great number of complex crimes. 
can be thwarted in Union, possibly with the help of the 
rest of the PCs 

‘Typical Sentinel Patrol (EL 23): 3 regulars (Ftet4), 
1 sergeant (Fir21/Union Sentinel2). It is not difficult to 
find patrols in most quarters of Union, though they are 
somewhat less obvious in the Perfumed Quarter. They 
are most numerous around the main gates, though they 
send extra patrols around ro dwellings and buildings 
where it is known that secondary interdimensional 
portals operate 


Union Sentinel Sergeant: Human Fighter 21/Union 
Sentinel 2; CR 2; Medium-size humanoid; НО 21d10«105 
plus 2d10«10; hp 240; Init «1; Spd 30 ft; AC 31, touch 15, 
flat-footed 30; Atk +36/+31/+26/+21 melee (1d8«15, 
17-20/x2, +5 longsword); or +30/+25/ +20, 
1d8«7/19-20/33, «2 mighty composite longbow [+4 Str 

bonus] with « arrows}; SQ Sending, shield of law, freedom, 
knock; AL LN; SV Fort +24, Ref +11, Will +11; Str 26, Dex 
13, Con 20, Int 13, Wis 12, Cha В. 

Skills and Feats Climb «21, Diplomacy +9, Knowledge 

Union) +11, Listen +7, Spot +6, Swim +21; Alertness, 

Blind-Fight, Cleave, Combat Reflexes, Dodge, Expertise, 
Great Cleave, Improved Critical (composite longbow), 
Improved Critical (longsword), Improved Disarm, Lead. 
ership, Mobility , Point Blank Shot, Power Attack, Precise 
Shot, Spring Attack, Sunder, Weapon Focus (longsword), 
Weapon Specialization (longsword) 

Epic Feats Armor Skin. 

Sending (Sp): A Union Sentinel sergeant can use the. 
sending spell as a spell like ability once per day. Union 
Sentinels normally use sending to contact their superiors 
if their patrol meets a threat they cant handle. Caster 
level 15th 

‘Shield of Law (Sp): A Union Sentinel sergeant can use 
the shield of law spell as а spell-like ability once per day. 
Union Sentinels normally use shield of law prior to con 
fronting a threat in the streets. Caster level 15th; save 
DC 17. 

Freedom (Sp): A Union Sentinel sergeant can use the 
freedom spell as a spelHike ability once per day. Caster 
level 18¢ 

Knock (Sp): A Union Sentinel sergeant can use the 
knock spell as a spell-like ability once per day. Caster 
level 15th. 

Possessions: +4 breastplate, 
tion «à, +5 lon 
bonus), 20 
health +6, cloak 
(like am 


15 ranged 


ange stel shield, ring of proec 
ghty composite longbow (+4 Ste 
‘arrows, belt of giant strength +6, amulet of 

+3, vestment of natural armor +2 
winged boots, bead of fore 


embers wanted the trade tc 
having to seek it out. And afte 

he right demiplanar location, plus deca 
Binsrucion and settlement, nor to 


tis quit pb andard, yet it 

Ёреее р plosion during th 

Be The mercanes are artists of trade, after all. Fa 

on but 

Коузаптаспо dren h epic characters want to partake can 


:9N31aVH2 


BNG UNION IN A GAME n tion of the cit n found in 
Ко of Union can easily b m. — dhishk d 
setting. By ts nature 

franywhere. Mc 


ANE UNION COUNCIL 


Only mercanes are ever allowed to take part in the 
administration of the city 

Headquarters: The central headquarters of the 
Union Council isin the Quarter of Law, near the Union 
Sentinel headquarters. Usually, about half of The 
Thirty-Three can be found in the well-defended struc 
ture at any one time, though all gather monthly for 
council business. Other individuals who visit the struc 
ture usually only encounter lesser functionaries unless 
their need is great 

Members: 33 

Hierarchy: Loose. Mercanes come and go in the 
Union Council, though the upper echelon of adminis- 
trators doesnt vary except perhaps after each bicenten- 
nial vote. 

Religion: Boccob. 

Alignment: Lawful neutral 

Secrecy: Special. Among members, secrecy is low (all 
the council knows most of the agenda and plans), but 
among noncouncil members, secrecy is quite high (most 
of the council members are not known, so it is common 
for city dwellers to mistake any тетсапе they see for a 
council member, which is a practice the mercanes do 
not discourage) 

‘Symbol: None. 


Leadership 
Any council member may command а lesser functionary 
of the city, or even a high-ranking Union Sentinel. But 
Chief Councilor Revenia, by vote of the rest of the coun: 
cil, may always speak for the Union Council, and may 
countermand the edicts of other council members, as 
she desires 

Chief Co 
Wi233) вак 


ncilor Revenia (LN female mercane 

of her race, excelling in all matters of 
administration. Her plans go deep, and 
little of the day-to-day events in Union reveal her ulti 
mate capitalistic goal for Union and for her people. 


UNION GEOGRAPHY AND ENVIRONS 


The city of Union exists on a demiplane all its own, а 


strange, limitless, twilight void. This demiplane has up 
and down directions, with the pull of normal gravity 
working in a constant direction. Likewise, time passes 


MAGIC PORTALS 
"Porta is a general term for a stationary interplanar connec 
tion. Portals, which include such related items as vortices and 
gates, open at one location on the originating plane and at one 
location on the destination plane (or one on each destination 
plane, if more than one). 

Portals are created by many sources. Some are simply large 
magic items, linking the two planes (or two locations within 
the same plane, in some cosmologies). Others exist naturally. 
And the deities themselves created some portals. 


normally in the demiplane. Magic functions nomi 
The demiplane is neither coexistent with (doe 
lap) nor coterminous to (doesn't naturally тош) 
other plane. However, the demiplane holds 
number of artificial gales and portals that connect 
eral extradimensional locations. 

Within this twilight void drifts a collection offi 
ing islands, gently hovering umbrellas of rock 
coast through the twilight carried on gentle ait 
rents, Huge reefs of cloud sometimes move 
armadas through the high or low sky, glowing mil 
ambient light. The rocky formations and the dal 
banks are the two main features in this void andi 
are surrounded on all sides, above and below, will 
indirect purplish orange glow, reminiscent of the 
fabled of sunsets. The temperature remains pleas 
warm, like an early summer evening, and а conii 
slight breeze blows, seemingly from a randomly lag 
ating direction, keeping the air fresh. No other weil 
of any kind has ever disturbed this peaceful demipag 
or the city that floats within it (some have altered 
weather magically, though only until caught and dll 
with by the Union Sentinels) 

The city is built on a small cluster of these loa 
islands, a full dozen of them bound together in - 
with bridges and stairs crossing between them lif 

lve islands are roughly level with one алай, 
though stairways may stretch up or down Бет 
islands by one or two hundred feet, Each island i 
slightly convex. Lamplighters keep all the majori 
‘oughfares well lit through the use of evenly spaced, maf 
ically illuminated lamps. Many of the buildings ull 
the islands also benefit from magical illumination vidi 
the common marketplace of Union literally winks 
а festival tree due to all the various decorative ghi 
Seen from a slight distance, the community is a tang 
vision, a faerie land adrift in glowing spaces. 

Union possesses а number of amenities that mil 
the place not just inhabitable, but quite comfortable 
most of its residents and visitors. Each of the individ 

xk formations has a subterranean planar portal cap 
nected to the Elemental Plane of Water just lig 
enough to allow for a steady flow. Most often this im 
bubbles to the surface in the form of fountains, burgi 


Portals vary in appearance and size. A creature must be ie 
to fit through the opening to use a portal. Portals also vy 
their method of use: Most require sentience, some кей 
phase to be spoken, and others require keyed items o uit, 
Most portals provide instantaneous transportation from ene 
location to another. Unlike with a mundane doorway, I 
usually impossible to step halfway across or reach through 
portal. You are either on one side or the other. Spells dont 
pass through, and divinations do not reveal anything about hê 
other side of the portal unless specifically noted by the spell 


jof the more affluent quarters of the city an actual 
linbing system exists, piping water directly into 
of the buildings. Overflow off the side of a city 

Bi from a fountain or a small lake is common. Even 
smallest quarter of the city sports a spectacular 
еа that plummets into the low sky. The city’s 
ge system ensures а filth-free environment, with 
covered drains along all the streets leading to ver 

nl chutes that empty to subterranean gates, which 
fer the refuse to a location far into the low sky, out 
fight. In some cases—again, in the more upscale 
thborhoods—the buildings are equipped with full 
bot sewage systems that connect to the city system. 
is magically transferred deep into the void, to 


Th architecture of the city is a hodgepodge of styles 
Building materials, since everything needed for cor 
on has to come from elsewhere. Many structures 
inde of stone, while only smatterings are of wood. 
windows have actual glass, even stained glass in 
districts, and quite a few of the buildings are deco 
with brightly pigmented paints. All in all, Union is 
cheery place, and that is by design. Nothing nur 
commerce like a heightened sense of well-being, 
le mercanes take very deliberate steps to ensure 
Intryone who visits their city feels safe and happy. 


DE TAXES, AND TRAVEL 
functions first and foremost as a center of trade 
jı trade is the very reason that Union even exists, 
ted in this otherwise uninhabited demiplane 
е, а vital hub to other realities. All manner of 
and the merchants who buy and sell them, pass 
lh the city. Many of them have taken lessons 
he mercanes who established the place and set 
топе shops, and residences in Union. Of 
this entire commercial enterprise would be for 
if Union were inaccessible, being isolated as it 
he contrary, Union benefits from a number of 
ient portals that link to various planes of exis 
bis well as a number of specialized gates that actu 
[inge connections according to a strict schedule, 
ing the entire city to "travel" to different regions 

multiverse and enjoy trade 
merchants run full-time operations in Union. 
dining storefront shops and accompanying ware 
Others only visit the city from time to time, 
goods in wagons (or other, more magical means 
1) to sell before buying other merchandise to 
fry with them. Still others market their commodi- 
he merchants themselves, supplying Union bus: 
with goods and services that make it easier to 
[(mmerce functioning at peak levels. Many of 
пее, and the entrepreneurs that run ther. 
led in the sections that follow 


ofthese businesses are owned and operated by 
Eanes who established Union in the not-so: 
[pst Often, a mercane may have ownership in 


several different businesses but act asa silent partner, 
keeping a low profile and allowing others to handle the 
operations. Regardless of their roles, and despite their 
status asthe civic leaders of Union, the mercanes do not 
object to free market and will not take steps to discour- 
age competition with their own businesses. Thus, many 
nonmercane establishments exist in Union, many of 
which are loyal to local guilds and even off-plane guilds 
and concerns (such as merchants in the trade city of 
Sigil), although independent merchants are plentiful 
enough that nonmercane guilds do not hold undue 
power over trade, either. Besides, if nonmercane guilds 
threatened to gain a truly competitive edge, the mer 
canes would take action to correct the “imbalance 


Trade 


Due to the nature of Union, and the demiplane in which 
it resides, the city has few local resources. Thus, almost 
all ofthe food, clothing, and building supplies necessary 
for the residents to make a way of life must be brought in 
from the outside, However, as a trading center, Union 
benefits greatly from contact with a wide variety of cul: 
tures, о а steady flow of uncommon and exotic goods 
passes through, and the city environment reflects that 
Scents of rare and wonderful incense and unguents waft 
through the air, as do the odors of every style of cuisine 
imaginable. The market is a cornucopia of flavors, smells, 
colors, and textures from every corne 
the fish selection alone isa marvel to behold. Local mer 
chants and residents often acquire such items for their 
own uses, and as а result, the look and feel of the city can 
change drastically from one street corner to the next. 
Despite all the variance, the Union city tax on all trade 
never changes 


f the multive 


Taxes 


As with any good commerce district, the city of Union 
has regulations and fees it charges residents and visitors. 
All commercial enterprises must acquire licenses. 
in order to occupy business facilities, for which they pay 
a yearly fee equal to 1% of their gross revenue for the pre 
vious year (new businesses are exempt) In addition, s% 
of all daily profits аге slated for the city’s coffers. Even the 
casual trader is supposed to pay the fee, though in prac 
tice, someone selling fruit from a basket is not worth the. 
trouble and can get away with selling on an infrequent 
basis without being sought for taxes, 
ing the city must obtain a trade writ 
before he or she can buy or sell any goods or services 
These writs can be acquired at any gate or from any 
Union Sentinel patrol for a fee of 15 gp. A writ is good 
for six months; everyone carries one, citizen and visitor 
alike. Each writ is magically marked with a visible 
arcane mark spell to certify authenticity and to denote 
duration. No one will sell you a sword, rent you а room, 
or serve you a meal if you dont have your writ, because 
the penalties if you get caught are stiff (see Law and 
Order, below) 


Anyone vis 


Travel 
Travel within in the city is by foot, wagon, or via personal 
aerial transport above the mundane foot traffic. The thor 
‘oughfares are wide and smoothly paved, though in cer 
tain places the crowds slow traffic of all types to a crawl 
Even aerial traffic can become somewhat hazardous as 
hundreds of flyers, carpet-riders, and griffin messengers 
can occupy space above each island. Wide bridges and 
broad stairs connect each of the quarters; the effect is not 
unlike a city criscrossed with canals and stepped prome- 
nades. The bridges and stairs connecting the islands are 
carefully patrolled and maintained to prevent either nat 
ural wear and tear or sabotage. Fliers can and do ignore 
the bridges when moving between islands, if another 
route is shorter. 
etting into and out of Union is almost as easy as 
moving between the city’s quarters, Three main gates, 
each on its own island, connect Union to other places in 
the multiverse. One of them is a permanent link to a spe 
cific location: the Staircase Gate, which connects to the 
Infinite Staircase (see below), and two others have vari 
locations: One that always connects to a specific 
ıl Plane world, although the specific location in 
that world changes on a regular basis, and the other gate 
cycles through many different planes on a regular basis 
Each of these gates is a broad portal as wide as the avenue 
that leads up to it, and it functions virtually like a 
town gate, guarded by sentries b 
manner of trafic to pass through. 


POPULATION AND ASSETS 

The "core" city of Union houses about 5,000 residents 
however, that accounts for just the twelve directly 
linked islands. At least one hundred unlinked islands 
floating free from the c residences, magi 
cally maintained farms, warehouses, factories, and 
other concerns. In sum, the greater population of 
Union easily surpasses 100,000 residents. Union is a 
major trading center that serves the denizens of a hun 
dreds of planes, and the number of visitors in the city at 
any given time swells the total population to half again 
that number during peak trade days or rare festivals. 
Some quarters are much more tightly packed (the 
Tavern Quarter and the Market Quarter, for example 
while others seem sparse by comparison (the Temple 
Quarter and the High Quarter 

As a planar metropolis (see Chapter 3), Unions gold 
piece limit is nominally set at 600,000 gp; however, 
during a yearly month-long crossplanar arcane conven: 
tion, the gold piece limit increases to 1,000,000 gp. The 
assets of the city are likewise fluid, but the low end is 
easily in the tens of millions of gold pieces. 


LAW AND ORDER 

The city of Union is protected by the mercanes who 
run the Union Council. Of course, they dont perform 
this task themselves, but rather employ able-bodied 
security forces to handle the task for them. That's 


flung open for all 


where the Union Sentinels come in. The Union fl 
tinels function as a paramilitary organization dd 
cated to patrolling the streets of Union and ener 
the laws. If ever a task is too steep for even the van 
Union Sentinels, the council calls on privat eng 
ment teams made up of epic adventurers willing 
in for the generous sums of gold and magic hee 
canes pay them for this service 

Halfa hundred units (each unit made up ofthe 
ulars and a captain) normally patrol the city The Uni 
Sentinels are easy to spot, in their magically епш 
adamantine breastplates over navy shirts with yp 
breeches and black boots. Even during patrol ie 
Union Sentinels make it a point to remain vill 
whenever possible; their very presence tends ini 
orderly commerce and discourage would-be hij 
Long-time residents consider the patrols а norma pg 
of the city landscape. 

When the Union Sentinels must act, they yi 
avoid lethal measures whenever possible, using hi 
unique skills to disarm and take into custody any dl 
all potential threats. 1f this proves ineffective, ог 
patrol members find themselves outclassed, they lg 
reinforcements, When particularly dangerous stu 
arise, the patrols adopt a defensive stance, attempeigil 
corral the offenders while other members begin vac 
ing the threatened portions of the city. 

Guards escort the accused to the Union Senta 
Headquarters in the Military Quarter for incarcenig 
and trial, It is not the job of the patrols to judged 
carry out sentence; that is left to the court. The coun 
located in the Military Quarter and is presided ove 
a trio of Union Sentinel special judges who Май 
both trials and sentencing. The table below gives ooh 
of the most common crimes and their sentences Th 
list is far from complete, nor is it absolute in сепа 
punishments. A judge always considers many fay 
including prior criminal record, extenuating citus 
stances, and severity of the crime, in determinigp 
final sentence 


Crime 


First Offense Penalty 
Unlawful murder 


All assets seized, permanent 
imprisonment in temporal 

30% of assets seized, forced abr 
for month 


Mind contro! 


Sentinel assault 20% of assets seize, forced 
for 2 months, followed by 6 met 
of exe from the cy 

Assault general S% of assets seized, forced labor 
1 month 

The 1% of assets seized, 6 months 
tle бот the city 

Forge 1% of assets seized 

Bribery, баша 1% of assets seized, 6 months 
ele бот the iy 

Vandalism 2% of assets seized, forced labor 
for2 months 

Unlawful ade 1% of assets seized 

(trade without wit) 
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е district or quarter, and each has its own distinc 
focus and personality. A few prominent establish- 
tts are called ош and detailed in some quarters 


IMMERCE QUARTER 
Commerce Quarter is the second largest floating 
dof Union, behind only the Market Quarter, and the 
here are wide, fairly straight, and brightly 
[be buildings are separate, freestanding affairs that are 
maintained. A large wall surrounds the perimeter of 
sland, protecting the inhabitants and visitors from 
over the edge into the void beyond 
his in the Commerce Quarter, or the Business Quar- 
as some refer to it, that all manner of stores, mer 
‘companies, and independent professionals con- 
their industry, Sages, engineers, gemcutters, 
etsmiths, cartographers, and a host of other entre 
пу manage their trade in this quarter, operating 
pf clean, well-constructed establishments. Private 
lences are interspersed throughout the district. 
ihe Union Sentinels patrol the whole place with 
larity, for this is truly the heart of Union, the 
le reason for its existence. 
center of the quarter, known as Central Plaza is a 
open, paved court, complete with a fountain. All 
ior thoroughfares make their way from the various 
o this plaza, Several of the most prominent busi: 
are on the plaza, facing the fountain, which is a 
lar place to meet or visit before getting down to 
business. 


Cantographic Society 
headquarters of this esteemed organization is located 
pminent hall on Central Plaza. Ir is a large building, 
into two main sections. A public area provides a 
for customers to come to do business, whether they 
li guide or а map, or want to sell information they 
ipmered. Beyond this are the various archives and 
departments, as well as the storage facilities for 
ent and supplies. 
[Entrance and Museum: Opulent sculptures, like 
в, mementos, and artifacts from the history of the 
exploration efforts decorate this grand entrance 
Clients arrive here and are greeted by courteous 
members ready ro discuss potential jobs and steer 
inthe right direction. 
Reception Area: Tasteful tile mosaics and comfort 
[hirs decorate this room that serves as both a wait 
from and receptionists area for the Director of the 
Few visitors have the influence to receive an 
h the director, but those that do 
eto get in to see him. 
Meeting Room: A large table with plenty of com 
le chairs facilitates client/director negotiations. 
онсе of the Director: The director of the Planar 
ріс Society, Hesmeth Schlade (NG male 
Bxp20), has his offices here. He runs the day-to- 
pentions of the society and answers to Khymez 


тато! (LN male mercane Wiz24), the mercane who orig- 
inally founded the organization. 

3. Offices of Exploration and Tracking: This greet- 
ing room serves as an outer office for both the explo- 
ration and tracking departments. Clients wait here to get 
in to see the directors of those two departments. Hun 
dreds of planar maps decorate this chamber, scribed in 
various mediums (including several maps composed 
only of shaped light 

за. Office of the Director of Exploration: When 
clients just want to see whats out there, this is where they 
come. Some want to go on a safari-type exploration, while 
other have a more academic or business-oriented bent to 
their needs 

3b. Office of the Director of Tracking: Clients who 
wish to find something, someone, or someplace specific 
are brought here 

+ Office of Guidance: This waiting room is similar to 
2and 3. 

4a. Office of the Director of Guidance: The Director 
of Guidance is the person to visit for those customers 
seeking professional guides through the wilderness 
and as such this room is a lavish office filled with all 
manner of valuable keepsakes gathered from across 
the planes. 

5. Office of Cartography: Map inquiries and pur 
chases are made in this office. If a member of the Survey 
ors has visited a place, a map of it can be found he 

sa. Office of the Master Cartographer: The master 
cartographer has his offices in here and offers up-to 
date maps for sale. The originals are safely stored in 
the archives 

6. Security Checkpoint: This room serves as а bar 
rier between the front part of the building, whe 
clients are allowed, and the rear part, where all the re 
work gets done. Clients may come here if they wish to 
purchase expedition equipment (found in the storage 
rooms, area 7). No one without clearance gets past here, 
where two guards are always on duty. Only members of 
the Surveyors have clearance. Six guards constantly 
keep watch here (LG humans War 

7. Equipment and Supplies: Members preparing for 
an expedition visit this set of storage rooms. Every pie 
of equipment that might prove useful for wilderness 
travel can be found here. There are even some minor 
‘magic items useful for frontier journeys availabe. 

8. Research Department: This chamber is devoted to 
making maps. Among long rows of desks and tables, 
research specialists labor over scraps of information, bits 
of parchment, and portions of maps to flesh out the 
Planar Cartographic Society's knowledge base. Cartogra- 
phers create new and more accurate maps, scribes detail 
locales (such as flora, fauna, known civilizations), and 
others cross-reference the material for storage. 

9. Archives: Here is where the sum of all Surveyor 
knowledge is stored. Each chamber is magically sealed 
{arcane lock has been cast on the door by a 24th-level 
wizard), warded (forbuddance cast by a 24th-level cleric 


alignment lawful good), and guarded against unlawful 
entry (each chamber has an iron golem stationed just 
inside the doorway, instructed to remove anyone not 
authorized to be there). Each chamber is filled with shelf 
after shelf of completed and often-accessed information 
useful tothe society 
‘Common Encounter: Those who visit the Planar 
Cartographic Society more than once are likely to run 
into Sturra Blackhoof (CG female elf Rgr20/Agent 
Retrievers). Sturras skills at wilderness survival and 
tracking are considered legendary. She is not an actual 
member of the society—she is too free-spirited to work 
but she cooperates with the Sur 
veyors and often provides them information when she 
returns from one of her many excursions of exploration, 
In return, Sturra learns about new places to explore and 
ally buys her equipment through the Surveyors 
ata discount 
Adventurers often seek out Sturra when they need to 
visit out-of the-way places on the various and she 
is usually happy to offer her assistance for a fair price. 
out exploring, or found here trading informa 
tion and telling tal tales in halls of the Cartographic Soci 
ety, she can be found in the Tavern Quarter, sha 
of some of the places she has been recently 


for any organization- 


Mael 
This dining establishment, situated on a side stre 
Commerce Quarter, caters to the me 


inthe 
ins and political 
officials who work in that district. Mael (CG female 
human Expis) herself is the cook, and she sets a fin 
table. The place specializes in baked goods of all types, 
from meat ples to delectable desserts. The selection of 
ales, beers, and meads isa favorite of locals, too 

Unbeknownst to Mael, her assistant Creeh (NG 
female half-elf Rogt ı8 for the Regu 
lators. Crech is an upstanding employee and trustworthy 
when making deliveries. She is punctual and honest, and 
Мае! sends her out to deliver food orders every day 
throughout the quarter. Creeh doesnt know whom she 
actually serves, but she is paid well to carry messages 
back and forth for her contact while she is out on deliver 
ies. Agents entrenched in several prominent businesses 
around the quarter make ita point to have some of Mael's 
fine foods brought in for the midday meal. 


is actually work 


Thargas Manor 

This stately dwelling, located in the Commerce Quarter, 
is the home of one Jolin Thargas (LN female human 
Ап). Jolin isa wealthy aristocrat from a northern region 
of a Material Plane world who got caught out after night 
fall during a covert tryst with her lover and became the 
prey of a hoary hunter. She barely managed to escape, and 
to save her life, her father made arrangements with a 
local wizard to get her somewhere safe so that she wou 
not succumb to the fey hunter. The wizard spirited her to 
Union, where the temperature is always balmy, and here 
she stays, unable to return home. 


Jolin’ father, despite his anger over her Шей il 
made sure she was well cared for by providing eril 
this estate and a full complement of servants il 
wants for nothing—she made separate arrange 
with the wizard who aided her to deliver her pras 
into her arms. Her father, on the other hand, woul 
nothing more than for Jolin to return to her famil 
he has agents out looking for heroes willing to png 
Jolin for the four remaining nights necessary oa 
the hoary hunters’ pursuit. He will pay them 
However, should he succeed, it is unlikely Jolin wall 
rn willingly, since she quite prefers the хаба 
ew life. Many social events in Union begin tal 

in Thargas Manor. 


ariin's Outland Import 
Kharlins is a busy, palatial bazaar in the Commerce Qa 
at sells all sorts of goods from every сопсен 
land, in particular the inner and outer planes. He al 
izes in glass, gem, and mineral trinkets, but рел 
other materials also fill his shelves, 
1n reality, Kharlin (LE male efreeti Rogi4/ExpS)i 
efreeti in disguise who poses as a wealthy merchant 
has a pair of other efreet who provide him with tg 
cious minerals he sells, and he splits the profits 
them. His business has naturally grown to include il 
he is making such ү 
money, he doesnt mind, For him, the merchant co 
become more than a side 
Despite his accomplishments, Kharlin is manewet 
to become an influential member of the Godkised B 
doesnt really think of himself as the offspring of wl 
deity or another, but he is more than willing to onera 
notion through the use of his powers (particula 
wish ability) if it means getting to play such interest 
games with self absorbed, pompous fools 


types of goods, and becaus 


GUILD QUARTER 

The Guild Quarter is the part of Union that териш 
almost all the trade that isnt already controlled by f 
mercanes. There are many truly independent busta 
‘owners in Union, but many merchants instead pe 
the security and protection offered by m 
one of the city’s various guilds. In additi 
prices and ensuring that every business in its Й 
operating according to the regulations of the city e 
guild also provides financial stability in times of cil 
making low-cost loans to member merchants or pr 
ing certain services (extra security guards, for exam 
at discounted costs, The dues for such privilege vs 
with the guild 

Some of the guilds that hold sway in Union incl 
the smiths’ guild (anyone in the business of fashion 
weapons and armor), the tavernkeepers guild (tave 
and inns alike can be a part of this), the jewelers рй 
dealers in fine jewelry, gemcutters, and anyone s 
deals with uncut stones are welcome), the gui 
labor (for those who do menial work), and, of co 


many merchants’ guilds (grouped according to 
ge of goods bought, sold, or traded), The guilds 
id here are not nearly all the guilds that can be 
and in this quarter, but are the most prominent. 
Bier, “unofficial” guilds (such as the Garrote) exist 
here in the city, but their membership and their 
ting places are secret. 
ier types of guilds in the Guild Quarter include 
almost exclusively to a certain class. In 
Ba member of any class can find a guild devoted to his 
Her calling, as can prestige classes that are associated 
organization. 
the Guild Quarter that most moneylend: 
ply their trade. Although a few establishments are 
lig to exchange a bit of coin of one realm (or plane 
mother as part of a transaction, only the money: 
shave the kind of cash reserves (or the contacts 
йене such) to handle larger sums for exchange. 
usually charge 5% to 7% for this service, depend. 
on the state of the economy (the mercanes never 
the exchange rate fees to grow too high, though; 
Mont want to see the business of exchanging coin 
jonducted somewhere other than Union). The mon. 
ders also lend money, of course, and charge 10% 
If per month for such services. They almost always 
ire some form of collateral for loans, making the 
Bslonal exception for trusted friends and promi 
figures 


of the Twilight Calm 
Temple of the Twilight Calm fs a place of meditation, 
hing, and camaraderie for fighting monks. It isn't 
to any single deity, and all who follow the study 
feared combat are welcome in its walls 
temple” is located in the Guild District on Sub- 
venue, Carved from blocks of nonnative stone, its 
ce is large, but contains peaceful halls lit with 
il candles, Monks of all orders are welcome to stay 
hf charge, so long as they pay their respects to 
Od (LN male mercane Mnk24), who established 


lice. Master Od has the respect of many in the city 
other mercanes. 


QUARTER 
igh Quarter is the exclusive domain of the mer: 
who run the city, their families, and their 
ened guests, The bridge leading from the Military 
иг to the High Quarter is closed to the general 
and carefully guarded by a score of Union Sen 
Within the quarter, the residences are sprawling 
B protected by high walls and copious magic. Most 
esidents of Union take this part of the city for 
but rumors abound concerning the true nature 

High Quarter. 
people believe the estates are merely а front, and 
Hones actually house planar gates that are used to 
in goods for distribution and sale in the city 
f bypassing the public (nonmagical) gates. Others 


believe the mercanes are merely very private beings who 
do not mingle well with others not of their kind, What 
ever the case, few have been beyond the bridge leading to 
this quarter of the city 

The truth about the estates lies somewhere in between. 
The mercanes are a very private people, and their resi 
dences do serve as the creatures’ homes. However, they 
also utilize powerful magic to maintain portals to other 
places, from where they acquire a portion of their trade 
goods. Doing this allows them to keep the cost of trans- 
Porting some of their wares to a minimum. 

Although the Union Sentinels guard the causeway 
from the Military Quarter into the High Quarter openly 
the mercanes employ a number of other methods of pri- 
vacy and protection. The entire floating island is under 
the effect of powerful warding magic to keep unwel 
come visitors from gaining entrance, even from the ай, 
by teleportation, or by dimensional travel. The perime- 
ter is encased in a spherical permanent wall of force. This 
protective barrier even stretches down into the rock of 
the island to prevent tunneling up from below The wall 
has been specially shaped to allow an opening at the 
gate, but that is the only entrance. Forbiddance spells (as 
cast by a 30th-level LN cleric) line all the boundari 
preventing extraplanar travel into the quarter. Not 
known to skimp on security, mercanes also employ 
adamantine golems (see Chapter 5) to patrol the grounds 
of their estates 


MAGIC QUARTER 

It is in the Magic Quarter where most truly exotic busi 
ness is conducted. Magic of all types and potencies is 
exchanged here. Sorcerers willing to sell their spell 
casting ability for a time, wizards willing to craft magic 
for purchase, fences with stolen goods looking for a 
buyer all make their way here (or have permanent estab 
lishments set up) to do business. OF course, the sale of 
‘magic has its price, and gold flows freely here. Every shop 
in the quarter is heavily protected, and the Union Sen 
tinels patrol this part of the city with as much vigor as 
they do the Military Quarter. 

Not every business in the quarter deals in magic alone, 
however. Many of the shops offer supplies for laborato- 
Ties, components, mundane texts, magical texts, golem 
building constituents, glassware of every grade and size, 
servant fiends, body parts purported to be from dead 
gods, and more. There are a number of translation serv 
ices, for those adventurers are trying to discover what 
written on the old map or scroll they brought back from 
their latest adventure, Soothsayers and fortunetellers 
occasionally ply their trade here (although they are far 
more welcome, and thus more prevalent, in the Market 
Quarter), and sages dealing in every imaginable source 
of knowledge have their shops in the dozens here in the 
Magic Quarter. 

Not everyone who lives in this quarter is a direct par 
ticipant in the market. Some who live inthe district have 
done so just to be near a ready source of supplies for 


their own research. Often, agents for powerful wizards 
actas brokers, negotiating the cost of some bit of magi 
work or another on behalf of their clients, who wish to 
do their work elsewhere than in Union, or in another 
dimension entirely. For the uninitiated, the Magic Quar. 
ter can be an intimidating place, bur if you're in the 
marker to buy, sell, or trade in enchantment, theres no 
better place to do business. 


uplindh's 
Ifyou want to commission a piece of magic, Suplindhs in 
the Magic Quarter is the place to go. Whether you are in 
the market for better armor, an improvement on your 
current weapon, or information on the latest spell you are 
researching, you can most likely get it here. It will cost 
you, but anything magical worth having is worth paying 
handsomely for. 

Suplindh (N male gargoyle half-fiend Sori) is a 
broker, an agent who works with a number of wizards 
in and beyond Union (he is said to have contacts in 
both Sigil and the City of Brass). Each of his clients has 
unique desires and needs, and Suplindh himself is a 
shrewd negotiator, able to strike a deal that gets cus 
tomers what they want while making sure his clients 
are willing to keep using him, Few wizards are inter- 
ested in creating magic items for gold alone. The 
process is time-consuming and the costs are exorbitant, 
both in gold and in experience. But Suplindh has man- 
aged to corral a handful of wizards whose interests and 
needs permit tl 
exchange 


m to do the occasional bit of work in 


other kinds of services. These spellcas 
"m 
hat they 


are always in need of some rare spell compon 
of some lost text, or perhaps an item of val 
just dont have the skills to create themselves 
In order to finance the production of some new 
magic item, Suplindh requires 75% of the cost of the 
materials up front. If the item in question cannot other 
wise be had in the city (because it is too difficult to стай, 
it is a one-of-a-kind item, or itis somehow cursed), he 
requires an additional 10% for himself. Depending on 
how difficult the item in question is to acquire, he may 
broker an additional form of payment on behalf of his 
arcane client, usually in the form of a quest, sometimes 
in the form of a comparable item to trade, or (rately) in 
the form of additional coin. The needs of his stable of 
wizards change from week to week, and he frequently 
works out complex, multiparty deals when the opportu: 
nity arises. Sometimes this process results in the acqui. 
sition of a desired item in a much shorter time than it 
would take to create one. 
For example, if a customer visits his shop and wants 
her +7 longswond further enhanced so that itis also a keen 
weapon, Suplindh might arrange for one wizard client 
to perform the work. If that wizard happens to need a 
particular rare epic spell on a tablet for some personal 
research he is doing, Suplindh might turn to another 
опе of his clients, procuring that spell for the wizard. 
The second spellcaster might have a long-languishing 


associate who needs rescuing from a demon price 
lowing an unfortunate card game. In this instant 

Suplindh might ask his customer with the +7 lingam 

to free the prisoner as a fee for the additional enka 

ment to her blade, in lieu of cash. 

Suplindh himself is an odd character—a half esi 
gargoyle, though one who has a more noble dsp 
than most of his ilk. His stony form is decorated wi 
black spiny ridge that runs from the bridge of his ns 
over his forehead and down his back. Despite his une 
ing appearance, most people find Suplindh to bese 
personable fellow after only a few minutes in conven 
tion with him. His reputation in the city is impale 
and he often suggests that potential customers Ж 
doubt his trustworthiness seek independent refer 
prove such. 

Suplindh employs the services of a pair of dwarves 
act as security in the store. Their main task is wall 
patrol of Union Sentinels if a customer gets rou 
Suplindh doesnt keep much of value on hand on ad 
stant basis, but when he does fulfill a contract orici 
payment for a given job, he likes to have Balzam (i 
male dwarf Frri4) and Gowdle (LN female dwarf Rif 
stay close (even though he stores the valuables in il 
mundi secret chest). When he is away visiting one ofl 
clients, one dwarf will accompany him while the ak 
stays behind to mind the store. 

Market Street Book Shop 
This unique store in the Magic Quarter has b 

and operated by Laslie Fedrow (NE fe 
Rogl4/Asn10) for just about as long as any 

can remember, with the possible exception of some 
the mercanes. The shop is somewhat out of the way atl 
side street, but just about anyone can tell you wheel 
find it. Lasie isa matronly woman, gray hair always kgf 
neatly in a bun, and she tends to mother over every lf 
tomer who walks through her doors, whether it is tbi 
first visit or twentieth. 

Laslie deals in old books of every sort. Her collect 
rivals the libraries of many cities and quite а few univ 
sities, and representatives of those establishments ai 
ally come shopping on occasion. Many a scholar М 
come to browse through her collection just forthe 
pleasure of it. 1f she doesnt have a particular tite die 
has a good idea where she might find a copy. She ki 
associates out in all corners of the multiverse tracing 
down ancient tomes. Laslie studiously avoids dealing 
with magical texts; she has told any and all who come 
looking for such that arcane writing would bring he 
nothing but trouble, and she won't buy or sell it, репа 
Despite this posture, Laslie does a brisk busines, bene 
fiting greatly from word-of-mouth recommendation 
and the fact that she is located in Union. 

Secretly, Laslie runs her place as a front for cern 
members of the Garrote. Several high-level assassin, 
including a son of hers few people know about named 
Octavian Fedrow (LE male human Rogt0/Asn10), met 


CHAPTER б; 
AN EPIC 


lle basement by means of a hidden tunnel that сс 
fs with the subterranean drain 
К Quarter. Retired now, La 

fhe highest caliber, and I 
i the guildmasters 


igh honor 
in fact, she is the titular head 
Ile subgroup of the Garrote that meets in her base 
I She chairs their policy discussions and is as ruth 
fı they соте, 


ШКЕТ QUARTER 
business overlaps between the Commerce Quar 
ind the Market Quarter, but the latter is far and 
the more noisome of the two districts. It is in the 
йн Quarter where a visitor to Union can find the 
bartering so common to similar districts in other 
The vast majority of the island is an open-air 
filled with tiny stalls, often elaborate (or simple 
i but some 
itlrge enough to hold a basket 
ls bordered on one side by ramshackle buildings 
uve a maze of streets winding through them. The 
ety of the place is filled with crowds, shoppe 
hing through from display to display, hawkei 
four for sales, and a thousand odors, sounds, and 
brs all blending into the cacophony that is the 
lerlice. 
[Elke most of the other districts of the city, only the 
za is bounded on its edges by protective wal 
fet the permanent structures are located, buildin, 
sed right up to the edge and beyond, many 


mes nothing more than а cleared 


ually hanging out over the void below, sup- 
ported by frag 
з these precarious perc 


aces. Rickety stairs descend 
o levels be 


e rock. A large part of the i 


ilis and 
w clinging 
ind is honey 
combed with subterranean passages where more shops 
and illumi 

il lamps and torches. (See the accom 
the Market Quarter Underground.) A 


nated with хто) 


edge and offer mooring 
т the occasional enchanted skyship that flies between 
the outer islands of the “extended quarters’ and the core 
twelve islands of Union 


The Market Quarter never really sleeps. Despite the 


never-changing twilight that makes up the void of this 
ity of Union has adapted 
з schedule; lamps are dimmed during the 


something 
ose down, people retire to sleep. 

uarter. At any given time, there 

ts and stalls, and passersby who 

ed to purchase a trinket or a quick 

ay thin a litte, but enough of the 

populace keeps odd hours that a brisk amount of bus 
The Mark 


black-marke w types of g 


астей. 
Quarter is also the source of gray- and 
are explicitly 
к nonetheless, buyers sh 


illegal in Un ould be cau. 


after poisons, forged 


le— jewelry and art, in particular—are 


elsewhere. Most of this type of commodity 


is traded with a nod and a whisper in a back room, for 
few sellers and buyers of these items really want to 
draw attention to themselves, regardless of the laws of 
the city 

The Union Sentinels make their rounds here, just as 
they do in other areas of Union, and they are generally no 
worse the wear for it. The purveyors of the marketplace 
accept the security as a matter of course, and engage in 
their less scrupulous activities after the patrol has made 
its way down the street and turned the corner out of 
sight. Typically, the Union Sentinels help keep traffic 
flowing and break up arguments over price gouging, 
stealing, and so forth. Surprisingly, there are few home 
less beggars and filchers running the streets of Union, 
because the punishment for petty theft is harsh, and v 
mercanes (through the Union Sentinels) make it a point 
to keep the place cleaned up. 


Prentice’s Hoard 
A favorite curiosity in Prentice’ Hoard, a small series of 
shop-carts that change location most every day. As often 
as not, Prentices Hoard is found in one of the lower 
levels, its wares lit by lamplight. Prentice (LN male 
mercane Wiz16) is the proprietor, but most customers 
never see him—Prentice’s thirteen daughters (LN 
female mercanes Wiz10-13) handle daily operations and 
individual sales. Prentice prefers the Market Quarter to 
the Magic Quarter for peddling his enchanted wares, 
because he stands out more. Prentice is known for his 


ability to acquire low and medium-grade magic items for 
a slight markdown (usually 5% to 10%). Those who deal at 
Prentice’ always come away from his smoky carts with 
the feeling that his or her new item was somehow 
acquired by Prentice through unlawful methods, or else 


that the item hides a curse yet to manifest, though noth: 
ing has ever been proven. 


Gedwin's Fresh Fish 

Located on Wizards Way where it opens into the market- 
place in the Market Quarter, this place is something of an. 
open-air stall, right on the corner. Gedwin (NG male 
human Ftrt1/Exp4) claims to sell the freshest fish in all 
Union, and he may well be right. Somehow, he always 
has the finest specimens of seafood available, from all 
parts of the multiverse, on display in his shop in large 
wooden bins filled with fresh, clean ice. 

Gedwinis is always crowded, because his fresh fish is in 
high demand. Fortunately, Gedwinis fresh catch of the 
day never seems to run ош, so he is able to keep up with 
demand. Still, if you want to sample some of Gedwin's 
fare, be prepared to wait in line. 

The truth is, Gedwin does serve the finest fish, and hes 
selling seafood thats been caught on the high seas only 
moments previously. Gedwin makes use of a specially 
designed cubic gate that is attuned to several fishing ves 
sels on several Material Planes as well as to а polar region. 
on another Material Plane. Gedwin has several partners 
who work the fishing vessels. Once each day, Gedwin 


opens a gate between the back (private) area of his sh 
and each of the fishing vessels. He tosses a sack of al 
through, and in return, he gets a load of fresh fish Thay 
he opens the portal into the polar region, gets hisice al 
packs the fish for sale. 

Gedwin doesnt truly understand what a valuable ea 
his cubic gate is, It belonged to his father before him al 

е family has always used it for buying fish. Хозеа 
less, he is wise enough to keep his methods a secret fi 
prying еуез, so that the competition wont get any ie 
about stealing it from him. 


Port in the Sky 

Port in the Sky is the name given to an establishne 
hanging off the edge of the Market Quarter that rena 
small skyships. While the larger sloops and сапай 
sometimes visible floating through the high and low dy 
are personally built and owned by rich and powell 
people and/or businesses, the smaller sb two-, and on 
person craft that flit here and there in the void ate ea 
to make and rent. Port in the Sky's skyships haved 
unmatched safety record (they hardly ever simply tay 
over of their own accord, sending their contents fil 
into the low sky below), Stephanos (CG male hunt 
Expl) is the proprietor of Port in the Sky 


Rental 
per Day 
10р. 
25 gp 
E 


Site. 
Large 
Huge 
Huge 


Face 

Sf by 1O 
VOR. by SE 
TOR, by 208) 


Except as noted above, Stephanos's skyships all hay 
similar specifications: Spd fly 90 ft. (poor), can only 
in the void around Union, automatically lands on sa 
if attempt is made to fly over island or any other lan 
scape; hull wood 6 in. thick; hardness 5; hp 60; АС, 
break DC 30. 


MILITARY QUARTER 
The Military Quarter is the domain of the Union ба 
tínels, the part of Union where the elite security orga 
ization maintains its headquarters. It is also the sited 
the court and many of the administration offices nece 
sary for the running of such a large city. People wh 
have no business in the administration of Union dons 
often visit the military district, since it ison the рен 
ery of the city (only the High Quarter is beyond it) a 
it has no shops or other establishments that would y 
of any interest to the casual passerby. Foot trafic by a 
persons without specific business is discouraged, bs 
not forbidden; plenty of visitors still cross озеги 
attend to affairs with the courts or to visit prisones 
slated for dispatch to an outer island, Of course, no ox 
is permitted past the Military Quarter into the Hig 
Quarter without a specific invitation or accompas 
ment by a mercane. 

The causeway from the Military Quarter to the Н 

Quarter is heavily guarded and defended, but th 


Cargo 
None 
Viton 

2tons 


[ihe district is patrolled thoroughly, as well. 1n addi 
en to the typical patrols of Union Sentinels, a dozen 
kup squads (see above), possibly augmented by epic 
[тї and epic clerics, are on call to serve anywhere 
Ihe city in times of need. Those on duty have accom. 
lations here 
Three high-ranking Union Sentinels sit in judgment 
the court. They are aided by a dozen or so other mem. 
of the organization who function as support staff 
[fring as bailiff, recorder, and lawyers for both the 
fendants and the city, The court meets every day to 
nd to current cases, hearing testimony, issuing ver 
sand sentencing, and considering pardons or com. 
tuted sentences for good behavior (for those who are 
ing forced labor sentences). Anyone is welcome to 
fend a court session, but no weapons of any sort are 
flowed inside the courtroom, and special servants 
¢ clerics and three wizards, each of at least 16th 
are stationed throughout the room to ensure no. 
Authorized or concealed magic is used when the 
itis in session. 
The Union Sentinel Headquarters takes up another 
pficant portion of the island. This building houses 
he administration staff for the organization. It also 
ins special training facilities for its members, 
mmodations for distinguished guests, and a prison 
holding those who are either awaiting tral or serving 
fied labor sentence within the city The prison makes 
ef both physical and magical restraint systems to 
Many being securely, even those that normally have 
Ability to travel across dimensions 


HUMED QUARTER 
Irfumed Quarter is the hedonistic center of Union. 
the district to which newcomers most often flock 
their first visit, for the myriad pleasures available 
are legendary throughout the planes. Shops sell 
thing from comfortable cushions, rare and vintage 
% and exotic herbs to custom-built carriages 
for luxury, magical love charms, and even the 
sell: Any item or experience pertaining to happi 
nd joy can be found here, 
Bumormongers in the city and out insist that slavers 
ler trade in this district, and anyone with enough 
йо grease a few palms can discreetly make his way 
Ie hidden auction houses. Of course, safeguards 
Mt undercover law enforcement agents are always 
louse, so it is difficult for the Union Sentinels to 
mt these flesh peddlers, if they exist at all. There 
lose who prefer а nasty rumor to the truth, if the 
int exciting enough, 
Beit turns ош that there are slavers in Union. They 
lt pains to get their wares into the city without 
lie One operation brings its specimens in by way of 
al tais spells in conjunction with either a bag of 
igor a Leomund's secret chest spell. The Union Sen: 
тоск hard to prevent such dark industry, but 
efthoroughly searching every person who entered 


the city (a process that would all but wither trade), ir is 
impossible for them to completely prevent it 

Despite secret inroads made by slavers, most of the 
Perfumed Quarter is just what it appears—a place to 
leave off from the cares of the multiverse for a while. 
Union is known as much for its Perfumed Quarter as it 
is for its more mundane trade, and for good reason, 
Fully a dozen different palatial lodges, each themed to 
some particular legend or deity offer entertainment for 
all tastes, including entertainment, gambling, and illu. 
sions seeming so real that most swear they are, Theaters, 
variety shows, circuses and menageries, and upscale 
evening clubs all have their place in the district, The 
proprietors of such fare take pride in their ability to 
deliver the utmost in quality entertainment to anyone 
from anywhere in the multiverse. A first-tier lodge in 
the Perfumed Quarter is replete with magical enhance 
ments to the environment to create an unparalleled 
experience. And, if illusion and enhancement is not 
enough, paradimensional tours regularly leave from the 
Perfumed Quarter to visit the throne rooms of major 
kingdoms on the Material Plane, lush tropical jungles, 
endless seas, and the voids of space offered by any of the 
Outer or Inner planes. 


hindra's Palace of Delights 
Located deep in the heart of the Perfumed Quarter is an 
exclusive club that, as its name suggests, provides a tanta 
lizing setting for its members to enjoy while seeking any 
ofa myriad hedonistic pleasures. The Palace of Delights is 
a social club, a restaurant, a gift shop, and a place to seek a 
little company all rolled into one. It із a well-kept place, 
and Chindra (Female jani Rog12), the proprietor, is 
willing to make accommodations for just about any 
desire, given the proper amount of gold 

To ensure her customers privacy, Chindra allows no 
one into the club without a membership, and she em. 
Ploys a pair of paragon minotaurs as doormen to 
enforce her edict. She pays the minotaurs enough to 
ensure their ability to rebuff bribes (the club can 
afford it). Even Union Sentinels on duty who want 
entrance are required to wait until Chindra can escort 
them into the premises. She's not worried about what 
the Sentinels will find, because she ensures that her 
business licenses and other documentations are up to 
date, and she demands that her customers behave 
themselves while on site. She recognizes the value of 
the police in the city and will do nothing to jeopardize 
her relationship with them, if possible. To that end, 
none of the entertainments she provides breaks any 
law of Union, though some come tantalizingly close to 
doing so 

The Palace of Delights is more than it seems, Besides 
competing for first-tier lodge status in the Perfumed 
Quarter, Chindra reluctantly indulges a small-time 
smuggling operation, which operates out of hidden 
chambers below ground level. The chambers are 
reached through a secret passage from one of the private 


suites above. Chindra is not a smuggler, bur she is 
blackmailed by Oslahn Turvae (NE Male human 
Firi0/Rogt0), the mastermind of the operation, to pro- 
Vide the smugglers with memberships to the club and 
to keep quiet about their presence in her establish. 
ment. He is able to threaten her because he knows her 
true nature (see below) and has promised to reveal her 
location to her former djinni master should she refuse 
to cooperate. So far, she has kept up her end of the bar. 
gain, since the smuggling 
business, bur she fears being implicated if the smug: 
glers get caught. This is why she maintains good rela 
tions with the Union Sentinels and why she keeps her 
nose out of the smugglers’ affairs as much as possible. 
In her opinion, the less she knows about what the 
group is up to, the better 

Chindra is an outsider, born of geniekind. She was 
sold to another djinni prince and raised in his palace on 
the Elemental Plane of Air. When she was old enough, 
she escaped and made her way to Union, where she has 
made a fait living for herself in the Perfumed Quarter, 
though many years passed from the time she first 
entered the city to now, when she enjoys her current suc 
cess asa p ches con 
stantly for some easy way to free herself from the 

ns of Oslahn. Doing his bidding is too much like 
the bidding of her former prince 


does not adversely affect her 


eminent business owner. She 


AVERN QUARTER 


The Tavern Quarter might more properly be referred 


to as the Adventurers’ Quarter, for itis to here that 
most of that sort make their way when staying in 
Union. Both taverns and inns abound in this district 
serving all manner of visitors, from merchants to sell 
swords to the occasional officer of the Blood War. 
Anyone seeking suitable companions to join in a quest, 
ot an extra able-bodied henchman or two, can usually 
find them here 

Rates for rooms vary widely, for the accommodations 
cover everything from flo 
theirluck to luxurious private suites for those with coin 
to spare. Some places are reputed for their fabulous ора. 
lence and extensive amenities, comfort to rival a 
monarchs bedroom. Several of these locations are main- 
tained by private patrons, with their rooms held in 
reserve for any possibility of a visit. Other hostelries are 
equally well known for their lack of much more than a 
space on the floor and a roof overhead. As can be 
expected, these dubious establishments have а терша 
tion for taking advantage of the unwary; more than one 
story has surfaced concerning a tenant disappearing or 
losing what few valuables he had. The wise patron keeps 
one eye open when she sleeps. 

Many pubs serve up a wide variety of meals in the 
Tavern Quarter, everything from thin broths at the 
soup kitchens to sumptuous multicourse meals in pri 
vate dining rooms in the exclusive clubs. Certain estab- 
lishments make it a point to provide unusual or exotic 


houses for ће down-on. 


delicacies for their most discriminating foreign pune 
bringing the freshest ingredients into Union frome 
distant outer planes. 1r is said that, were you tact 
admitted to every place you visited, you could dine 
different dish every night and still never sample еса 
plete menu available in the district. 


The Broken Blade 

The Broken Blade is a fair-quality inn and арта 
with common accommodations and common meli 
The Blade is located in a section of the Tavern Quang 
that caters to mercenaries, ruffians, and shady coi 
dence men. The proprietor, Dedrig Forl (NE mil 
gnome Com10), is an apathetic man who does whi 
little is necessary to maintain the establishment Hi 
food is adequate, if bland, and his customers tend toe 
regulars who turn a suspicious eye on newcontgy 
Dedrig keeps a handful of rooms available for hag 
regulars when they pass through Union, so he only 
a large dormitory room available for others who wig 
to stay the night. Of course, about the only peopl 
willing to risk their valuables (and their necks) in 
an unsecured place are sell-swords, near-vagrants i 
fugitives without much to their names (epic charac 
are unlikely to seek this establishment out). More hk 
a few guests have disappeared in the night sti 
Broken Blade. 

The truth is, the Broken Blade is a front for a malla 
of followers of Erythnul. The leader of the cell is Рова 
Gnerl (CE male half-orc Clr31/High Proselytizer 1ш 
extremist zealot who maintains а private room ati 
Blade and is plotting to overrun Union when the tini 
right. Ponsas has Dedrig completely charmed inp 
believing that Ponsas is residing at the Broken ИШ 
while waiting for a very important visitor and shoulda 
be disturbed (this is not entirely a lie; Ponsas is wat 
fora battle champion of Erythnul’ to arrive and lead 
fight), Ponsas uses his suite as both a meeting plici 
a private temple to his god. So far, due to the heighten 
wariness of the Union Sentinels, Ponsas has been lui 
to make a move. But, he preaches to his faithful follow 
ers, the day is coming. Soon. 


TEMPLE QUARTER 

Because Union is a crossroads in the broadest sense pe 
sible, it is a given that creatures of every faith and deve 
tion pass through. No specific religion is officially dl 
in higher regard than any other by the city, althouj 
some faiths have much larger followings than othes 
Temples devoted to the more organized and ley 
destructive faiths exist in this district of the city Reb 
gions from every corner of the universe have a Гоо 
here, and the mercanes tolerate no strife between we 
shipers of different viewpoints. At the first outward si 
of trouble, Union Sentinels move in to begin cracking 
down on potential threats. 

There is more to the religious situation in Union this 
just the prominent, open faiths on display in the Tem 


Quarter. Rumors abound of secret safe houses devoted to 

worship of Erythnul, Vecna, and Nerull scattered 

ioughout other parts of the city, and followers of 

dor maintain a chapter house in the Guild Quarter, 

fly separated from the Temple of Heironeous by mer 

же decree, The presence of such base elements in the 

By is по litle cause for concern, especially to newcom- 

B but so far, few real problems have surfaced in the his 

‘of the city, Most of the high priests of the various 

ihs зеет to have come to the conclusion that main- 

ing a presence in Union is far more important than 
lishing dominance in Union. 

Sill some of the more subversive or anarchistic reli 

ys plot. Their schemes bubble just below the 

so the Union Sentinels remain steadfastly vigi 

et that, should trouble ever arise in 

imple Quarter, all hell might literally 

А loose. Such an impasse would require large num 

cialized agents hired by the mercanes in 

ad: epic adventurers) to quell i 


GATE DISTRICTS 
He three smallest islands that make up Union are the 
districts: the Material Gate, the Outlands Gate, and 
Staircase Gate. Each has a part to play in making 
the cultural medley that itis. These are the соп 
ions to the rest of the multiverse, the means by 
lich rade moves from place to place with Union as 


hub of the network. Physically, each gate is a large 


ult of cut native stone that stands in the middle 
ihe island on which it is built, facing the crossroads 
й connect to the other islands nearby. It is wide 
gh for wo wagons to easily pass through abreast. 
фло days, a steady flow of traffic passes through 
ates in either direction, 
he Staircase Gate is a permanent portal that never 
ges The Material Gate and the Outlands Gate are 
Bretmanent, but not anchored to a specific places. 
ther words, they are kept open (except in times of 
jor a threat to the city), but the mercanes have the 
fy to connect them to different destinations, at 
choosing, 
фол, similar to the one in Union that denotes the 
ment of a gate, marks each remote location where a 
connects, When the gate is connected to that partic 
ity, the arch there becomes the portal, and peering 
it reveals Union. From Unions perspective, that 
в visible through the arch. When the gate is not 
the arch is merely an empty stone structure 
[li gate in a city that Union connects to is usually 
pied in the trade district of that city, in an open 
that can allow for sudden traffic flow without dis 
ing the rest of the city’s business. Typically, just 
Union “arrives” on the other side of an arch, the 
security forces cordon off that portal. Merchants 
топ» line up for several hours before Union is 
jb arrive,” waiting eagerly to cross over and begin 
business of buying and selling goods. Once the 


connection is made and both sides are certain no 
threats are present, the pathway is opened and traffic 
begins streaming through. When a connection is about 
to be terminated, a loud gong is sounded at two hours 
prior, one hour prior, and again at fifteen minutes 
prior. Then the archways are cordoned off once more 
the connection is terminated, and the gate moves on to 
another location. 

The means of controling the gates is not widely 
known; the truth is, the mercanes employ a highly 
potent magic item called a gate key that permits them to 
adjust the gate, to attune it to one of several different 
locations. Doing this requires the magic item itself, plus 
а series of identical portals (in this case, the arches). A 
trio of mercanes appears at ће site of the gate whenever. 
it is time ro change connections, waits for the flow of 
traffic to be slowed, and then performs the necessary 
actions to switch the gate roa new locale. The reason for 
three mercanes has to do with security 
the three possesses a gate key (which the mercane oper 
ates from inside a voluminous pocket). The other two 


only one of 


are decoys (in case anyone gets the idea to try to steal 
the gate key). Each mercane is accompanied by a Union. 
Sentinel patrol 

There are a handful of businesses established on the 
gate islands, although laws require a large swath of 
‘open area around the gate to be maintained, so that traf 
fic wont get snarled during the surge right at the begin 
ning and 
similar to the open ground that typically surrounds a 
fortification, also helps prevent a force from hiding 
close to the gate, waiting to ambush the city on the 
other side. 


4 of each visitation cycle, This open area, 


The Staircase Gate is a standard type of permanent 
interplanar portal; the archway on this island connects 
то a large platform on the Infinite Staircase. The Stat 
case Gate is seldom used for any real trade, supporting 
only foot traffic (since wagons have a hard time оп 
stairs and would have to travel long distances to get 
anywhere). Still, it is a handy route to take, depending 
on where you are going, and if the other two gates 
жоп! be making any "stops" where you need to go any 
time soon (see below 

The Infinite Staircase itself is а mystery: It leads to all 
places, though the trick is finding an exit. Beyond the 
Gate opening lies a small landing with a nondescript 
stairway leading off. Travelers on the Infinite Staircase 
see its appearance vary from simple stairs of wood or 
stone to a chaotic jumble of stairs hanging in radiant 
space, where no two steps share the same gravitational 
orientation. It is said that one can find one's heart's 
desire somewhere on the Infinite Staircase if each land: 
ing is searched long enough. 

The origin of and purpose behind the Infinite Staircase 
remain a mystery. It is unknown whether the staircase is 
truly infinite or just unimaginably large 


The Material Gate 

The Material Gate is the public connection to the Mater 
ial Plane. The schedule of connections changes from time 
to time, but it is posted near the gate itself. The gate 
visits’ most of the major cities of various worlds on the 
Material Plane, some of them more frequently than 
others. For example, a huge metropolitan area that can 
support large amounts of trade is the connection point 
about onc 


year, while other, smaller cities are only vis 
ited rarely 


The Planar Gate visits with other planar metropolises, 
most of which cannot be found on the Material Plane 
For instance, cities such as Sigil, Tunarath, the City of 
Brass, and even the mind flayer city Ilkkool Rrem 
thralls act as representatives of the mind flayers 
пагу an illithid is seen) show up on the circuit. Other 
cities of lesser status found on various Outer and Inner 
anes are also visited. The schedule of con 
mains constant, cycling through a prede 
list of cities over and over again. Each city remains 
accessible for two to four weeks before the cycle 
moves on. Of course, some of the connections see 
flow than others, due to the varied and 

sometimes inimical natural environment of some of 
the stranger locations visited. Occasionally, the mer 
canes have had to cut short or bypass entirely a loca 


tion whose conditions had changed for the worse 
since the last visit 


EXTENDED QUARTERS 
The mercanes keep lists of all the islands that float in 
the void around the core city of Union. Those wi 
twenty: to thirty-mile radius are considered a part of 
Union. Common knowledge places the number of 
islands at somewhere around one hundred. Dozens 
are visible to the naked eye, as are the skyships and 
fliers thar constantly travel to and from and between 
the islands of the extended quarters and the core 
‘sometimes the term used to identify the twelve con 
nected islands) 


The islands of the extended quarters are primarily 
used for residences. Some islands are home to palatial 
magically maintained estates, while others contain 
heavily settled neighborhoods. Some are restricted: 
others are park expanses open to all visitors. 

Many extended quarter islands are composed wholly 
of tilled ground for crops and range land for livestock 
While a good portion of Unionis foodstuffs comes via the 

omes from “local farmers” who sell their 
wares in neighborhood markets of the extended quarters 
as well as in the Market Quarter. 

Of course, there are magically guarded warehouses, 
factories, and even prisons among the extended quarters. 
Some of these are off limits to casual visitors and are 
guarded by special detachme 


s of Union Sentinels. 


Pulos 

Pylos is a palatial estate maintained on one offi 
islands of the extended quarters. The estate andi 
grounds completely cover the land mass of the iil 
Madwand (CN male death slaad Wiz20/Loremaseti 
is a creature that uses its awesome spellcasting ШШ 
to appear completely human, under most cleus 
stances, Madwand seems as crazy as his name inp 
No one knows exactly what he is up to, but his misi 
often comes up in the core when unexplained happy 


cures several courtyards, storage aa 
workshops, and laboratories, Its library is famed foi 
many one-of-a-kind texts on a strange branch of mgl 
known as “chaos channeling.” Several independ 
buildings are clumped around the central block oth 
palace. Pylos boasts a banquet hall comparable toti 
found in the finest lodges of the Perfumed Quit 
The place has ample rooms for sleeping, ргери 
food, galleries, and gaming, and a well-stocked атаў 
on the basement level. Below the armory is a seer 
vaulted subterranean chambers opening off amp 
vaulted corridor, the so-called "Chaos Galleries” The 
underground chambers house particularly dange 
works of art (including relics and artifacts set prog 
tively in glass) thar Madwand has collected fig 
around the cosmos. 
Madwand protects the lo 
some wards, traps, and a c 


+ levels of Pylos with fan 
tingent of true-bredig 
monstrosities created using an epic spell of his om 
devising. Called "piliforms, these cre 
and ability based on thei 
becoming more dangerous the older they get) Mil 
wand dutifully protects the true nature of his plor 
and that which they guard); thus, no reliable desc 
tion of their abilities has yet reached Union. Even lf 
servants and mercenaries that serve 
aboveground sections of his palatial est 
what lurks below 


игез vary nse 
much as dragons dh 


Madwand in th 
e know rot 


Below are described a few additional personalities why 
either call Union home or find their way to the city foal 
time to time. They can be easily dropped into any ad 
ture locale or plot point, whether or not you use Unions 
your campaign. 


BELDWIN FIRVAL 
Beldwin isa halfling cat burglar of the keenest ability He 
stays in a small second-story apartment in the Mage 
Quarter, where he keeps to himself. Very few peoplei 


Union even know he exists, and that's just the wayhe 
likes it 


Beldwin has made a career of stealing rare and we 
drous magic items and selling them to a couple of ley 
than scrupulous members of the Gleaners, He еви 
handsome fee for tracking down and swiping the iem, 


Be wo shady characters get to take the credit for con 
uring to the library, and everyone is happy, except 
br the folk who have lost their valuable magic items 
id arifacts. To date, Beldwin has stolen thirty-four dif 
[ent unique pieces, and no one has much of a clue 
sho the culprit is. The Union Sentinels are aware of a 
[шет and suspect a single individual, but they have no 
el leads. 

feldwin uses his ill-gotten wealth to keep himself 
jonfortable in Union, without being flashy about it 
dod thus drawing unwanted attention to himself). He 
hs stashed away the majority of his earnings, plan- 
ing to retire in a few more years and live the high life 
jmewhere else. He's not in too much of a hurry to 


Male halfling Rog27/Perfect Wight?; 
will humanoid; HD 2746 plus 746; hp 110; Init 

i; Spd 20 ft; AC 32, touch 19, flat-footed 32; Atk 
D/ 26/421 melee (1d443/19-20, +3 spell storing dagger 
Sneak attack +1446; SQ Defensive roll, evasion, 

ion, improved invisibil 

proved legerdemain, incorporeal, shadow form, skill 

шегу (Climb, Hide, Open Lock, Search, Spot, Use 
ic Device), slippery mind, traps, uncanny dodge; AL 


16 Wis 17, Cha 14. Height 3 ft. 4 in. 
land Feats: Balance +34, Climb +39, Gather Infor 
tion +39, Hide +54, Jump +34, Listen +37, Move 
елу +52, Open Lock +50, Search +33, Spot +35, 
ble +45, Use Magic Device +25, Use Rope «43 
ness, Blind-Fight, Dodge, Great Fortitude. 
proved Initiative, Iron Will, Lightning Reflexes, 
pon Finesse (dagger 
Bic Feat: Dexterous Fortitude, Epic Reflexes, Epic 
Self-Concealment, Superior Initiative, Trap Sense. 
Hualfling Traits: +2 morale bonus on saving throws 


Jump, Listen, lently checks (already 
ged into the statistics given above 
Inproved Invisibility (Su): Beldwin gains the bene 
improved invisibility twice per day, as the spell cast by 
жее! caster. 
Inproved Legerdemain (Su): Beldwin can use im 
legerdemain twice per day to perform one of the 
bring class skills ага range of 30 feet: Disable Device, 
tn, Open Lock, Pick Pocket, Search, or Spot. If 
he perfect wight can take 10 on the chec 
5o manipulated must weigh 100 pounds or less, 
atively, he can make one melee sneak attack 
past any creature within 30 feet, He executes the 
pkattack normally, as if artacking from a flanking 
jon. Ifthe attack is successful, the victim is dealt the 
priate sneak attack damage despite the fact that 
vin and his weapon do not physically cross the 
ning distance. 


Incorporeal (Su): Beldwin can become incorporeal 
once per day and can remain incorporeal for up to 
rounds. As an incorporeal creature, he can be harmed 
only by other incorporeal creatures, +1 or better magic 
weapons, and spells, spell-like abilities, ог supernatural 
abilities. He is immune to all nonmagical attack forms 
Even when hit by spells or magic weapons, he has a 50% 
chance to ignore any damage from a corporeal source 
except for force effects, such as magic missle or attacks 
made with ghost ouch weapons). He has no natural armor 
but has a deflection bonus to AC equal to his Charisma 
modifier (+2 

An incorporeal creature can pass through solid objects 

at will, but not force effects. Its attack passes through 
ignores) natural armor, armor, and shields, although 
deflection bonuses and force effects (such as mage armor) 
work normally against it. An incorporeal creature moves 
silently and cannot be heard with Listen checks if it 
doesnt wish to be. While incorporeal, Beldwin has no 
Strength score, so his Dexterity modifier (+13) applies to 
both his melee and his ranged attacks 


Shadow Form (Su): Beldwin can take shadow form 


once per day, lasting for 7 minutes. While in shadow 
form, he is incorporeal (see above), immune to critical 
hits, and can fly (as a shadow flies across a plain or 
across or through the face of a mountain) with good 


maneuverability at a speed of 100 feet. Beldwin can use 
the substance of his own shadow to enhance any attack 
roll, saving throw, skill check, or ability check. Drawing 
off the substance of his own shadow form deals Beldwin 
7 points of damage for each +1 bonus applied to a single 
roll. For instance, he could add a +5 bonus to his next 
attack roll or saving throw, but in doing so he loses 35 
hit points 

Posessions: + 
чаа 


2 spell storing dagger, gloves of epic Dexterity 

ule of epic natural armor +8. 

ROMANA 
Romana is a paladin who fell from grace. To atone, she 
has determined to take up a quest to purge a once-holy 
site that has been overrun by evil. She does not have to 
face this challenge alone, but she must not take anything. 
with her that she has not fashioned with her own hands, 
including her warhorse, which she has placed in the care. 
of a fellow paladin until such time as she is absolved 
Thus, she walks the streets of Union, wearing ill-fitting 
garments made of sackcloth, carrying nothing more 
than a wooden tree branch as a club, seeking anyone 
willing to accompany her on her quest. The vast majority 
of the citizens of Union think she is mad, and the rest are 
not insane enough to go with her. Still, she wanders and 
inquires, knowing she will not receive atonement until 
she completes this quest. 


Romana: Female human Palt3; CR 13; Medium-size 
humanoid; HD 1341029, hp 132; Init +3; Spd 30 ft; AC 
їз, touch 13, flat-footed 10; Atk +16/+11/+6 melee 
146-4, club); SA Smite evil, turn undead 7/day; SQ Aura 


of courage, detect evil, divine grace, divine h 


empathic link with mount*, heavy warhorse тош 
on hands, remove disease 4/week, share spells with mou 
ALLG: SV Fort +14, Ref +11, Will +14; Str 17, Dex 16, Con 
14, Int 14, Wis 19, Cha 18. 

‘Currently unable to use. 

skills and Feats: Diplomacy +20, Handle Animal +20, 
Heal +20, Knowledge (religion) -18, Ride (horse) +24 
Cleave, Endurance, Great Cleave, Iron Will, Power 
Attack, Toughness, 

alain Spells Prepared (2, 

ght ws 

cure moderate wounds 


Club. 


spell level 
1st— less, cur 

other, 3d 
[now 


elements, shield 


prayer 


ЈАРЕ PAIR 

This duo—a wizard named There and a fighter name 
Brin—has been in Union for about three months, and 
the swagger in their walk makes it clear that they are very 
impresse They style themselves as 
adventurers for hire, setting exorbitant rates for their 


V expecting all comers to show proper defe 
ence in their presence. So far, they ha 
Shortly after 


had few takers. 
еу arrived, several potential clients met 
with them to discuss jobs. None of the 
panned out, but the pair still has high hi 
that first lucrative deal 

Both of the companions dress in jade gr 
hence their name. They currently reside i 


of landing 


n clorhi 
the Tavern 


Quarter, having taken rooms in a rather posh in: 


named the С 
the taproom at the С und 
strolling the streets of Union, trying to stay visible to 
attract clients. They have become quite accomplished at 
ignoring hand-hidden smiles and gentle snickers 
behind their backs. 

The truth is, these two imbeciles a 
breath, or so gi 


When not holding forth 


lucky to yet draw 
s the joke that everyone but the Jade Pair 
{sin on. They have much higher opinions of themsely 
than anyone else in the city does, and their (lack of abil 
ity is apparent to all who sit down with them. One half 
tongue-in-cheek quip among the other adventurers in 
Union, and the Tavern Quarter in particular, is that 
someone has begun passing the hat to take up a collec 
tion to pay the Garrote to deal with the Jade Pair once 
and forall 


PTherel: Male human Wizé; CR 7*; Medium-size 
humanoid; HD 6d443; hp 15; Init +1; Spd 30 ft; AC 11, 
touch t1, flat-footed 10; Atk +5 melee (1dé«2, +2 quarter 
staff; AL LG; SV Fort +4, Ref «5, Will +4; Str 10, Dex 12, 
Con 11, Int 16, Wis 9, Cha 9 

CR adjusted by +1 because of magical equipment 

Skills and Feats: Alchemy +11, Concentration +8 
Knowledge (arcana) +12, Knowledge (history) «10, 
Knowledge (the planes) +7, Scry +6, Spellcraft +12; Brew 
Potion, Great Fortitude, Lightning Reflexes, Quicken 
Spell, Scribe Scroll Тоша 


ч Spells Prepared (4/4/4/3; base DC 13 +p 
evel): O—detect magic, light, mage hand, read magi lit 
hands, charm person, detect secret door dali 

* strength (2), cat's grace (2); зго 
Spellbook: 0—arcane mark, detect тари, light, mae had 
read magic; 1st—burning hands, charm person, dla dl 
ther fall, hold portal; 2nd—bull strength, cal pal 

fireball 


2nd— 


көп: +2 quarterstaff,everburming torch, gunna 


wondrous power (bronze griffon 
Э Brin: Male human Ftr6; CR 7°; Medium-size huge 
oid; HD 6d10+15; hp 51; Init +1; Spd 30 ft; AGM, 
touch 11, flat-footed 20; Atk +11/+6 melee (ЧЕЙ 
plus 146 fire, +1 flaming warhammer); AL LG: SV fi 
+7, Ref +3, Will +3; Str 16, Dex 13, Con 14, Int Wis 


d by +1 because of magical equip 
Is Jump +7, Listen +3, Spot +3, Swim dll 
Alertness, Cleave, Dodge, Great Cleave, Power Atl 
Toughness, Weapon Focus (warhammer), Weapon fpf 
cialization (warhammer 
ions: «1 flaming warhammer, «2 chainmail, «lg 
sable rod, potion of cure serious wounds, 


The following tw 
The first, Kerlethis Tower, is a full-blown sitebagl 
adventure, with а map and complete descriptions ib 
you can use to kick off an epic level campaign. ti 
ready to run; drop it into your campaign, using them) 
gested hooks or your own. At the adventures соқ 
sion, you can use any of the additional plot threadsie 
uring on the Elemental Plane of fit 
er realms nearby. At a minimum, Kerle 
сап offer guidelines for generating similar ege 
adventures. 
The second 
nun 


tions provide adventure mate 


tion, Adventure Concentrate обе 
as that you can embellish with your om 
creativity Each nugget provides an adventure prema 
bit of hard information immediately useful to ibi 
premise, and several developmental suggestions thi 
allow you to expand the nugget into a full-fledged 
adventure. In many instances, the adventure concep 
trates draw on other elements from this book, includi 
the city of Union, the organizations, and characte 
belonging to the various prestige classes. If one or matt 

these elements do not suit your tastes, substitien 
different piece for the discarded on 
own, original components 


ts of idi 


or devise your 


KERLETH'S TOWER 
This is а detailed site-based adventure, a ruined wizard 
tower located on the Elemental Plane of Fire. Itis ao 
extended example of how you can give an epic level 
ting a specific theme. 


Encounter Levels: As presente 
venture is suitable for a 
up of epic charact 
23rd level 
is designed t 
haracter one le 


or paraphrase wher 

propriate, Text in si 
contains DM note 

fering insight or note 


кеге abilitie 


serve as his stronghold and laboratory, and there he la 
bored for many a year. 

Hundreds of years have passed berween then and now. 
Sometime during that period, Helvetius went missing 
His tower, abandoned, began to succumb to the ravages 
of time and heat 

Enter Regalid Maethos (NG male human Rgr22, 
Agent Retriever3), a veteran agent retriever working 
for the Gleaners of Union. Regalid’s most recent сопу 
mission is for a piece called Flameguard, a shield of fire 
warding The Gleaners’ histories place the shield with 
Кепе Helvetius, Regalid departed for the Elemental 
Plane of Fire three months ago and has not been heard 
from since. 

Then there is Agnimia (NG female human Rgr19 
Regalids sister and a ranger of no small repute herself 
Agnimia has set herself the goal of finding her brother, 
to make certain of his continued health and well 
being, To that end, she has discovered that her brother 
was last seen in the City of Brass, preparing to strike. 
ош in search of Kerlethis Tower, on а commission from 
the Gleaners 

Agnimia has acquired a map that shows the location 
of the tower, but, cognizant of the tower's pote 
threats, she seeks allies to bolster her strength. S 
she has been unable to find the perfect partners. 

Enter the player characters. 


Adventure Synopsis 
This adventure may seem like a simple planar excur 
sion, followed by exploration of a site (Kerleth’s 
Tower). Despite its similarity to other site-based 
adventures, its challenges are epic in nature. More: 
over, the motivations of threats met along the way are 
not what they seem at first (there is more to the story 
than at firs appears) 

Agnimia seeks the heroes out and requests their aid 
She hopes to either find her brother in Kerleths tower, or 
at least uncover а clue to his current whereabouts. 

The characters may go to Union for supplies, and 
thence toa gate that provides access to the outskirts of the 
City of Brass, on the Elemental Plane of Fire. They may 
face a few threats, but the supposed challenge awaits in 
the tower finding Regalid. In fact, ће real challenge 
awaits after they find Regalid, because the ranger has 
made a potent enemy that awaits him on the tower's 
exterior—à creature born of god and demon. 

Kerleth Helvetius does not appear in this adventure, 
although should you decide to change things a 
pethaps tying the story into some preexisting plotline 
of your own campaign, or continuing the tale beyond 
the scope of finding Regalid—you can use the NPC sta 
tistics fora 30th-level wizard provided in Appendix 3 of 
this book (he picks fire spells wherever he can). lf you 
choose to include Kerleth in the adventure, refer to the 
character hooks below (some of which provide alterna 
tive histories for Kerleth 


If you prefer, use an alternate (or an additional hock 
lure the characters to Kerleths tower, instead ofthe pre 
posal from Angimia described below 


The Gleaners have long sought an item called the Cala 
of the Infinite Planes. A PC with ties to this organiatin 
receives a rumor of its appearance on the Element 
Plane of Fire in the stronghold of an epic workeral 
spells and an ally of the Great Sultan of Efreeti inthe 
City of Brass 


One of the PCs has inherited a chest containing many 
curiosities Among them is a map to the forgotten tw 
ofa “friend” named Kerleth 


Kerleth Helvetius, long missing from the айайт 
Union and the City of Brass, has come to trouble the 
councils of the powerful. According to a single dive 
tion (no other has been able to confirm the story) Ke 
leth is actually close to finishing a centuries-long quet 
to discover the Flaming Lord, God of All Burning and 
only now prepares to return to his old abode, his tomet 
on the Elemental Plane of Fire. Agents must be seni 
determine the truth or falsity of this rumor. 


'art One: The Journey 
This portion of the adventure includes Agnimia pro 
posal, activities in Union, and the journey to the tov 


A Proposal: Agnimia contacts the heroes, indicating 
she has a proposition for them. This contact is delved 
as a formal letter by a neutral courier (many of which 
work in Union and are capable of delivering messages 
any plane) 

The letter reads 


Heroes of Renown, 

Greetings! Please allow me the opportunity to tell 
you my tale of woe, and what 1 intend to do about lt 
If interested in putting wrong to right, and in large 
rewards for your valor in this matter, please seek me 
at the Island View Inn in the Tavern Quarter, in the 
city of Union. 


Respectfully your, 
Agnimia 


Heroes may be already familiar with Union, f not allow 
them a Knowledge (the planes) check (DC 25) to recog 
nize the city and some of the details concerning it. Chr 
acters of the PCs level should have no problem finding 
their way to Union to meet Agnimia, whether through 
one of Unionis own gates, or via a spell, power, or тарс 
item. Presumably, they could even scry her from a ds 
tant location and speak to her magically 

Agnimia stands only four feet seven inches tall. She 
wears her straight black hair pulled back in а single thick 


Paid down her back. She usually wears a pair of well- 

pm riding gloves, an adamantine breastplate, and two 

те] swords on her belt 

Agnimia relays the following information to the PCs, 
tly or in answer to their questions. 


“Three months ago, my brother Regalid traveled 
mo hostile terrain—he had a commission from the 
елет, In my opinion, he is long overdue. He 
hissed my birthday, something he hasn't done in 
enty-three years. I want to ensure that he is alive 
il well. I seek competent companions on my mis- 
бок Ive had to turn down many, most recently a duo 
йоз known as the Jade Pai 
"Competence is necessary because the locale to 
hich Regalid ventured is inhospitable. If Regalid 
missing, his mission must have been more than 
|Ë&could manage, despite his power (which is not 
[iconsiderable). I know something of your doings 
М the power you command, You could be a great 
dp to me.” 
1 сап pay you a suitable sum—10,000 gold pieces, 
imstones, each—plus of course an equal share of 
htever salvage we find along the way, The one 
prion to this is the item Regalid was intent on 
ding; that he must be allowed to retain, should he 
possession of it or know its whereabouts” 
"know only a small amount about Regalid’s mis- 
в. He said his commission is for a relic called 
шт, a shield of great power. The Gleaners his- 
place the shield with Kerleth Helvetius in his 
dian Tower on the Elemental Plane of Fire. Sup- 
ly, this tower has long been in ruins, aban- 
by Kerleth long since. Regalid departed for 
Elemental Plane of Fire three months ago and has 
heen heard from since.” 
“ill you help me?" 


ima doesnt know much more than what is covered 
She does know how to get to the tower, thanks toa 
ф тар in her possession unfortunately she doesnt 
1 good enough description of the tower to attempt 
[ier there. Neither can she scry her brother (and 
ir likewise unsuccessful if they make the attempt) 
be PCs accept Agnimias proposal, she pays them 30% 
in blue diamonds and jacinth. She indicates her 
ш to deliver the final 70% upon successful comple 
fhe trek. 


[pending Time in Union: If the PCs venture to 
refer to the earlier sections of this chapter for 
Мош the city. Their stay in Union may be as brief 
dwn out as you wish, depending on the circum 

as If the heroes are already familiar with the place 
lecurently based in Union, proceed through the rest 
adventure. But if they ve never heard of the place 
ing the city can be an enjoyable session in itself 


If the PCs suggest using plane shift or other magic to 
travel to their destination directly, Agnimia admits that 
the group could use spells to make the transfer directly 
but she knows where the Staircase Gate enters into the 
Elemental Plane of Fire, and from there what direction 
to head to reach Kerleths Tower (it is so close that it is 
Visible from end point ofthe gate). She believes it would 
be simpler, all around, to stick to known paths. Ifa PC 
gets his hand on the map, it is apparent that Agnimia 
speaks the simple truth. f the PCs do convince Agnimia 
that plane shift or a similar effect is a good choice, then. 
the encounter with the ghours (see below) does not 
occur. However, the infernal noted in the second 
encounter tracks Agnimia to the Elemental Plane of Fire. 
and presents himself prior to the players’ entry into 
Kerlethis tower. 

On the day the PCs and Agnimia agree to depart 
which should be no more than two weeks after their. 
initial conversation, and earlier, if Agnimia has her 
way), she asks that the characters meet her at the Planar 
Cartographic Society headquarters in Union. She indi 
cates she needs to purchase some supplies before set 
ting off on their trip. See the earlier section of this 
chapter about the Planar Cartographic Society 


Planar Cartographic Society: While magical 
accoutrements can be more readily bought in other 
parts of Union than at the society's headquarters, the 
Surveyors supply their employees and sometimes their 
customers with goods specifically needed for survival 
in hostile environments. Because Agnimia has been 
here before, she already has a deal worked out—she is 
here to pick up forty-eight potions of protection from cle 
ments (fire) in a custom-crafted Heward’ handy haversack 
outfitted with a spigot and a slender tube, allowing the 
wearer to suck a dose of potion from the haversack asa 
free action once per round. 

The PCs, seeing Agnimias purchase, may be prompted 
to obtain other protections against fire, or at least prepare 
their own abilities of this order. They can purchase any 

нон from elements spell on a scroll, potion, or item 
found in the Duxcrow Masrea’ Guide or in this book from 
the Surveyors, though they'll need Agnimia to sponsor 
their purchase, as a friend of the society. Of course, they 
find the same items elsewhere in the city, too, with 
sponsorship. 


The Gleaners: See the section on the Gleaners ear 
lier in this chapter. No matter whom the PCs manage 
to talk to in the organization (should they attempt to 
do so at all), they can get no one to admit to giving 
Regalid a commission. (They are speaking the truth— 
Regalid made this up. The agent retriever has a more 
secretive reason for seeking Kerleth’ tower.) Agnimia 
had not previously independently verified her 
brothers story—she is as surprised as the PCs about 
the Gleaners denial 


Trouble on the Staircase (EL 20; 
Agnimia leads the group to the Staircase Gate to begin 
the journey to the Elemental Plane of Fire by way of the 
Infinite Staircase 
The trip from the Staircase Gate to the portal on the 
Elemental Plane of Fire, in total, spans thirty miles of 
rambling, mazelike staircases. 


Refer to the Staircase Gate description earlier in this 
chapter 


This is a realm of stairs. Stairs, landings, and door- 
ways to the unknown, stretching to every plane 
imaginable. Staircases reach in all directions and in 
all orientations: up, down, left, right, upside down, 
and even bending back upon themselves. The stairs 
ate constructed sometimes of wood, sometimes of 
brick, sometimes of simple stone. Some connected 
landings are small, only big enough fora single door 
and one or two adjoining stairs. Others are so large 
thar they stretch away into the haze. 


After the group exits the Staircase Gate of Union onto the 
large landing beyond, Agnimia leads the PCs down one of 
the twelve stairways that lead away from the landing Ifthe 
characters do not have some method to simply fly along 
the stairs, Agnimia stops and rests about every 15 minutes. 
During their journey, the heroes pass hundreds of branch: 
ing stairs (taking some of them, ignoring the others) 

Creatures: Ata point during the journey along the 
Infinite Staircase selected by you, the group is con 
fronted by six demons, called ghours, advanced accord 
ing to the rules in the Monster Manual 

А ghour demon stands about 28 feet tall and strongly 
resembles an oversized ogre. It has a thick, hairy hide, 
bestial features, and two enormous horns that jut out 
from its skull. These ghours routinely roam the staircase, 
bandits in infinity attacking travelers for their valuables 
and flesh. As such, they ambush a particular 30-foot-by 
30-0ot landing, hiding just within six of the eight doors 
on this landing (gaining a «10 bonus on their Hide 
checks). Each door on this landing leads to an unremark 
able, barren landscape. 


Advanced Ghour Demons (6): hp 136, 138, 141, 147, 
149, 152; from Monster Compendium: Monsters of Faerin: 
full statistics provided at the end of the adventure. 

Tactics: Ifthe ghours notice the PCs before the charac 
ters notice the threat, the ghours buff up through use of 
their righteous might powers. When they enter combat 
(possibly with surprise) ghours use their special abilities 
first. Half use their breath weapons on the greatest con 
centration of PCs, while the others roar. On the second 
round, the ghours reverse the use of their abilities 
(switching between breath weapon and roar). On the 
third and following rounds, one ghour stands back and 
uses its spelllike abilities on the PCs while the remain 
ing five enter melee 


If any ghour’s hit point total falls to 30 or les 
attempts to teleport without error to safety on its nat 
possible action. In fact, the ghours teleport to the lee 
tion of the infernal described in the next encounter li 
infernal is the leader of this gang of bandits 


Infernal Intentions (EL 26) 
After the PCs deal with the ghour demons, Agnimia inl 
cates that they should continue their journey along 
stairs. Anyone who makes an easy Sense Motive chil 
DC 15) can see that something troubles Agnimia dee 
If asked, Agnimia indicates the source of her dsqu 
answering questions as appropriate. 


"Lam troubled by the appearance of those demon ity 

dits, the Бош». 1 did not meet them the last time! 
took this route. My brother told me of them—though 
fierce in and of themselves, they serve afar greater 
master who once often traveled this region ofthe 
stairs. Regalid indicated that the threat had been put 
тотен, the infernal defeated. If that's not true, andthe 
infernal bas returned, then our trip to the tower may 
not be as easy as 1 had hoped." 

“An infernal is an abomination—a creature bom 
the ill-starred meeting of god and fiend, Only afew 
trouble the cosmos, and 1 hope it is not our luck 
meet one of them. The infernal 1 have in mind is 
called Schaethreth, and it is terrible. Regalid barely 
survived meeting it on several occasions—it seems 
the infernal bears a strong, deadly grudge against my 
brother. If Schaethreth has returned, then perhaps 
my brothers disappearance becomes less a mystery 
but more worrisome.” 


Creatures: Following the encounter with the ghous 
during the journey along the Infinite Staircase, an inf 
nal named Schaethreth (plus any ghours who escaped 
the PCs during the previous encounter) confronts the 
group. If the PCs bypass the Staircase altogether (or leve 
it immediately after facing the ghours), Schaethrethis 
instead encountered before the walls of Kerleth’ tower 
as noted in that section below) 

The infernal appears suddenly, on a landing the Ks 
approach. It isa pitch-black scaled humanoid standing 1f 
feet tll. Vast dragonlike wings enfold it, but do not hide 
the tearing claws, the hellish maw, or the eyes бов 
which gleam the promise of eternal damnation, 

As Agnimia indicated, Schaethreth does indeed havea 
special interest in Regalid—and persons associated with 
Regalid, such as his sister Agnimia, The infernal was 
alerted the last time Agnimia came this way and hasbeen 
lying in wait for her, should she return. 

The infernal attempts to begin the encounter with a 
parley: Read or paraphrase the first point below, plus the 
follow-up points as appropriate to answer PC questions 
and conclude the encounter, 


‘Agnimia, we meet at last. Pray put down your 
Weapons; save your spells. Allow me to explain. 1 
бо, seek your brother, Regalid. He and I have 
anfinished business. But he is gone, and 1 cannot 
discover where he has fled. 1 know that you, too, 
кей him. I sense that our interests lie together in 
this matter” 

"Lcan offer you aid—t know your path leads you 
Into the Elemental Plane of Fire, There are threats 
there that, like me, have materialized since your last 
iit. 1 have something that will prove a great asset 
aginst one of these threats, if you in turn promise to 
il me" 

‘Certainly, Regalid and 1 parted on less than 
Jiendly terms. But if you do not accept my aid, 1 
ubt you will ever find him at all. Better to find 
Jour brother than to let him languish in some for 
теп dungeon because of what I might do if ever 1 
ould meet him again, по?” 

"Where have I been? Locked away, trapped in a 
Dtherreality. Regalid thinks me slain. But... well 
hall see 


infernal cannot enter Kerleth’s tower—an ancient 
id erected by Kerleth keeps abominations clear. 
Марсе knows very well that the tower is the groups 
tination, since it knows that is where Regalid is 

M. The infernal has tried all its powers against the 


ffl and cannot break it. If Regalid is trapped inside, 


he is also safe from Schaethreth. The infernal wants 
Dee Regalid freed, or otherwise extracted from what 
f situation keeps him within the tower. Once the 
retriever leaves the tower, the infernal will be fre 

bunt him wherever he goes in the multiverse 


[DNDITIONS OF ELEMENTAL FIRE 
[Be Lemental Plane of Fire is a place of heat and smoke, 
ie the ground is usually molten rather than solid, and 
[pet sulfurous vapors and ash storms waft through the land 
Navigating the physical surface of the plane is tricky, 
he constant shifting and rolling of the molten surface 
fel visitors are better off fying over the expanse. 

М of the plane's native inhabitants are immune to the 

aging effects of the environment described below. They 
watching visitors suffer and are as likely to attack ити. 
quests as parlay with them, if for no other reason than 

ers of watching their flesh bur. 

Unprotected creatures take 3410 points of fire damage 
found they remain on the plane in an unprotected 
le, and they risk catching on fire. Creatures that have 
sort of magical resistance and/or protection are 
june to this damage. Any unprotected flammable items 
| wood, paper, and so forth) are consumed in a matter 


Schaethreth seeks Regalid because the agent retriever 
stole an item dear to it: the Codex of the Infinite Planes 
However, Schaethreth never admits why it wants to help 
the PCs find and free the agent retriever (nor does it li; it 
simply smiles and says nothing in answer to this ques 
tion). The infernal would prefer that the PCs not know 
about the artifact a all 

Thus, if the PCs accept Schaethreths aid, they may be 
putting Regalid in danger. However, if they do not accept 
its aid, they will have a harder time facing a certain 
dragon on the Elemental Plane of Fire. 

If aid is accepted, Schaethreth hands the PCs a small, 
egg-shaped object. It îs cold to the touch. The infernal 
explains that, based on what it has seen recently, the PCs 
will find the item helpful against the power of Etiol, а 
spurned red dragon consort of Tiamat who now hunts 
the region around Kerlethis tower. 

Egg of Abominable Cold: Objects of this sort are 
major artifacts, They cannot be crafted—they are formed 
only by accident, and only as a product of the natural Ме 
process of xixicals, themselves abominations of evil, ice, 
and chaos. When an Egg of Abominable Cold is broken, it 
releases a storm of cold that deals 100d10 points of cold 
damage to all creatures in a 30-foot radius (no saving 
throw or spell resistance allowed). Treat an Egg as a 
thrown weapon with a range increment of 10 feet. Once 
used, an Egg is destroyed. 


Schaethreth: Infernal; hp 680; see Infernal entry in 
Chapter 5. 


Tactics: If attacked, Schaethreth doesnt unleash the 
full fury of its powers on the PCs, such as из hellbll t 
wants to see them live long enough to enter the tower. 
and free Regalid. So, instead of retaliating, it simply 


The smoky atmosphere limits normal vision to 120 feet, or 
240 feet for creatures native to the place (except near the outlet 
of the Infinite Staircase portal, where the smoke doesn't 
obscure vision), 

The continual crackle of flames imposes a -2 circumstance 
penalty on Listen checks in most locations on the plane 

res not native to the plane find their fy speed 
cut in half and their maneuverability rating worsened by one 
category due to the thin, superheated atmosphere. Creatures 
able to move through solid material (such as a хот) are lke 
wise slowed. 

Steam clouds, ranging in diameter from 200 feet to 2,000 
feet, spring up at random; unprotected creatures caught inside 
one take 1410 points of damage each minute they are caught 
inside. These clouds drift randomly, about 120 feet per minute, 
and dissipate naturally in 1410 hours. 

Rains of ash occasionally fall; exposed creatures take 1410. 
points of damage each round. Each of these ashfalls lasts 
2410 minutes. 


Flying creat 


teleports without error toa cozy place it keeps on the Ele 
mental Plane of Fire. 

Ifthe PCs track and follow the infernal (Agnimia coun: 
sels against such an action), it will defend itself aggres- 
sively, using its full suite of powers, beginning with hell 
ball, Tt follows with implosion, then attempts to melee 
with any PC spellcasters. If it has warning, it prepares 

with unholy aura, blur, and deeper darkness. It also. 
attempts to summon 2-3 balors, time permitting. 


he Elemental Plane of Fire 
The accompanying map indicates the landing that pro- 
vides entry onto the Elemental Plane of Fite near Ker- 
leths tower. The landing appears rocky, like a slab of 
natural stone. The “door” is actually a cave mouth that 
opens onto a fiery tunnel. The tunnels walls ooze slow 
moving magma, The cave functions as a planar gate, 
leading to a similar cave on the Elemental Plane of Fire. 
Once the characters move through the cave, they arrive 
оп the Elemental Plane of Fire. The same environmen: 
tal conditions apply in the tunnel as apply on the plan 
see below 


The magma-lined tunnel emerges from the side of a 
long, low cliff face of obsidian onto a great plane of 
steaming, reddish rock, interspersed with glowing 
cracks of yellow, glowing lava. Like a dried lake 
bed, the plain is barren, and like a great kiln, fire 
rages everywhere. In the distance, a great wall of 
superheated rock seems to shimmer and cascade, 
stretching as far as you can see in either direction. 
It is a miles-wide magma-fall of liquid rock, cours 
ing down from some unimaginable height above 
and flowing into a ravine of possibly limitless 
depth. Ninety degrees to the left of the magma fall 
the top of a gleaming brass dome pokes above the 
reddish haze. 


The brass dome is, of course, the City of Brass, where 
efreet cavort in fire and pay homage to the Grand 
Sultan. The City of Brass fs not important to this adven- 
ture, Agnimia has no interest in seeking it out, and as 
such the city is beyond the scope of this text—adven: 
ture development of the City of Brass, should you wish 
it, is up to you. 

Agnimia points the PCs in a direction 180 degrees 
away from the City of Brass, There, barely visible 
through the heat haze and flames, is a needle-thin, short 
black tower. Agnimía indicates that the tower is Ker 
leths. She further indicates she has not approached any 
closer to the tower than where she and the PCs not 
stand. Ifthe PCs wonder why she didnt attempt to enter 
the tower on her own, she answers: “Because whatever 
waylaid my more powerful, worldly brother would be 
sure to make even shorter work of me. As I noted earlier 
1 needed companions to ensure my successful entry and 
successful extraction of Regalid" 


Part Two: The Tower 
The heroes eventually reach the ruined tower of Keleh 
Helvetius the wizard. The encounters are keyed tothe 
map titled Kerleths Tower. 


Tower Features: The structure rests on a protruding 
outcrop of obsidian. It is magically stable and nota 
risk of tipping over and collapsing into the seu ofl | 
that surrounds it (this in-place effect operates и Ий 
caster level 

Every interior and exterior wall, floor, and ceiling 
the tower is constructed of smooth obsidian, Theseus 
not blocks, but rather solid sheets of igneous rock 
thus extremely smooth. In addition, they are layer 
over permanent wall of force spells (such that the mip 
cal barriers are like the filling of a sandwich andthe 
obsidian sheets are the bread). The one break in his 
protective barrier is the missing portion of the out 
floor (area 16), where a flow of flux slime generates 


violent disintegrate effect that sheared away that part 
the tower. 


The destroyed section thus grants another obvia 
exit into the tower besides the entry keyed to art 
the fourth floor room with part of its ceiling sho 
away is keyed to area 16. The destroyed section is 
actually crumbled, bur rather appears to have beet 
shorn at an unusual angle, Where the tower no longet 
exists, it is open to the atmosphere (and full ееси) 
the plane. 


The windows are set with transparent quartz tha 
exceptionally sturdy. The doors are all constructed 
adamantine, with exceptional locks throughott 
though not all doors are currently locked (indivi 
ally noted in the encounters, below). In several ci 
the doors are also protected by a permanent will 
force spell (again, noted in the individual keyed 
encounters, below 

Ward: A ward (60th caster level) provided by ib 
Sultan of the nearby City of Brass prevents direct enty 
by abominations, direct or indirect manipulation of 
the tower by abomination spells or spells cast by thet 
minions, and even the entry by knowing 
summoned slaves of an abomination, The PCs at 
unknowing pawns of the infernal, so they are not te 
vented entry. The same ward also prevents all divinaory 
spells, including direct spells such as «crying and dar 

ance, but including indirect spells, such as diy. 
tion and commune from functioning on anything 
inside the rower. 

SObsidian Walls (exterior): 2 1/2 ft thick (tore 
wall of force; hardness 6; hp 450; AC 1; break DC 40 
Climb DC 30 

Obsidian Walls (interior): fi. thick; hardness ¢ 
hp 180; AC 1; break DC 40; Climb DC 30. 

Windows: 2 in. thick; hardness 6; hp 30; AC 5; br 
DC40. 

Doors: 2 in. thick; hardness 20; hp 80; AC 5; Мей 
DC 60; Open Lock DC 40. 


иг 


Dor: Many of the chambers and hallways are deco. 
ted with throw rugs, running carpets, and hanging tap- 
bes to give the place a more friendly feel, as well as to 
ide some measure of nonskid walking areas. Despite 
rir extreme age, all the decorations are in good condi 
jen unless noted otherwise. Likewise, they а 
Bolarly valuable, unless otherwise noted. 
Important Note: Part of the tower is under the effects 
Hilux slime. Be sure to read area 16 and the flux slime 
ry in Chapter 3 before using this adventure. 


not par 


mach CEL 25) 
ts on an outcropping of obsidian. This ош. 

boring juts out from the edge of a precipice where 
БА lowing lava streams over the edge as a huge lava 
Jl The lava-fal spills onto a magma-filled chasm, and 
dropoff is well over 300 feet. Somehow, the obsidian 
intrusion remains anchored, but it is an island in the 
iid rock around it, With no solid path to the place, 


[acters must either cross the lava with magical protec 
nor utilize some other magical means of transport. 


The crumbling, midnight black structure rests 
rely upon a jagged outcropping of blackest obsid- 
thrusting defiantly out of the roiling magma that 
ils over into the chasm below. The orange and red 
nes reflect off the smooth surface of the building, 
its darkened windows stare grimly back at the 
анор, scorching world around it. 
The building consists of a large hexagonal tower 
rises three or four stories into the air, where the 
has collapsed along a jagged, diagonal line. Cling 
near the top of one unbroken side of the main 
isa smaller round one that seems to be another 
stories tall, It juts up slightly higher than the 
in structure, capped by a dome of some smoky 
rial, and hangs out over the precipice, beyond 
ledge of the obsidian foundation, 
IN the bottom of the main tower is a small side 
ing, a squat box with no windows and a single 
door, the only apparent way into the place at 
nd level. Nothing else seems to be in the vicinity, 
there is no evidence of life inside the tower from 
vantage point. 


it seems that the obsidian outcropping and the 

top it should teeter over and fall into the chasm. 
Мое rock is actually securely anchored right where 
because it is a small encapsulated region of the plane 
ls morphically static; that is, itis as though the out 
ping has had a time stop spell cast upon it, and it 
br be moved or altered in any fashion. Even as the 
il eventually cuts away the cliff face through ero- 
ihe obsidian fragment will hang suspended in space 
finitely. Sufficient magic could suppress the static 

but it would require specifically developed epic 


Creatures: Before the PCs can gain the tower, the 
dragon must be dealt with. The dragon, once lovingly 
called Etiol by its consort Tiamat, was cast forth from the 
dragon queens affections millennia ago. Eriol dropped 
ош of sight after that sad incident, but apparently fell in 
with Kerleth centuries later. Somehow, Regalids recent 
activities in the tower have awakened potent defenses 
from their long slumber. Among the defenses was a pact 
Kerleth made with Eriol. That pact is now active; Etiol is 
summoned, and now defends the tower to his death or 
until Kerleth returns to dismiss him. 

Eriol rests mostly submerged in the lake of magma, 
only his snout and eyes protruding (gaining a +10 bonus 
on his Hide check). Unless PCs see him first, the dragon 
may gain a surprise partial round as he bursts forth from 
the lava, attacking any that draw near the tower. The 
dragon is larger than the tower. 

Normally, a red great wyrm has a CR of 35; however, 
either the PCs have an Egg of Abominable Cold to help 
neutralize the dragon, or Schaethreth shows up with 
an Egg (see Development, below). If the PCs do not 
have an Egg and Schaethreth does not appear, heroes 
with an average level of 21st or 22nd stand little 
chance of defeating this potent guardian. With the Egg 
and/or Schaethreth’s direct help, the EL for this 
encounter is a more reasonable 25; still difficult, bur 
not impossible 


Red Great Wyrm, Advanced: hp 1,434; see full statistics 
in Chapter 5 


Tactics: Despite the incredible damage Etiol is poised 
to take from the egg, the PCs (or Schaethreth) must get 
close enough to the dragon to use it, before the dragon 
can unleash too many rounds of its fury on the PCs, 
Before it does anything else, Ено! uses haste on itself (as 
a 33rd-level caster). Then it uses its breath weapon on its 
free partial action in that same round, In subsequent 
rounds it uses its melee attacks on its standard action, 
and a spell (such as weinl) on its hasted partial action. 
Whenever its breath weapon is recharged (every 1d4 
rounds), it uses that instead of a spell on its hasted par 
tial action 

Treasure: Roll for treasure based on the creatures 
type; however, the treasure is only what one might 
expect from a CR 20 dragon—Etiol has had it tough 
since losing Tiamat’s regard. Etiol keeps his treasure 
hoard in a heat-shielded iron sphere that lies 40 feet 
below the surface of the magma, anchored by a heat 
shielded chain attached to the obsidian outcropping 
‘with a clever friction clamp). Despite the possibility of 
potentially helpful items in his hoard, the dragon dis 
dains such things are crutches for the weak 

Development: Ifthe players havent accepted Schae 
threths help, or if the PCs have somehow avoided meet 
ing it so far, it shows up now. (The infernal’ statistics, 
average for a demonic infernal, can be fond in Chapter 
5). He uses the Egg of Abominable Cold himself on the 
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чоп, then waits off to one side, to see if the PCs can 

Bie out the dragon. At your option, he may also directly 

fe the conflict (especially if it seems the PCs need 

[к sid—the infernal dearly wants the PCs to enter the 
er so they can find and free Кера 

The infernal stands watching the PCs as they attempt 

enter the tower (assuming the PCs have reached some 
of accord, even if temporary). He calls out a warning 

he PCs attempr to enter through the top of the tower. 
vise against going in at the top—flux slime infects 

i breached laboratory. I'm surprised your dearest 
ther didnt warn you, Agnimial” The infernals warn 
is honest—it believes the PCs would have an easier 
е getting in without dealing with the slime (see room 
for more on the flux slime), 

Ifthe PCs leave the tower at any time, they find 
aethreth waiting. See the Conclusions section, fol 
ing the arca descriptions, for more on Schaethrethis 
ons ar that time. 


Entry (EL 19) 


large single door blocking the entrance is a 
th sheet of steel, polished to reflect light with 

imr clarity. No handle is visible, nor are any 
ips. The door is set to fit snugly just inside the 
xh walls, but flush against the surface of the wall 
ind it 


door has been specially enchanted with a collection 
ү repulsion spells to repel any type of creature 
aching it. No saving throw is allowed, but spell 
penetrate the ward (the eic repulsion spells. 
cast by a 30th-level wizard). In addition, the door 
tall spells of 1st through 9th level cast against it, 
area-effect spells, due to epic spell reflection, also cast 

evel wizard 
ters find some means to bypass the magi 
кг» cast upon the door, they must still physically 
it It swings out and is not locked or stuck in any 
зу, but its smooth surface and snug fit makes it 
larly difficult to obtain any kind of grip or to pry it 
A successful Open Lock check (DC 35) manages to 
фе portal open, or someone pushing from the other 

manages it easily 
Dice the door is opened, the PCs can inspect the space 

id (but they must beware the trap 


larger chamber is lavishly decorated. Frieves 
both long walls and include images of a brass 
city floating оп a lake of fire. Beautiful men 
omen wearing colorful clothes and copious 
ints of gold and gems stroll the streets of this 
Че city, and in the background, a grand palace 
tp on the horizon, its architecture similar to the. 
ofthe desert. Fire-dwelling creatures cavort in 
[Ше of fire in the foreground, seeming to pay 


homage to the dwellers in the city. The double doors 
at the end of the hall are made of a red enameled 


metal with flame-shaped handles. 


The friezes are masterfully painted directly onto the 
obsidian walls, and then magically protected to keep 
the paint from cracking and peeling in the heat, f detect 
magic or similar magic is used, the walls radiate a faint 
abjuration aura. 

‘Trap: Just inside the door (in the S-foot-wide hallway 
a series of twelve permanent empowered symbols of death 
caster level 30th, DC 28) are inscribed upon the floor, 
walls, and ceiling at S-foot intervals, set to go off if any 
creature passes through the narrow hall into the larger 
chamber beyond. Each can slay a creature with no more 
than 225 hit points (Fortitude save to negate). Once 225 
hit points’ worth of creatures have been affected, the 
symbol goes dormant, resetting in 10 minutes 

y Permanent Symbols of Death Trap: CR 9; empowered 
symbols of death (each slays creatures with up to 225 hit 
points, resets in 10 minutes); Fort save negates (DC 28 
Search (DC 33); Disable Device (DC 33) 

Creatures: Standing in the larger chamber is a balor 
tanar'r that unwillingly serves as a doorman for Ke 
leth Helvetius. It has been bound with a dimension 
anchor spell to prevent it from leaving the chamber, 
and it will not summon another tanarri under any cir 
cumstances 


Balor: hp 114; Atk +2 vorpal greatswonl +22/+17/+12 
246+12, greatsword); otherwise as Monster Manual. 


Tactics: The balor most likely begins by creating a 
wall of fire across the opening of the narrow tunnel to 
hide behind, followed by the liberal use of greater dis 
yelling on characters who are using magical protections 
while passing through the narrow passage filled with 
permanent symbols of death. If possible, the balor uses its 
whip to entangle the lead intruder, filling the passage 
with a deeper darkness to blind other heroes, while at the 
same time dragging that character into the larger cham: 
ber, where the balor can uses its other abilities and 
attacks to full effect (the deeper darkness spell will “mask” 
the symbols of death, so the balor will from time to time 
dispel the darkness, thus exposing characters in the pas 
sage to the symbols 

‘Treasure: Located in a sack carried by the balor is 1,100 
pp and {4 golden yellow topaz gems worth S00 gp apiece. 
‘Worn: belt of gant strength +6, +2 vorpal greatsword 


2. Antechamber (EL 23) 


A thick, plush carpet covers the floor, colored in a 
variety of reds, oranges, and yellows that almost 
seem to swirl and flicker. A low table, perhaps 
designed for kneeling, rests in the middle of the 
room with some sort of game set in the middle, 


Throw pillows are scattered around the table, and 
rich, crimson velvet curtains cover the walls. Near 
the northern wall, a brass gong hangs from a black 
lacquered stand, its mallet dangling from a delicate 
chain to one side. Standing in each of the four c 
ners of the room are well crafted knickknack cal 
‘nets, empty of all but dust. 


The carpet is infused with a minor illusion (a variation 
on the dancing lights spell) that causes the shifting colors 
and a minor abjuration dweomer that protects it from 
the withering heat. The gong radiates an aura of sum: 
moning magic. The doors to the east are constructed of 
adamantine and are locked (Open Lock DC 40). In addi: 
tion, the doors are bounded by a permanent wall of force, 
(except the south doorway, which leads back into the 
entry); the wall must be brought down before the lock 
can be picked 

Creatures: If the gong is sounded, a swirl of sulfur 
and heat coalesces in the corner of the room, and a 
paragon half-fire elemental ettin appears to see who 
has come calling. This extremely powerful ettin is in 
thrall to Kerleth. Even though the wizard is absent, the 
etin remains true to its responsibilities, waiting until 
masters return. The gong, when sounded, sympathe 
cally rings a chime in the ettins room. The creature, in 
turn, appears via its dimension door ability, in the afore 
mentioned swirl of sulfur, well dressed in an Arabian 
style. Iis cordial to anyone in the room, asking i 
help them, possibly engaging in two conversa 
once It is very erudite and actually welcomes the chance 
to speak with others 

The ettin has the ability to disengage the wall of force 
that shields the doors but refuses to do so unless the 
Visitors have an invitation, If visitors try to press the 
issue, t become 
apparent that the PCs outclass it, or it takes 100 or 
more points of damage, it simply retreats to its cham: 
bers via its ability. Otherwise, itis gra 
cious and friendly and suggests the visitors either wait 
until they can be seen, even without an appointment, 
or else return another time. The ettin then returns to 


e ettin attacks. However, as soon as 


mension di 


its chambers, located on the second floor of the tower 


areas 10 and 11 


Pignition/Inferno (paragon half-fire elemental 
ettin): hp 300; see full statistics at the end of the 
adventure. 


3. Hallway (EL 9) 

The walls of this passageway are lined with tall book 
cases. The bookcases are constructed of adamantine 
with the same transparent quartz that makes up the win 
dows set as panes in the casement doors. The cases radi 
ate a faint abjuration magic if such is detected, and the 
books inside are completely protected from the heat and 
elements. Each of the bookcases is locked (Open Lock 


DC 35) and further warded by a permanent smi] 

stunning (caster level 30th) triggered by touch 
Treasure: A successful Search check (DC 20) through 

the various bookcases turns up a ma 


1 of gainful ev 


4. Kennel (EL 26) 


‘This smallish, odd-shaped room appears to be sont 
sort of prison or animal pen, for it has а cage alongone 
wall, A set of shelves holding old, hal-burnel 
brushes, metal collars, and chains sits against the wll 
near the door. A set of large bowls, empty of all bu 
dust, rests inside the cage, and the ashen remains of 
some creature are clumped їп one corner, as though 
whatever once dwelt in the room passed away and 
decomposed, even its bones turning to charred dust 


The cage is a large version of dimensional shackles crete 
so that no creature inside can escape. The other items iq 
the room are food and watering bowls, leashes, and ot 
various pet supplies. 

Creatures: The dusty remains inside the cage are 
a sirrush that Kerleth used to keep as a pet. Ifthe 
remains of the sirrush are disturbed, its ghost rie 
and attacks, 


Sirrush Ghost: hp 254; full statistics provided at the end 
of the adventure 


$. Guest Room 

The temperature in this room is much cooler than inthe 
surrounding areas, and thus no one takes any bei 
damage here. 


This room is furnished with a comfortable bed, 
linen chest, an armoire, a writing table and chair, and 
a free-standing mirror in one corner. It is pleasantly 
cool in here—a refreshing change from the swelte 
ing heat of the rest of the tower 


6. Chapel (EL 21) 

The doors between area 3 and 6 are filled with flameras 
with a wall of fire spell cast at the 30th level of ability The 
flames return 20 minutes later if dispelled. 


An altar dedicated to some deity of magic dominates 
the chamber. Arcane symbols adorn the walls as 
well as the altar itself. A plush black carpet lie 
down the center of the room, serving as а path to the 
altar from the double doorway. Standing directly 
opposite the doors isa sleek statue of a man whois 
completely bald and wearing only a tunic. The 
statue, nearly 20 feet tall, is constructed of silvery 
metal that has not tarnished. A spiral staircase leads 
up to the floors above 


be altar is dedicated to no particular deity, although 
me of the trappings bear the markings and colors of 
cob 

Creatures: The statue is actually a mithral golem 
structed by Kerleth ro prevent unauthorized beings 
m entering the chapel or moving up the stairs to the 
жег stories of the tower. It attacks anyone not accom. 
med by either Kerleth or Ignition/Inferno who 
жез through the doors (merely opening them does 


trigger an attack). The golem pursues creatures who 
le via the stairs (even if they originally entered the 
imber from that direction), but it does not chase 
bie who retreat through the double doors back into 
2 


ин] Golem: hp 198; see full statistics in Chapters 


Treasure: Resting in a secret, magic-impervious com 
emen within the altar Search DC 40) are a mask 
and a cub of ore 

Development: One round after any conflict begins 
ibis room, the two lava-wights descend the stairs 
and join any ongoing attack ag. 
! One round after that, Igniti 
= mom 10 (if the ettin still lives) and also attacks 
та 


Dining Hall (EL as) 


Jis spacious chamber has a long table in the east 

(олом section with large, stout chairs around it. 

Ugh large statues, depicting stylistically lean 

кт, stand along the walls. The statues are 

lHinmolared in flames, yet they are not charred 

ү! sets of doors lead off into other chambers 
m 


titus have continual flame cast upon them for effect. 
feld any effect dismiss the spell, contin 
Bes up again of its own accord while each statue 
Bars in one piece. Otherwise, the statues are mun 
Be vith two exceptions), and cl 

Be reveals this to be the cas 
Bratures: The two southweste 
fei lavawights, blending in among the other stat 
Spot Dx e something strange on first 
xt ino the chamber). Т 

and continue to guard his tower against intruders 


TM 


30 to noti 
y were set here by Ker: 


ights (2): hp 208; see full statistics in Chapter 


lopment: More than likely, the PCs fought 
їкї prior to entering this chamber, as the 
ights respond to the sound of combat either 
for below, Otherwise, the lavawights attack the 


8. Pantry 


This chamber contains a single cabinet that stands 
against the far wall. The cabinet is clean, bright, and 
freshly polished, untouched by the dust that thickly 
cloaks the rest of the room. 


If the cabinet is opened, aromas of stewing meats, 
eshly baked bread, cheeses, pies, and fresh fruit sud 

lenly waft through the air. It smells as tho 

has been cooking up a feast fir for a m 
indeed, the cabinet is bursting with a x 

Crocks and platte 

overflowing with 


reh, and 
il sp 
f every size and shape are filled to 
foods of every sort 


Treasure: The cabinet is a сам! of feasting. Ke 
had this unusual magic 
would never have to rely on а cooks talents к 
palette, no 
hands of an 


would he need fear being po 
unscrupulous chef 


9. Library (CR 10) 
The door and window to the chamber is trapped. 


‘Transfer to Mirror of Life Trapping Trap: CR 10; 


magic device; proximity n automatic reset; spell 


effect (imprionment variant); spell effect (any creature 
that passes through linte 


direction) without 


or or window (either 


rst uttering the passwo 
nous” is transferred directly into the mirror of lif 
saving throw 
oom 13); Search (DC 32); Disable 


in room 12 
clatters to the 
Device (DC 321 


equipment of the victim 


Each time a victim is sent into the mirvor of life tapping, 
a the d out in room 12. This was the diabol 
ical aught Regalid (even though he knew the 


aid is kick 
ap that 
password, he 


The scent of glue and paper is strong in this chamber. 
Bookcases fill most of the available space from floor to 
ceiling, interspersed with the occasional overstuffed 
chair and elegant lamp. A single table sits betw 
two of the chairs, and a half-eaten meal appears atop 
it The room is pleasantly cool 


scroll tubes, and 
s. Both magical 


d with books, table 
Ш size, shape, and materi 
and mundane materials can be found here 

Regalid stayed in this room while he was in the tower 


The meal is his, though it is quite stale now (composed 
of bread and chee 
monogrammed with Regalid’s name. Agnimia recog: 
nizes them as belonging to her brother. 
Mundane Books: Among the hundreds of books and 
lls in the library are these gems of fame and antiq 
Chambliss: My Life in Flames by Belch Fardown, an 


f silver, and 


The implements are 


autobiography of a noted fire elementalist; С Я 
Underdark by Winninger, a lexicon of a dangerous 
underground realm on a Material Plane world; Efree Life 
апі Culture by Colvathus, a treatise on the nature of the 
fire genies; Legacy of Night by Andar a history and origin 
of vampirism; Military Review of the Blood War by Копра 
sic, a discussion of military organization of the various 
factions; Mind Kampf by Ronassic, a brief fos 
mind flayer culture; Magical Tactics of the Outer Planes, 
author unknown, a questionable guide of less than рег. 
fect recommendations for paradimensional travel; The 
Tllithiad by S. Wakeman, the quintessential illithid 
guidebook; and The Economics of Interplanar Commerce by 
Kharlin, a much-sought primer on establishing trade 
routes across several worlds. 

Magic Books and Scrolls: Kerleth’s spellbooks are 
stored in the library; one whole shelf contains an alpha 
betically sorted set of volumes scribed with all the spells 
found in the Player’ Handbook, plus any the DM sees fit to 
include from other sources. A concerted search through 
the stacks eventually brings to light eight epic scrolls: 
Roll normally eight times for epic scrolls on the tables 
provided in Chapter 4 of this book 

In addition to spellbooks and scrolls, unique volumes 
of magical lore also reside here, including a lib 
silver magic, a libram of ineffable d 
bodily hi 
Infinite 


Ith, and most significantly, the Codex of the 

* The Codex, an enormous book, stands on 
the floor along one wall, nearly filling the area of a 
normal bookcase 

Hlameguard: Mounted on one of the walls, seemingly 
part of the decorations above one shelf, is Fameguand, an 
еріс magic shield of fire w Kerleth hung it there 
when he was finished researching it. This is the shield 
Regalid is supposedly set to recover, though Regalid fab 
ricated the commission. 

Development: The crux of the backstory of this 
adventure revolves around the Codex, Schaethreth the 
infernal, and Regalid. Schaethreth has it out for Regalid 
not because Regalid bested the infernal in some past con. 
flict—Schaethreth wants Regalid because the agent 
retriever stole the Codex from Schaethreth and hid it 
within Kerleths tower. Regalid knew that the tower was 
proof against all abominations. See room 12 and the соп 
clusion of this adventure for additional details. Suffice it 
to say that the infernal really wants th Schae- 
threth sees Regalid only as a means 1o an en 


10. Ettin’s Chambers (EL 23) 


‘This swelteringly hot chamber is outfitted with а 
large bed, a reading table, a chair, and a stone couch. 
A set of small shelves with a few knickknacks and 
stone tablets stand along one wall. The furniture is 
constructed of black igneous stone, with no сизЬ- 
ions or cloth. The place is illuminated by a steady 
тей glow, as though the walls were actually glowing 
hot rock. 


The same conditions that occur outside in the Element 
Plane of Fire are present here, with the exceptiondl 
steam clouds and rains of ash. 

Creatures: Ignition/Inferno, the ettin, lis her 
see room 2, above, for additional information conce, 
ing the ettin). The ettin keeps a pet, a fire cat, that ш, 
the run of the chamber. If anyone other than the et 
enters the chamber, the cat (which most likely М 
been napping on the bed or atop the shelves) arches it 
back and hisses. t does not attack unless i is хоб 
first, Assuming the heroes have not already йэри 
the ettin elsewhere, Ignition/Inferno is here. The eti 
attacks intruders with its twin scimitars, muttering 
about the impoliteness of trespassing, and howl 
seems to pervade the entire multiverse. It assum 
that, like many recent visitors (it regards Regalid ast 
guest since the agent retriever knew the password 
the PCs are somehow looking for the treasures of 
master, Kerleth. 


Ignition/Inferno (paragon half-fire elemental eta} 
hp 300; see full statistics at the end of the adventure 


Fire Cat: hp 3; see full statistics at the end of thy 
adventure 


11. Closet 
This small closet is filled with rotting meat, harveselly 
the ettin from its frequent hunts outside the tower. 


12. Audience Hall (EL Variable) 


This chamber is a combination audience hall and 
museum. A large black stone throne rests upona. 
raised dais between the northernmost pilla, 
facing south. Throughout the room are weapon 
stands, display cases, and pedestals, holding rem 
nants of a weapon collection. Most of the items are 
missing, and cases are left broken and in some 
instances toppled, 


A look up (ora Spot check DC 30) reveals that the celag 
is covered with a hanging multichambeted cocoon—le 
а nest that might be spun by a very large insect. The nef 
covers all the ceiling except for a mirror set atthe very 
center. This is a slightly enhanced mirror of lie trapping 
and looking into it immediately requires a Will saving 
throw (DC 23) to avoid being drawn in. 

Creatures: At least two thorciasids scuttle about оъ 
the ceiling (there could be more, depending on hor 
many victims of the trap in room 9 were sent directly ito 
the mirror, displacing an equal number of thorciasis ip 
to twelve) A thorciasid (see Chapter 5) appears a aut 
ticularly lean and monstrously large cockroach. The сте 
tures are quick, multilimbed, and the color of burt 
wood. They scuttle about on four hind limbs, using two 
fiendish forelimbs and two writhing antennae to delier 
life-draining attacks. 


The creatures here are hungry for life, but do not attack 
jl the PCs have had an opportunity to look up. Once 
fen one PC has looked up and made (or failed) his 
bring throw, the thorciasids attack 

The mirror of life tapping is affixed flush to the ceiling 
Û means of a stout hook at each of the four corners of 
Be mirror. 


Jorciasids (2 or more): hp 502: see full statistics in 
рег s 


Tactics: The thorciasids use their cocoon power prefer 
Pally, then their energy- and ability-draining powers 
inst melee opponents. 

Development: One round after any conflict begins in 
Bis room, the two lavawights from room 7 arrive up the 
ie if they yet live) and join in the conflict. One round 
Plowing, Ignition/Inferno arrives from room 10 (if the 
® yet lives) and likewise joins in the conflict. Thorci 
Peis released also fight the PCs. 

Hegalid can be released if up to thirteen more victims 

given to the mirror, or the password is somehow 

bred for the mirror, or if the mirror is simply smashed, 
zing all creatures simultaneously. The mirror has 


Enes 1, 1 hp and а break DC of 18 

Hi Regalid is released, he drops, dazed and confused 
cesnt have his equipment (it is in room 13, buried 
bc resinous nesting material of the thorciaside) and 
си» dazed for 10 rounds, even if combat with the 


Perciasids rages around him, Once he regains his 
<s he joins the fight (even without his equipment 
ward, he answers all questions the PCs put to him. 
Mnimia is with the party, each is ecstatic to once 
in see the other, 
Repaid says (directly or in answer ro questions put by 
payer characters 


[Ê using this abandoned tower as my own personal 
I long ago found a copy of Kerleths deed from the 
in in the City of Brass, and so learned the lesser pass 

fis given guests here 
wed, without worry from these creatures. 1 simply 
к the chamber where the thorciasids had begun a 
Y—they were caught in the mirror, and 1 acciden- 
released one while 1 experimented with the mirror 
n was caught in the mirror, another was released. 1 
no idea why Kerleth had his mirror filled with these 
insectile creatures 

[ге the password to get past the trap in the library 

ised the trap on several occasions previously But 1 
Jomething in the library that quite... unnerved me. 
tally walked through the entranceway 
ame here because, well... 1 had the mythical Codex 
Infinite Planes! The supposed commission from the 
ers was only one of a series of cover stories 1 used to 
пу true purpose out here. In my profession, the 
isthe ultimate prize, But... got it at the expense 
еіЫ creature; an abomination. This is the only 


1 could come and go as 1 


place in the multiverse 1 know of where abo; 
are shut out 


1 stole the Codex from an abomination, an infernal 
named Schaethreth. 1 thought 1 had successfully impris 
опей him—if the infernal is free, 1 am in great danger. 1 
may be able to buy my life by returning the Codex If the 
infernal waits for me outside this tower, we would 
wise to surrender the book to it. Few can hope to stand. 
against such an outrage to the multiverse: 


If the PCs convince Regalid to fight the infernal with 
their help, he reluctantly agrees, but continues to voice 
his reservations about such a risky plan. 

Treasure: The mirror of е rapping (Will save DC 23) is 
the only significant piece of treasure here. 


13. Wizards Chambers (EL variable) 


This chamber is filled to a depth of about 3 feet with 
layer upon layer of a hard, mucuslike substance, 
Besides a grand bed still barely visible in one corner, 
the forms of various humanoid and animal bodies. 
can be made out, all completely encased in the 
milky-white substance. 


This was the wizards private chambers, but now the 
thorciasids in room 12 use it as a larder, storing 
cocooned victims here 

Creatures: All but one of the creatures encased in 
the hardened webs are dead. The lone survivor is an 
efreeti named Razaor who was exploring the tower 
unknowingly guided into the tower by Schaethreth 
just like the PCs). It succumbed to the thorciasids (it 
was rendered helpless (Str 0, Con 1) and thus unable to 
use any of its spell-like abilities to escape) and was set 
aside asa future meal 


Razaor: Efreeti; hp 61; see Monster Manual, 


Treasure: Treasure lost by any PC who was thrust 
into the mirror of life trapping in the 
here (buried below a layer of solidified mucus if more 
than a day has passed). Regalid’s equipment is also 
buried beneath the surface of the resin, and includes +4 


brary (room 7) is 


4 silent move 
comp ow (+3 Str bonus. 


sword, +2 spell storing short sword, 


hain shirt, «à mighty distance 
hocking burst short 
cloak of 
nt fortress, dimensional shack 
periapt of 
sof water breathing, ring of pi 
ton, rod of enemy detection, rod 
trol water, cure critical wounds, 
т of movement, and a wand of 


pet of fl 

epic resistance +8, Daerns inst 

figurine of wondrous power (bronze griff 

protection «7, 

of negation, scroll with c 
ne strike, and freed 

summon nature’ ally IV 
Development: If freed, Razaor the efreeti is certainly 

grateful and more than willing to grant the heroes aid in. 

some fashion (in the form of one wish, or offering them 

safe haven at the City of Brass should they decide to visit 


in the future). The DM is free to develop Razaor as the 
PCS passport into the city, and possibly into dealings in 
the Court of the Great Efreeti Sultan. 


14. Closet 

This was the closet and dressing chamber for the wizard 
who dwelt here. Although not as completely coated in 
cocooning resin as the bedroom (room 13), an ample 
amount of the stuff is evident. In a small chest beneath 
the coating is a bag of holding (bag 4) that contains a set of 
figurines of wondrous ower (tory goats 


15. Guard Room (EL 24) 


"This windowless, circular chamber is offset from the 
main part of the tower and appears to be devoid of 
any furnishings or other items, except for three tall 
statues that form a line in front of the circular stair 
case that leads up. The statues are identical, each 
depicting a bald human male wearing a loincloth. 
They are constructed of silvery metal. 


The staircase leads up into areas 17 and 15 (connecting 
the third and fourth floors of the tower 

Creatures: The three statues are mithral golems, set 
here to attack any unauthorized per 
the lesser passwords) from travelin 


n (anyone without 
n either direction 
Without the passwords, PCs who attempt to get past are 

ed immediately. The golems pursue heroes who 
move up the stairs, bur they do not pursue anyone retreat 
ing back into area 12 (regardless of which direction the 
heroes originally appeared from. 


Mithral Golems (3): hp 198 each; see Chapter 5. 


16, Laboratory (CR 21) 

This huge chamber is half shorn away, for the tower at 
this level was ripped apart by magical disintegration 
effects. Thus, the elemental nature of the plane affects. 
this room completely. It is entirely possible that the char 
acters will attempt to enter this chamber first, bypassing 
the door on the ground level and entering through the 
halfabsent ceiling 


‘This chamber must once have been quite impressive, 
based on its size and remaining bits of arcane equip- 


ment littering the floor. Now, however, itis nothing 
buta blackened shell, with half the floor and walls— 
and most of the roof missing, Whatever equipment 
was once sheltered here is destroyed, as if by some 
terrible blast. Near a point where the ceiling once 
covered this chamber, a strange, viscous goo seems to 
drizzle out of thin ай, pooling on the floor like some 
bizarre nectar or syrup. 


Creature: The goo isa flux slime (see Chapter 3 under 
slimes, Molds, and Fungi). It pools over the entire open 


floor of the laboratory to a depth of 8 feet (covering te 

door leading into room 17). Its very presence invokesag 

li to radius of 10 feet in all directions fm 

% circumference. The slime hase 

то breach room 17, though if the door to that area wee 

opened, it would flow in (not being a creature, it woul 

be unaffected by the trap protecting room 17). Othe 

wise, excess slime flows out cracks in the wall and tal 

down the exterior of the tower in small rivulet and 
thence into the fires below 


a Fux Slime: See Chapter 3. 


17. Access Room 
The door and window of this chamber is trapped. 


s" Transfer to Mirror of Life Trapping Tr 
magic device; proximity trigger; automatic те 
effect (imprisonment variant), spell effect (а 
that passes through lintel of the door or window in ett 
direction without first uttering the password "exope 
nous" is transferred directly into the mirror of lf tp 
їп room 12, no saving throw—equipment of the vici 
clatters to the floor in room 13); Search (DC 32) Disi 
Device (DC 32 

This room is dusty, but empty. A permanent wall f 
blocks the stairs leading down to room 15, but th 
leading up to room 18 are clear 


18. Observatory. 

This topmost level of the tower is covered over in a dont 
of the san for the windows. The 
view is spectacular; observers can peer down into the 
chasm and watch the flow of lava over the side of the cif 
falling into what seems like an infinitely deep pit, wi 
ош being subjected to the temperature and other planr 
effects outside 


Once Agnimia has found her brother, she is ready 
depart, but she is willing to remain (as is Regalid, f hey 
in good health) so that the heroes can fully explore th 
tower it they havent done so already. Regalid remain 
reluctant to fight Schaethreth and continu 

simply handing the book over to the infernal. He give 
the PCs the Cadex, but notes that the infernal will becom, 
their nemesis if they accept it. 

If the PCs leave the tower at any time, they fin 
Schaethreth waiting. Ifthe PCs have the Codex with then 
from room 9, Regalid becomes irrelevant to the infer 
mal— Schaethreth asks the PCs for the artifact, and fighn 
them for it if they refuse ro hand it over (the infernal 
having owned the Codex for over a hundred years, си 
sense it when nearby, even if stored in a portable extra 
mensional space), If Regalid is in tow minus the Cola, 
the infernal attacks with unrelenting fury. f Regali is 
slain, the infernal attempts to make off with the body 
leaving the PCs, He retreats to the same location noted 


Prviously, where he raises Regalid and attempts to “con- 
Bion” him to reenter the tower and retrieve the Codex f 
infernal 

lithe PCs slay the powerful infernal and retain the 
Bis they can be assured that other powerful beings 
[кх an interest in it possibly beginning with the nearby 
Bian in the City of Brass 

Ifthe PCs retain the Codex by giving the infernal the 
fn they make a bitter, long-term enemy of the abomi 
Eon The PCs come no closer to discovering what may 
fee happened to Kerleth, but perhaps it is somehow 
® up with the Codex and the terrible explosion that 
ned the laboratory to the elements. Perhaps Razaor 
«ееп, if rescued, proves an ally against the machina 
(зо! the Sultan in the nearby City of Brass 
[о may be that the tower, once conquered, could serve 
fe ICs as a temporary base in the Elemental Plane of 

Who is to say that the portion of the tower shown on 

ap isnt just the aboveground section? Why does the 

mination so desperately seek the artifact known as 
ies fue mit anes? The possibil 

tures beckon 


for further 


Ж 


following sets of statistics аге for creatures that 
arin the adventure and are not standard. 
standard creatures, see the Monster Manual. 


поја; HD 19410419; hp 132; Init +6; Spd 30 ft; AC 
Ich 15, flat-footed 21; Atk +19 
7/17-20, +3 longawonl) or +23/+18/+13/+8 ranged 
(8/19-20/33, +3 mighty composite longhow [44 Str. 
us] with «1 aw), «13/48 melee (1d6+3/19-20, «1 
т}; SQ Favored enemy (goblinoids, aberrations, 
às constructs); AL NG; SV Fort +15, Ref «15, Will 
[Sir 15, Dex 18, Con 13, Int 10, Wis 12, Cha 15. 
ili and Feats: Hide +25, Intuit Direction «24, Move 
nly +25, Spot +24, Wilderness Lore +24; Endurance, 
wed Critical (composite longbow), Improved Crit 
longsword), Improved Two-Weapon Fighting, Point 
i Shot, Precise Shot, Rapid Shot, Track, Weapon 
composite longbow 
ger spells Prepared (4/4/3 base DC 12 + spell level 
йит, delay poison, pass without trace, resist elements 


E: Female human Rgr19; CR 19; Medium-size 


4/49/44 melee 


I-cur light wounds, detect evil, protection from element 


+4 adamantine breastpla 

pron, +3 mighty composite longbow (+4 Str bonus 

атон, 5 greater slaying arrows (abern 
«1, amulet of 


+1 shortsword, 


atural armor «1, belt of gia 
th +4, boots of elvenkind, bracers of archery, cloak of 
nce +3, goggles of minute seeing, gloves of Dexterity + 
ul solvent, pale green Ioun stone, periapt of Wisdom 
ing of mind shielding, figurine of wondrous power 
fly) кавалі of keen edges, and w 
us (27 charges 


of cure serious 


2 Ignition/Inferno: Male and female paragon halffire 
elemental ettin); CR 23; Large outsider (fire); HD 
10d8+220; hp 300; Init +16; Spd 120 ft; AC 49, touch 29, 
flat-footed 41; Atk +46/+41 melee (148+37/18-20, 2 
Large +3 scmilars); Face/Reach 5 ft, by 5 ft,/10 ft; SA 
Superior rwo-weapon fighting; SQ Cold resistance 10, 
DR 20/56, darkvision 90 ft, fast healing 20, fire subtype, 
SR33; ALLN; SV Fort 5, Will +24; Str 38, Dex 
27, Con 30, Int 23, Wis 2 Height 15 ft 

Skills and Feats: Bluff +32, Diplomacy +36, Gather 
Information +32, Hide +14, Intimidate +34, Knowledge 
local) +28, Knowledge (the planes) +29, Listen +32, 
Search +29, Sense Motive +29, Spellcraft +28, Spot +32, 
Alertness, Improved Initiative, Power Attack, Weapon 
Focus (scimitar 

Ери Feats Superior Initiative 

Fire Subtype: Fire immunity, double damage from 
cold except on a suc 

Possessions: Two Large 


spell renstance 


ssful save, 
+3 scimitars and a mantle of epic 


PRegalid Maethos (without equipment): Male 
human Rgr22/Agent Retrievers; CR 25; Medium-size 
humanoid; HD 22410447 plus 246+4; hp 206; Init «2, Spd 
30 ft; AC 12, touch 12, flat-footed 10; Atk «25/420 
+15/+10 melee or +24/+19/+14/+9 ranged; SQ Acquire 
target 1/day favored enemy (beasts, aberrations, magical 
beasts, shapechangers, elementals), uncanny location, 
tracking bonus +10, plane shift 1/day; AL LG; SV Fort 
+16, Ref 12, Will +14;Str17, Dex 14, Con 15, Int 14, Wis 
19, Cha 13 


PRegalid Maethos (with equipment): Male human 
Rgr22/Agent Retrievers; CR 25; Medium-size human 
oid; HD 2241047 plus 246-4; hp 206; Int +2 Spd 30 ft 
AC 27, touch 19, flat-footed 25; Atk +29/+24/+19/+14 
ranged (1d$«7x3, +4 mighty distance composite longbow [+3 
Str bonus]}; or +27/+22/+17/+12 melee (16«6/19-20, 
ing burst short sword), +26/+21 melee (14655, 
spell storing short sword); SQ Acquire target 
1/day, favored enemy (beasts, aberrations, magical 
beasts, shapechangers, elementals), uncanny location, 
tracking bonus +10, plane shift 1/day; AL LG; SV Fort 
+24, Ref +20, Will +22; Str 17, Dex 14, Con 15, Int 14, 
Wis 19, Cha 13. 
Skills and Feats: Intuit Direction +29, Knowledge (the 
planes) +30, Listen +31, Move Silently +25, Ride (horse 
25, Search +27, Spot +27, Wilderness Lore +27; Alert. 
ness, Combat Casting, Dodge, Endurance, Improved 
Two-Weapon Fighting, Iron Will, Lightning Reflexes, 
Toughness, Track. 
Epic Feats: Energy Resistance (fire 10), Epic Toughness 
Ranger Spells Prepared (4/4/4/4; base DC 14 + spell 
poison, pass without trace, resist elements 
ите light wounds, protection from elements (2) 
plants; 3ed—neutn 
ures ally Ш, water walk; 4th. 
wounds (2), nondetecion, pelymo 


poison, remove disease 


Possessions: +4 fre resistance and silent moves chain shir, 
mighty distance composite longbow (+3 Str bonus), +3 shock 
t sword, +2 sell storm 
flying, cloak of epic resistance +8, Daern's in 
dimensional shack 


g short sword, carpet of 
ant f 
figurine of wondrous power (bronze п}. 
fon), periapt of proof against poton, 2 potions of н 
ing, ring of epi protection ation, rod of 
detection, rod of ne ol water, cure crite 
cal wounds, flame strike, and freedom of movement, wand of 


ler breath 
rang of reg тету 


lion, scroll with а 
summon natures ally IV. 


S Ghour Demons (6): CR 15; Huge outsider (chaotic 
HD 15d8475; hp 142; Init 1; Spd 40 ft; AC 31 

touch 17, flat-footed 26; Atk +22 melee (1d8+9, 2 
horns), +17 melee (246+4, 2 claws); Face/Reach 10 ft. by 
10 ft/15 ft; SA Breath weapon, roar, spell-like abilities 
SQ Acid, cold, and fire resistance 20, DR 20/+2, poison 
and electricity immunities, darkvision 60 ft, scent, SR 
25, апагті qualities, telepathy; AL CE; SV Fort +14, Ref 
+8, Will +10; Str 28, Dex 18, Con 20, Int 15, Wis 13, Cha 
11. Height 20 ft 

Skills and Feats: Bluff +15, Climb +24, Concentration 

0, Diplomacy +17, Hide +6, Intimidate +2, Jump 

in +16, Move Silently «19, Spot «16, Wilderness Lore 

+16 Cleave, Great Cleave, Power Attack, Track 

Breath Weapon (Su): Once per minute, a ghour can 
breathe a forth a cloud of noxious gas 10 feet wide, 10 feet 
high, and 30 feet long. Those within this cloud must 
make a Reflex save (DC 22) or take 146 points of tempo- 
rary Strength damage 

Spell-Like Abilities: Ar will—bla 
hammer, deeper darkness, descrate, detect good, det 
dispel good, magic circle 
unholy blight: 3/day—conf 
Caster level 14th; save DC 10 + spell level 

Roar (Su): Once per day, a ghour can bellow an ear 
splitting roar, Nonghours within 30 feet of the ghour 
must succeed at a Fortitude save (DC 


or become 
stunned for 184 rounds. Those within 10 feet must suc 
ceed at a Fortitude save (DC 22) or become deafened for 
2dt0 minutes 

Telepathy (Su): Ghours can communicate tele 
pathically with any creature within 100 feet that has a 


language. 
Posessions: Each has a bag of loot containing: 1d12*100 
pp and each wears a demon-forged ring of protection «5. 


PSirrush Ghost; CR 26; Large undead (incorporeal 
HD 40d12; hp 254; Init +23; Spd 90 ft, fly 30 ft. (рег 
fect); AC 25 manifested or 44 ethereal, touch 25 or 24, 
flat-footed 20 or 29; Atk incorporeal touch +45, +46 
against ethereal (1d4, 144+16 against ethereal) or +56 
melee (2d6+16/19-20 [+1d6 on critical hit], 4 claws 
+54 melee (446+8/19-20, bite); Face/Reach 5 ft. by 10 
ft/10 ft; SA Corrupting gaze (DC 41), corrupting touch, 
manifestation, pounce, stunning roar; SQ Acid, cold, 
electricity, fire, and sonic resistance 10, blindsight 300 
ft, DR 30/+5, darkvision 60 ft, fast healing 20, incorpo- 


real subtype, low-light vision, rejuvenation, scent St 
undead traits; AL CN; SV Fat 
tr 42, Dex 40, Con -, Int 35, Wis 


39, turn resistance + 
+41, Ref 437, Will +27: 
38, Cha 32. 

Skills and Feats: Climb +17, Hide +44, Jump +3 
Listen +44, Move Silently +35, Search +20, Spot 
Alertness, Cleave, Combat Reflexes, Dodge, Gre 
Cleave, Great Fortitude, Improved Bull Rush, Improv 
Critical (claw), Improved Critical (bite), Improved In 
tiative, Power Attack, Weapon Focus Мара 
Focus (bite 

Epic Feals: Blinding Speed (x4), Superior Initiati 
‘Overwhelming Critical (claw 


rake 


Эрге Cat: CR 1/4; Tiny elemental (fir HD 1/208 
3; Init «2; Spd 30 ft; AC 14, touch 14, flat-footed 12 М 
4 melee (182-4, 2 claws 143-4, bi 
Face/Reach 2 1/2 ft by 2 1/2 0/0 ft; SA Heat, bum SQ 
Darkvision 60 t. elemental traits, fire subtype; AL NIS 
Fort +0, Ref +4, Will +1; Str 3, Dex 15, Con 10, Int 2, i 
12, Cha 7. 

Skills and Feats: Balance «10, Climb +5, Hid 
Listen +4, Move Silently +9, Spot «4; Weapon Finest 
claw), Weapon Finesse (bite 

Burn (Ex): Those hit by the natural weapons of ai 
cat must succeed at a Reflex saving throw (DC 7) or ath 
fire (see Catching on Fire in Chapter 3 of the бима. 
Masrex’ Guide) The flame burns for 1d4 rounds, Cry 
tutes hitting а fire cat with natural weapons or unarmed 
attacks catch fire as though hit by the fire cars апай 
unless they succeed ata Reflex save 


1 melee 


ADVENTURE CONCENTRATE 
The following adventure nuggets provide ideas that yo 
can grow into miniadvenrures or even larger stor 


The classic cornerstone of the DUNGEONS & DRAGON 
game is the great wyrm, hidden away in some fors 
ten cavern, slumbering on its mammoth treasin 
hoard. Often, the dragon is much more than that, al 
epic dragons break the mold even more. WI 
interesting things can be done with a dragon tha 
more powerful, more cunning, and more intelligen! 
The concept of a dragon hiding among humans anl 
shapechanging is interesting, but it's been don 
before. What if the dragon used others to do it 
hiding" in plain view instead? Suppose the dragon. 
rather than killing adventurers who came after it 
were overmatched, instead in some way charmed, com 
pelled, or simply convinced them with diplomacy қ 
become its servants 

Such a situation could make for a wide variety 
adventure possibilities The plots surrounding such a 
arrangement could go on for many sessions and chara 
ter levels, all before the heroes knew what they wer 
really up against. 


Whats Needed: The first requirement is an extremely 
[werful dragon. There are some provided in this book, 
Ed из a relatively simple matter to create one—but 
ре careful consideration to the skills and abilities this 
Bayon possesses. In addition to amazing skill in combat, 
Ais dragon requires the means to take, and keep, fol 
[vers Leadership becomes essential. Also, the dragon 
шге spells or powers that focus on controlling the 

Goughts and minds of others. An epic dragon is likely 

bave developed epic spells (or epic psionic powers) of 

Bown, most likely of the compulsion, charm, and 
Bed varieties. See the dragon in the example below 
Biot even an epic dragon, but it possesses some of 
Bese requirements. You can build on it for an even 
bore powerful version. 

The dragon requires а lair. This can be the traditional 
ern, or deep swamp, or whatever else is appropriate 
he type of dragon you choose. Even though an old 
fiy sort of lair is something of a cliché, it might be 
jeter than setting the dragon up as a wolf in sheep's 
[hing in the middle of civilization. Consider that epic 
Barcters have ways of finding out just about anything, 
Pinations and detect spells function so well that its hard 
he DM to keep his NPC identities, alignments, 
[hes and general nature a secret. And, afterall itis 
oon I likes remote wilderness. 

Nex, the dragon’ followers. Some of them should be 
level characters in their own right. Imagine that a 
id of 16th- to t8th-level characters, following 
Bors of a dragon, set our to take it on, The characters 
er the hard way that they were no match for the 

n. But instead of disposing of the characters, the 
yon makes a deal with them: Serve me, and you 

Bl live. And the characters agree. Such characters 
Б have all the personality and complexity of any 

ibe players’ characters, because they are going to do 
À more than just function as a front line of defense 

the dragon. 

йт), you need a reason for the dragon to gather ser 
slike he gathers gold. Why not just kill any invaders? 
the easy route, and certainly in keeping with dra 
tradition, but this dragon is smart. It has a bundle 

ferent interests, ideas, or even the need for mental 
ulation. Or, perhaps the dragon has aspirations of 
ning the leader of an empire. 

Ike secret here is that you want to involve the dragons 
clings in your plots first, so that your players begin 
cing with the dragoris organization long before 
aver meet the dragon. In fact, the NPC servants 
ll not initially be adversaries. They could be good 

characters who have been genuinely convinced 
old the dragon’ banner. The causes they are work 
foward themselves might very well be benign, at least 
be surface 


imple: A green dragon named Rhovaelia hunts a 
devel character: a rogue with levels in the perfect 
i prestige class. The perfect wight stole a precious 


artifact from her. The dragon knows only that a really 
skilled thief managed to get into her lair and make off 
with the item. Rather than go hunting for the offender 
herself, the dragon decides to turn the next group of 
roving heroes into her personal trackers, In the shoes of 
her simulacrum (see below), she persuades the characters 
into serving her, willingly, provides them with ample 
gold to outfit their mission, and tells them to go find her 
goodie for her. 

The characters, taking the name of the Forgiven, 
decide to dedicate their lives to stopping crime (in the 
dragon's name—she is pretty persuasive). By honing 
their skills at hunting down thieves, they hope to even: 
tually find the real culprit the dragon seeks. The For 
given begins to take on the traits of an organization, 
signing on many dozens, or even hundreds, of mem: 
bers (who do not know that the founders of the organi 
zation serve Rhovaelia 

‘When the PCs encounter members or bands of the For 
given. they are asked to get involved in a well-organized 
plan to clean up the city. Perhaps they even sign on for a 
few gigs, participating in а fabulous thwarted robbery, or 
catching a high-caliber crime boss 

Of course, the founders of the Forgiven organization 
secretly cull the stash of every thief they catch, looking 
for the artifact that started it all so they can return it to 
the dragon, 


PRhovaelia: Female great wyrm green dragon; CR 
23; Gargantuan dragon; HD 38d12«304; hp 551; Init 
+4: Spd 40 ft, swim 40 ft, fly 200 ft. (clumsy); AC 43, 
touch 6, flat-footed 43; Atk +49 melee (446+14, bite), 
+44 melee (2d8+7, 2 claws), +43 melee (24647, 2 

+43 melee (2d8+21, tail slap) or +48 melee 
446+21, crush); or +48 melee (246+21, tail sweep); 
Face/Reach 20 ft. by 40 ft./15 ft; SA Breath weapon, 
frightful presence (DC 35), spell-like abilities; SQ 
Blindsight 360 ft, DR 20/+2, immunities, keen senses, 
darkvision 1,200 ft, SR 30, water breathing; AL LE; SV 
Fort +29, Ref +21, Will 229; Str 39, Dex 10, Con 27, Int 
26, Wis 23, Cha 22 

Skills and Feats: Bluff +47, Concentration +48, Diplo: 
macy +51, Escape Artist +42, Hide -11, Intimidate +51 
Knowledge (arcana) +49, Knowledge (history) +49, 
Knowledge (local) +49, Knowledge (religion) +48, Listen 
+51, Scry +49, Search +49, Spot +46; Alertness, Cleave, 
Improved Ini Iron Will, Leadership, Power Attack, 
Quicken Spell-Like Ability, Sunder, Weapon Focus 
claw), Weapon Focus (bite) 

Breath Weapon (Su): Cone of acid, 60 feet, damage 
24d6, Fort half DC 37. 

Immunities (Ex): Rhovaelia is immune to acid, 
and paralysis effects. 

Spell-Like Abilities: 3/day—domins 
tion; 1/day—command plants, plant grow 
17th; save DC 16 + spell level. 

'8/8/7/7/7/7/6/4; base DC 16 
ark, dancing lights detect magic, 


wings 


hı. Caster level 


Sorcerer Spells Known (6, 


+ spell level): 0—areane 


detect poison, flare, ghost sound, light, mage hand, read magic 
ist—alarm, comprehend languages, id 

Хум undetectable aura; 2nd—detet thou il. 
visibility whispering wind: 3rd. 
ve, dispel magic, gentle n 
detection; 4th—avcane eye, detetscryig, dimension door, 
polymorph self; Seh—dismissal, hold monster, permanency 
wall of force; 6th—contingency, disintegrate, geas 


ity, misdirection, see à 


airaudience/clairvoy ои, non: 


7th—forcecage, simulacrum, sell turning: Sth 
‘mind blank 


Rhovaelia is as cunning a great wyrm as they come, and 
she utilizes her spells masterfully to maintain her post 
tion of dominance over her minions. In addition, she pro 
tects herself through a variety of arcane means 

First, she has a clone hidden away that has a perma 
nent gentle repose cast upon it so that it will not rot. She 
does not know its true location: it was hidden far away 
from her current habitat by an underling (since 
killed). Should she ever be slain, she returns in the 
body of the clone 

Second, she has disguised herself as a falcon familiar 
The sorcerer is actually a simulacrum 
Rhovaelia created of a former adventurer named 
Deboath (LN female human Sort) she slew a long 
time ago. She polymorphs herself into the falcon and 


perches on the simulacrums shoulder. Thus, it appears 
thar the simulacrum is in charge, and Rhovaelia can 
observe and control events through subtlety and cun 


ning. To maintain her guise, the dragon employs mind 
‘Hank and nondetection. 

Rhovaelia has a large staff of servants and a slew of 
guardians in her lair, hired by the simula 
manipulates a few through domi 
creatures that work in her lair realize that she is a dragon 
and that the simulacrum is not really in charge (though 
some suspect that the falcon is more than it seems 


The Unsuspecting Dupes 
For this classic adventure plot, someone (possibly the 
characters, but not necessarily) gets suckered into doing 
something they wouldnt have done if they had known 
the true consequences, and the heroes have to help put 
things right again, 


What's Needed: This adventure seed requires a mas 
termind. A very high-level political figure with an 
unfulfilled need is perfect (assuming the need is some 
thing the general public has no knowledge of), The 
need could be a favor owed a criminal, an item of great 
power in the hands of a peer and friend, a drug, ог retri 
bution against an enemy. Regandless of the motive, the 
mastermind often works best if he or she is part of an 
organization, preferably one with loose morals. It 
doesnt always have to be that way, of course; plenty of 
corrupt people have managed to reach positions of 
power in fine organizations. See the sample mastermind 
in the example below. 


The mastermind requires followers (or at least hire 
lings) of some sort to set the whole plan in moti 
since he cant be personally caught fulfilling his nes 
without dire consequences to his position. So, he salî 
busy pretending to be someone else. The hireling at 
competent, like the heroes who are working forthe 
dragon in the earlier example. They should poses 
motives of their own. Maybe they see certain benefits 
working for the mastermind that dont even pertain 
this adventure, but could come into play later 

Next, the adventure needs a victim. It could beh 
specific individual whom the mastermind is work 
against. It could also be the public at large. It dost 
even have to be a wholesome individual; plenty of mas 
terminds have taken other masterminds down in tis 
fashion. It's а time-honored tradition, Whatever 
nature of the victim, the mastermind's motive mus 
focus on bringing the victim to a bad end in sone 
manner. If the victim is a specific individual, then be 
or she should also be well developed, as detailed ate 
mastermind. 

Third, you need the unsuspecting dupes, This сой 
be the PCs, it could be the victim, or it could bes 
entirely different set of NPCs. But someone must bt 
suckered into falling right into the mastermind 
hands, committing the unthinkable, without realiingt 
until it is too lae. It is usually the dupes who enter th 
story first, since everything else unfolds around their inl 
tial mistaken beliefs 

Example: Kidnapping is a classic plot line thats 
still work at an epic level. The story is simple: Iron 
the daughter of a wealthy council member named 
Kiliun Thelsessen, is taken hostage. A secret rns 
demand is issued: Pass a law that Kiliun finds abbey 
rent, or Irorrim will pay dearly. The frantic pare 
enlists the aid of the characters to get the victim bid 
unharmed. 

At epic levels, most opponents worthy of the ршн 
characters should have better things to do than kidnap 
ping daughters of council members. Wha 
hope to gain from the anxious father, they've 
reaped that ten times over just through the coursed 
their own adventuring. In this case, a secret under 
this story. Irorrim is not merely a daughter, but actully 
trusted aide to Kiliun. She is also secretly a memberd 
the Regulators; without Kiliunis knowledge, she subi 
steers events in the government. The person who coma 
to the player characters for help isnt Kiliun, but inst 
Lucrimm, also a member of the Regulators and lrorrin 

ret superior and contact. He approaches the PCS ip 
disguise as Kiliun Thelsessen and begs them to find an 
fescue his daughter. 

The truth is, Irorrim has been steadily steering he 
father toward a goal known only to the Regulaton] 
something they feel will maintain the status quo in the 
city (or kingdom, or guild, depending on your cam 
paign). A separate organization, a clandestine group 
referred to as the Masked from a neighboring nation 


hows that the Regulators had a plant on Kil 
covering Irorrimis identity, they 
pes of forcing the Regulators’ exposure and п 
tide of their plans. 
The characters are really broug 
nies of the Regulators f 
ie actually is, The heroes find and rescue the 
returning her safely to her "father; c 
ler that they have allowed a law to be 
Regulators deem important, but will stifle trade w 
pd starve the nei 
ie based, Now, the claims that Kiliun Thelse 
[ing manipulated fall on deaf ears 
ay proof. 


Plucrimm: Male human Ro, 
$ Medium-size human 
p 152; Init +8; Spd 30 ft; AC 24,4 


concealment: Bluf 


11413, Ref +23, Will «16; Str 13, Dex 19, Con 14,1 
Wis 16, Cha 15. 
Shils and Feats: Bluff +40, Climb +30, Dec 


33, Disguise +40, 
formation +31, Hide +43, Innuen 
B Listen +44, Move Silently 


з +41, Intimidate 
43, Read Lips «4: 


Blind-Fig roved Initiative 
ning Reflexes, Toughness, Weapon 
Far Senses (Su): Thre 

extend his vis 


feet. He 


level caster, except for 
know th 

sse read thc 
Mind Blank (Sp): 


ale belorehan 


ability works like a 
" 15th-level caster 
Read Thoughts (Su): Twice pe 


ay, Lucrimm can 
ngle target within 
lects up to twice a day This ability 
à 15th: 


Uncanny Dodge (Ex): Retains 
bef 


Dex bonus to AC, canit 


4 against traps 


and brightest, Irorrim (LN female human Rogis 
vanished 

Whenever Lucrimm must pass himself off as someone 
else through the use of disguise, he also employs his read 
thoughts ability то make certain he is behaving as those he 
is attempting to fool would expect. 

Organizations such as the Regulators have goals that 
are so diverse, it sometimes benefits the characters to 
work with them, and sometimes to work against them. 
Creating such a conflicting relationship with that sort 
of group, especially when you keep its nature a secret 
for a while, makes for more challenging and rewarding, 
game sessions 

Location spells allow player characters to hunt down 
just about anything quickly, given sufficiently high 
level. Don't make a major plot point revolve around 
keeping Irorrim hidden from the characters and 
assuming they wont be able to find it. Instead, make 
the meat of the adventure revolve around why they 
have to find her. 

Keeping identities a secret becomes difficult. Written 
messages and intermediaries as messengers always 
work better than face-to-face contact, assuming such 
activities won't arouse the suspicions of the players. 


The Mad Cult 

There’ always someone plotting to take over the world, 
or the entire plane, or the multiverse, for that matter. 
Usually, such a person is insane—or, at the very leas, 
his or her followers ate. With this plot, there's not a lot 
of complexity to the story line, just ће onion effect of 

ing away layers to get to the heart of the matte 

epic-level play, it works pretty much the same way. Its 
just that the bad guys are more potent, and their min- 


What's Needed: This adventure seed requires a 
matic leader. You dont necessarily need a deity 
igh for truly divine cults, having a terrible god 

backing up the leaders words is potent. The leader pro- 

es the motivation and/or the power to advance the 
desires of the cult. The leader should be of sufficiently 
high level to bring down a truly convincing “wrath of 
the gods" effect on unbelievers and those who cross the 
cult, and a willingness to do so at the drop of a hat. But 
the leader also needs to be able to convince followers то, 
well, follow. High Charisma, a maxed-out Diplomacy 
skill, and Epic Leadership are virtually required for this 
kind of character. A character with levels in high prose- 

Iytizeris also а really good choice (even if the character 

only thinks his god has called on him to begin the reli 

gious revolution) 

‘Second—and this is something you really have to сов: 
template while you're developing the leader—you need 
з goal. For this type of plot to make good adventure 
material, that goal should be destructive, opposed to the 
player characters, and opposed to the forces of good. The 
leader may have ulterior motives; what cult leaders 


preach and what they really want are often different the 
leader often uses his minions’ desperate need to belong 
and the promise of a better life to manipulate them in 
doing things that, to the rest of the world, make n 
sense. So this point can really be broken into two stb 
points: the goal of the cult at large, and the goal ofthe 
leader. They may be one and the same, or dam close toi 
but they may also be rather disparate. 

Third, you need an army. This might be the follows 
of the cult, willing to lay down their lives in the named 
their beliefs, and it may also be summoned, conjure, 
constructed or enslaved creatures brought on board 0 
shore up the impending attack. Most of the time 
both. Dont play the cult foolishly. Its members mayb 
willing to die for their cause, but they want to get some 
thing out of it in return. They won't waste valuable 
resources (such as themselves) when they can draw up 
arcane and divine forces to give them the power iî 
demolish their foes while staying out of harms way Ep 
monsters make really good agents for a cult, o you might 
consider making the theme of your cult center around 
particular abomination, 


Example: A maniacal zealot named Masum Nedal (CE 
male human Wiz27) has a terribly disfiguring бене 
Masum believes that only the scarred of the world ar 
worthy to live in it. He wants to rid the world of al 
clean, fresh, unsullied creatures (and concepts) sod 
the truly deserving may rise up and claim their right 
ful place. But Masum is not content simply to wipe ou 
everyone who isn't like him. Instead, he wantst 

flict a disfiguring disease on everyone else (plus, he 

е develops a vet 

sion of the epic spell pestilence, a ritual version thi 
requires several other casters to bring the Spell 
DC down (see Chapter 2), and begins spreading sick 
ness everywhere 

But Masum wont stop there. He wants something 
busy those “do-gooders” that are sure to respond toa 
outbreak of disease, and so allows his disease to affect а 
many creatures as possible. He makes a pact with his дой 
Erythnul. The deity adores chaos and evil, and so takes 
direct interest in Masum. He provides the cult leade 
with the power to summon forth "holy warriors" at will 
attack the cult’ enemies. In this case, the holy warrior 
are pseudonatural carrion crawlers (usually in clusters 
twelve; they are easy to pick off with spells, but re 
to melee because they are so hard to hit). Better yel 
Masum gains the power to summon them forth at a gre 
distance from his own current location (up to one hus 
dred miles 

Now, while the cult leader is running amok, covey 
ing the citizens of the countryside with pustules and 
sores, the epic characters are busy battling with a reall) 
powerful enemy that is leading them on a merry chas4 
farther and farther from the source of the problem tj 
help the citizens in the countryside killed by the car 
Чоп crawlers. 


#?scudonatural Carrion Crawler: CR 20; Large Я 3 : 
неет HD 348+21; bp 45 Init +7; Spd 60 fe, climb GPE Epic 
o ft.; AC 51, touch 16, flat-footed 44; Atk +31 melee ^ 
Jis, алетте) <26 melee (10627, binc or 931 Cs of Faerün 
Bie. аана 10 tentacle rakes) fce Reach 5 by 

loft. /s ft: SA Constant insight, improved grab, рагу 

lis rotting constriction, spell-like abilities; SQ Acid 

Каси шу тейнапсе 13, aierateform,DR20/05, Male Hume 


(Chosen of Mystra) Fighter 1/Rogue 


lirvision 60 ft, scent, SR 15; AL N; SV Fort +10, Ref — z/Cleric 3/Wizard 24/Archmage 5: CR 39; Medium: 
Ло Will +10; Str 38, Dex 25, Con 24, Int 3, Wis 25, size humanoid; HD 1d10+7 plus 2d6+14 plus 348+21 
0 plus 24d4+168 plus 504-35; hp 369; Init +10; Spd 30 f. 


Sills and Feats: Climb +28, Hide +3, Listen +10, Spot АС 31, touch 19, fla-footed 27; Atk +25/+20/+15 mel 
бб, Alertness 148+6/19-20, +5 thundering longsword) or +23/+18/+13 
Spell-Like Abilities: At will—blur, dimension door, — ranged touch (by spell); SA Sneak attack +1d6, turn 


fel unhallow. Caster level 20th; save DC в + spell level undead 6/day; SQ Arcane fire, arcane reach, mastery of 
counterspelling, mastery of elements, spell power +, 
Bren powerful monsters only oppose the charac’ 2. Chosen immunities, Chosen spell-like abilities, detect 


‘magic, enhanced Constitution, enhanced Intelligence, 
evasion, silver fire, SR 21; AL СС; SV Fort 429, Ref +25, 
will 3, Dex 18, Con 24, Int 27, Wis 18, Cha 

Height 6 ft. 2 in. 

Skills and Feats: Alchemy +28, Balance +6, 
Climb +5, Concentration +34, Decipher Script 
macy +6, Handle Animal +4, Heal 
Intimidate +9, Intuit Direction 
+6, Jump +5, Knowledge (arcana) +38, Knowl: 
edge (geography) +20, Knowledge (history 
+15, Knowledge (local) +15, Knowledge 

e) +15, Knowledge (nobility) «15, 

Knowledge (the planes) +20, Knowledge 

religion) +13, Listen +12, Move Silently 


+7, Open Lock +6, Perform (dance) +6, 


In fora short time, namely a few rounds in a 
ingle battle, Throwing more monsters at 
Bem may make the combat last longer, 

ju doesn’t always make it more chal 
Posing. Bur that's rhe idea: Set things d 
ipso that the characters have to take 
are of many pseudonatural crawler 
ters at once, possibly across 
һу distance: 
B ive Masum ıi ` 
{ins to full fruition, Overwhelm 4 
Be FCs with tough choi 
ihe sequence in which to deal with Nh 
pings) rather than trying to over 
Helm them with more critters in a 


from one another, 


to grow his 


s (such ҖА! 


Bile encounter. Ride +8, Scry +28, Search +10, Sense 
Motive +9, Spellcraft +40, Spot +10, 
Ihints to Consider: At epic levels, Swim +5, Tumble +5; Blooded, Craft 


De gods themselves may enter play @ Epic Wondrous Item, Craft Staff 
fr frequently. This doesnt mean Craft Wondrous Item, Delay Spell, 
pue characters are interacting. fal Enhance Spell, Expertise, Forge 
ihe deities like customers in t Ring, Heighten Spell, Improved 
(моу, but a god's hand m ? Initiative, Improved Metamagic 
Belle in the affairs affecting ; Improved Spell Capacity (10th. 
етае ; Luck of Heroes, Maximize Spell 


Scribe Scroll, Skill Focus (Spell 

craft), Spell Focus (Enchantment 
tured organization (such as Spell Focus (Evocation), Spell 

ums cult) reveals that the more. Я Penetration, Twin Spell. 

fient the individuals, the T Arcane Fire (Su): Elminster 
iive in the events of the may cast any spell as an energy 

Br they become. In other words, you need a bolt (range 600 ft, damage 546 + 146 

kader who has attained a realy high level in points per spell level 

Be cant epic spells but because the cult leader is Arcane Reach: Elminsters touch spells 
ing his time doing these very important things, he — havea 30-foot range. 

relly available to participate in opposing the charac Mastery of Counterspelling: When Elminster suc 

[рес The characters should always first do bat cessfully counterspells any spell subject to spell turning, 
the flunkies who are just a step below the best that Һе reflects it fully back on the original caster A spell not 
en layer (of the onion) has to offer. If you go the subject to spell turning is merely counterspelled. 

[Г building a large cult, keep this idea in mind as Mastery of Elements: Elminster can prepare any 
lan out the power levels of the different layers. arcane spell he knows with the acid, cold, fire, electri 


Hn examination of the levels of 
rer in any sort of pyramid. 


or sonic designator to be cast as a different element. For 
example, а firchall may be prepared to deal sonic damage 
instead of fire damage. 

Chosen Immunities: Elminster is completely unaf 
fected by attacks that duplicate these effects: 
thoughts disintegrate, Evans black lenta 
of death, fireball, magic missile, sunburst, time st 

Chosen Spell-Like Abilities: 1/day 
lesser ironguard, see invisibility, shapech 
synostodweomer (converts prepared spell 
of healing per spell level 


into 2 points 
der climb, teleport without 
тот, Iunderlance, true seeing. Caster level 29th; save DC 
18 + spell level. 

Detect Magic (Su): Line of sight 

Enhanced Constitution: The Chosen of Mystra 
plate adds +10 to Elminster Constitution. 

Enhanced Intelligence: Elminster used wish spells 
to increase his Intelligence. His Intelligence score has a 
+4 inherent bonus included in its value 

Silver Fire (Su): See Chapter 2 of the Foxcorres 
RIALS Campaign Setting for details 

Cleric Spells per Day: 4/4/3. Base DC 14 + spell level, 16 + 
spell level for Evocation and Enchantment spe 
Domains: Magic (use spell trigger or spell completio 
devices as а 30th-level wizard), Spell (+2 bonus on Соп 
centration and Spellcraft checks). Caster level 

“саті Spells per Day: 4/6/6/6/6/4/5/3/4/3/1. Base DC 
22 + spell level, 24 + spell level for Evocation. 
Enchantment spells. Caster level 29th 

Signature Possessions: Ring of pr 


ction «5, amulet of nat: 
ig of regeneration, 
of spell resistance (includes resistance +5), «5 th 


ral armor +5, bracers of а 


anlle 


longsword, Elninsters eversmoking pipe 


Ting of spell storing, 
necklace of fireballs (type VID, 4 Boccobs blessed books. As а 
very powerful wizard, Elminster has access to incredi- 
ble resources and can acquire or make almost any 
nonartifact item he might need, given time 


‘Ancient archmage, Chosen of Mystra, Sage of Shadow 
dale—Elminster is in many ways the symbol of Faerün 
and the magic that suffuses the world. For years he has 
confounded the Zhentarim, the Red Wizards of Thay, 
and a hundred rival mages, but in his advanced age he 
now prefers to work through younger and more vigor 
ous heroes rather than moving directly against his foes. 
He is prone to long reveries in which he sees again 
people and places now long vanished 

During his thousand-year life span, Elminster has 
trained and reared a long succession of apprentices 
who all became superb spellcasters in their own right, 
helped found the Harpers, and raised several of the 
Seven Sisters. During the Time of Troubles, he saved 
Toril by holding Mystras power inside himself, surviv 
ing by his wits and the aid of the ranger Sharantyr. 
rather than by his magic. Нез also a passable fighter 
and thief and a superb dancer. 

Elminster isa consummate actor and delights in acts of 
whimsy, helping the needy and lovelorn, and dispensing 


poetic justice to those who deserve it, He has a heal 
gold, a deep need to bring tyrannical, pompous, snl 
cruel persons low, and a crotchety, "Dont push me 
manner. After knowing the love of the goddess Myr 
nothing awes him or leaves him much afraid. 


Elminster's Eversmoking Pipe: This poweril 
magic item appears as nothing more than an ordinary 
tool for smoking pipeweed. It carries a numberof 
powerful magics, however, placed there by an ach 
mage who enjoys adopting an innocuous guise despite 
his great power. The pipe can be lit or extinguished by 
the use of a command word, Its smoke keeps all Tay 
ог smaller vermin at least 10 feet from the smokerand 
automatically turns all magic missile attacks against the 
smoker back upon their caster, The smoker can exile 
forcefully from the pipe to extinguish it and fires 
single flame as if from a produce flame spell. The pipe 
can create pyrotechnics once every 3 rounds, withoat 
extinguishing the pipeweed within, Elminster can 
summon the pipe as if with Drawmij’ inst 
without 


ding components, form the smoke ino 
simple nonmagical symbols that last up to 5 rounds 
and dimension door nine times per day with the pipe 
Finally, the pipe gives water breathing to its bearer fori 
hours per day. 

Caster Level: 13th; Prerequisites: Craft Wondrous ltem, 
Craft Epic Wondrous Item, repel vermin, produce flame 
pyrotechn 
tion 


Drowns instant summons, silent image má 
arrows, shield, water breathing, dimension dr, 
Market Price: 421,200 gp; Weight 1 Ib, 


Female human (Chosen of Mystra) Rogue i/ 
Fighter 4/Sorcerer 12/Bard 8/Harper Scout si Ck 
32; Medium-size humanoid (human); HD 1dé«8 pl 
4910232 plus 12d4«96 plus 8d6«64 plus 346424; bp 
328; Init +8; Spd 30 ft; AC 35, touch 20, flat-footed 3 
Atk +22/+17/+12 melee (148+9/19-20, +1 luck lng 
sword) or «21 ranged touch (by spell); SA Sneak attack 
+1d6; SQ Bardic music, bardic knowledge +10, Chose 
immunities, Chosen spell-like abilities, detect magi 
enhanced Constitution, favored enemy (Zhentaria 
+1), Harper abilities, Harper knowledge, electricity 
immunity, locate traps, silver fire, spell healing; AL CG 
SV Fort 429, Ref +24, Will +26; Str 18, Dex 20, Con 2% 
Int 15, Wis 16, Cha 18. Height 6 ft. 2 in. 

Skills and Feats: Balance 49, Bluff +6, Climb 48, Cor 
centration +23, Decipher Script «6, Diplomacy 416, Die 
able Device +6, Disguise +6, Gather Information +13, 
Heal +10, Hide +18, Intimidate +8, Jump +5, Knowledge 
arcana) +12, Knowledge (the Dales local) +6, Knowledge 
religion) +6, Listen +15, Move Silently +24, Open Leck 
+8, Perform (dance, sing, harp, lyre) +16, Pick Pocket 
Profession (herbalist) +8, Ride +9, Scry +12, Search +, 
Sense Motive +9, Spellcraft +17, Spot +11, Tumble +8, Ue 
Magic Device +9, Use Rope +8, Wilderness Lore s 


Alertness, Blind-Fight, Combat Casting, Combat Re- 
exes, Craft Wondrous Item, Dodge, Endurance, Epic 
Reputation, Improved Initiative, Iron Will 

luck of Heroes, Spellcasting Harrier, 

(Weapon Focus (longsword), Weapon Spe 

ialization (longsword). 

Bardic Music: Countersong, fascinate 

Inspire competence, inspire courage, 

suggestion. 

Chosen Immunities: Storm is 

[affected by attacks that duplicate 

hese effects: charm person, circle of 

Hath, disintegrate, fear, feeblemind, бте 

il maze, meteor swarm, misdirection, 

Pimatic spray. 

Chosen Spell-Like Abilities: 

iday—detect thoughts, identify 

Bd lore, Simbulssynostodweomer 

onverts prepared spells into 2 

Ut points of healing per spell 

ire, stoneskin, teleport, water 

thing. Caster level 12th; save 

X14 + spell level. 

Detect Magic (Su): Line of 

ht 

Hectricity Immunity: 

[bım is immune to natural 

bims of elec 
ihtoing. 
Enhanced Constitution: The 
боеп of Mystra template adds +10 
[Sorms Constitution. 

Harper Abilities: Deneirs eye (+2 
by bonus against glyphs, runes, and 
Els, Skill Focus (Perform), Skill 
Bs (Sense Motive), Тутога smile , 
luck bonus on one saving throw / 
m 

Silver Fire (Su): See Chapter 2 of 
rtonors Rcs Са 

rior details 

Spell Healing: These spells give her temporary hit 
fitis (expiring after 1 hour) instead of causing harm: 
Bec miel, lightning boll, ce storm, chain lightning 

Bar Spells Known (3/4/4/2; base DC 14 + spell level: 
Bee spell failure 20%): о. 

lose, read magic resistance; tst 


gn Set 


Pi wounds, feather fall, identify: 2nd—cure moderate 

ES daylight, invisibility suggestion; зе 

ЖО 

[ктт Spells Known (6/7/7/7/7/5/3;base DC 14 «spell 
arcane spell failure 20%): 0—arcane mark, detect 
disrupt undead, ghost sound, light, mag. 

Mos read magic; 1st— cause ear, compreh 

Ben nac missle, spider imis 2nd 
Y nage see invisibility, eb; rd. 


harm monster, dimension door, minor 


к, cure 


arcane lock, cats grace 


dispel magic fly 


old monster, teleport; éth—antimagic feld. 


2/1; base DC 14 + spell level; 
arcane spell failure 20%): 1st change self, charm person 
comprehend languages, eras, feather fall, jump, light, mes 


sage, mount, read magic, scatterspray, sleep, spider 
detect 
ughts, eagle's splendor, invisibility, knock 
locate object, magic mouth, misdirection, 
see invisibility, shadow mask 
мА) 
elven ch 


ind and resista 


У grace, darkvision 


1 of natural armor 
oak of 
oats of 
+5, ring of 
amulet of proof against 

detection and location, ian 
resistance, +3 luck longsword 


3 luck bonus on saves, 2 wishes гет 


mejor fir 
3 weapon, 
ing), 2 potions of cure serious w 
level caster), belt buckle of warm 
falling, harp of charming, lyre of building, 
gloves of Dexterity +2, wand of charm 
репоп (heightened to 3rd-level spell 
dust of disappearance. Through hi 
Storm has 


nany other items given 


sufficient time 


The famous Bard of Shadowdale is 
known for her merry manner and 
her bold adventures as a leader of 
the Harpers. She approaches life 
with endless high spirit and 
gusto, has little personal arro 
gance, and spends much time 
training young Harpers, pro 
tecting Shadowdale against 
its foes, and aiding unhappy 
About all th 
upsets Storm is the unhappi 
ness of good folk; working to 
make others happy drives her 
rough the days 

Folk of Shadowdale see her as their local healer, mid. 
wife, herbalist, and a fellow farmer wholll pitch in to 
help them at harvesttide, b 
Harpers to serve as unpaid, somewhat skilled "hands, 
They bring their injured and sick to her—and no 
matter what the hour, Storm greets them all with a 
smile and a gentle hand. Children love her, the 
common folk adore her, and the elves of Evereska 
awarded her with high noble titles never be 

toa human 
The stupidity of rulers causes her exasperation—but 
deliberate misuse of authority infuriates her. Storms 
grim, get-even temper leads her to arrange “poetic jus 
tice" (punishment fitting the crime) for swindlers, 
thieves, arsonists and vandals, and tyrants—and shell 
combat such foes with no thought for her personal 
safety, but a deep regard for what danger her actions 


ing along several willing 


given 


may bring upon others. Rulers whom she thinks can 
be “rescued” by education or guidance, shell work 
with. The Harpers regard her as their 
member. Others may be more powerful or wiser, but 
Storm is the perfect teacher and inspiration. She's also a 
personal favorite of the goddess Музга, who several 
times whisked her away from certain death (though 
Storm never expects or counts on such aid 


ost valuable 


Female Frost Giant Cleric s of Auril/Runecaster 4: 
CR 18; Large giant (cold); HD 14d8+70 plus sds 
plus 4d8+20; hp 219; Init +0; Spd 40 ft; AC 22, touch 9 
flat-footed 22; Atk +23/+18/+13 melee (248+13/x3, 
greataxe) or +15/+10/+5 ranged 
9, rock); Face/Reach 5 ft. by $ 
SA Rebuke undead 
rock throwing (range 
SQ Cold sub. 
type, darkvision 60 ft., rock 
catching; AL CE; SV Fort 
Ref +6, Will +14; Str 29, Dex 10, 
Con 21, Int 14, Wis 16, Cha 14. 
Height 13 ft 
skills and Feats: Climb +13 
Concentration +9, Craft (stone 
carving) +16, Diplomacy +4 
Heal +6, Hide ~4, Jump +13, 
Knowledge (religion) +3, Spell 
craft +9, Spot +8; Cleave 
Combat Casting, Great Cleave, 
Inscribe Rune, Power Attack 
Skill Focus (Craft 
carving]), Sunder. 
Cold Subtype: Immune to 
takes double 
damage from fire unless a 


cold damage 


saving throw for half damage 
is allowed, in which case she 
takes half damage on a suc 
cess and double damage on 
a failure 

Posesions: Bracers of armor 

och of power (as prar of 

power, Sth level), boots of speed. 
rune necklace (usually hol 
4 runes of cure critical wounds 
and 2 of ruse dead 

Cleric Spells per Day: 6/6/6 
5/3/2; base DC 13 + spell level 
Domains: Evil (cast evil spells at 
10th spell level), Storm (electric 


Daught 
the Grayhand, Gerti worships Auril the Frostmaiden, a 
domineering and oppressive deity. She will inherit the 


frost giant jarl Orel 


ship of the tribe because her father has no song 
and her strength and allies will help her keep it Het 
cleric powers are great, and because she teaches rune 
magic to clerics in nearby tribes, she has strong suppon 

within her own tribe and in others 
Сеп uses her runes to ward the narrow passes фа 
lead to her tribes caves in the Spine of the World 
create objects of healing for the tribes warriors and 
hunters, and protect the tribes valuables, With hef 
wisdom and skill at negotiation, she is called uponts 
arbitrate disputes between tribes. She preaches thi 
the frost giants are the chosen people of Auri, ford 
the creatures that thrive in the cold, only they hae 
hands and minds to direct them in the service of th 

Frostmaiden. 
The Grayhand is old, and is expected to die wills 
the next year or two. When Gerti assumes the maniled 
leadership, she likely will send more raids into th 
lowlands or try some great collective magic wih 
the other frost giant clerics of the mountains 
bring a great winter of storms to the nearly 
lands. Сеп! is a capable leader and not avene 
to allying with other kinds of giants if she 
nks it would serve her needs and the 
needs of her deity. 


HALASTER 


Male Human Wizard a5/Archmage ¢ 


CR зо; Medium-size humanoid; HD 
250475 plus Sd4415; hp 192; Init «Sg 
30 ft AC 19, touch 19, flat-footed t 
Atk 414/49 melee (touch, spell 
514/29 melee (146-1, quarterstaf) or 
+19/+14 ranged touch (spell); $h 
Arcane fire, arcane reach, mastery d 
counterspelling, mastery of elements 
spell power +2; SQ Enhanced abiliy 
scores, magic abilities, Undermoun 
tain entrenchments; AL CE; SV Fo 
4, Ref +15, Will 423; Str 9, Dex th 
Con 16, Int 24, Wis 22, Cha it 
Height 6 f. 
Skills and Feats: Alchemy +17 
Concentration +28, Craft (епс 
ting) #12, Craft (trapmaking) +17 
Disable Device +12, Handle 
Animal +3, Heal +8, Hide 
Intuit Direction +8, Know 
edge (arcana) +32, Knowledge 
architecture and engine 
ing) +27, Knowledge (the 
Knowledge 
religion) +17, Knowledge 
Undermountain history) 417, Know 
edge (Undermountain local) +22, Listen +9, Profession 
herbalist) +11, Scry +22, Search +27, Spelleraft +34 


planes) +1 


Spot +24, Use Rope +6; Craft Magic Arms and Armor, Poses f regeneration, horned ring (teleport 
Craft Wondrous Item, Create Portal, Delay Spell, — 3/day when within Under: 
Improved Initiative, Improved Spell Capacity (10th), ог nonprismatic magical b 
Improved Spell Capacity (11th) Mie MU ане т of movement, absorbs all magic missile and 
ity (12th), Magical Artisan (Create Portal), M. ectricity effects), 1420 flying daggers (animated 
pell, Multispell, Quicken Spell, Scribe Scroll, Skill flying objects with a +1 enhancement 
Focus (Spellcraft), Spell Focus (Enchantment), Spell eyes ring of protection +5. In addition to these i 
Focus (Transmutation), Spellcasting Prodigy. he always carries, Halaster has caches of magic items 
Arcane Fire (Su): Halaster may cast any spell as indermountain containing powerful items 
[nergy bolt (range 600 ft, damage 546 
rell level) 

Arcane Reach: Halaster’s touch spells have a 30/4 The creator of Undermountain, Halaster 
ange Blackcloak is widely and correctly thought 
Mastery of Counterspelling: When Halaster suc of as a very old, very powerful wizard 
fully counterspells any spell subject to spell turn who is also completely insane 

ng, he reflects it fully back on the original caster. A 
pell not subject to spell turning is m 
sunterspelled <> engineering, and the breeding and 
Mastery of Elements: Halaster can control of monsters (living and 
терәге any arcane spell he knows with undead 


ountain, negate arcane lock 
riers by touch, acts as a 


points per ofall so 


The ancient mage is expert in 


such diverse talents as gemcutting, 


from other planes. His 
he acid, cold, fire, electricity, or sonic insanity makes him constantly chuckle 
isignator to be cast as a different ele and mutter to 


imself, and he seems 
ent, For example, a fireball may be unable 


follow arguments orco 
үераге to deal sonic damage / versations for long. However, his 
bread of fire damage. 

Enhanced Ability Scores 
Blaster has used wish spells to 
Bresse his Intelligence and 
кот each by 3 points. 

Magic Abilities: Through 
smanency and wish spells 
blister has the following 
ininuous abilities: move in 
plete silence, pass without V 


wt, protection from arrows, true 


when it threatens—or defend. 
ing himself with lightning speed 
and efficiency 
Halaster possesses hund 
and when in 
Undermountain (where he's 
usually "hidden in the walls, 
employing his own secret network 
of passages), he can command con. 


of magic items, 


ng, walk on air as if it we structs such as golems, helm 
im land (as the 12th-level horrors, 
bility of the phantom steed 
х) 

Undermountain En. 
fmnchments (usable only 

then Halaster is within 
Longevity: Halaster does not 


and crawling claws. 
Halaster can also call on contin 
cy spells, clones of himself 
and the tricks and traps of 
Undermountain, including a 
vial" that can snatch 
up himself or others and whisk 
them elsewhere 
Halaster's moments of san. 
Image Projection: Halaster ty in Undermountain are rare, but 
by manifest up to thirty projected images of himsel ul s usually lucid, On such occasions, Halaster 
[ferent parts of Undermountain (he do à 


us, meticulous, dignified, cold, and proper. He 


Beal contact with them, may cast spells through them, remembers any slight or aid given him and brooks no 
Елу transfer himself to the place of any project insolence—and also tries to get his own way in every 
ее action: thing, caring nothing for the destruction or harm he 
ral Control: Halaster knows if any portal in Under. — may do in the process. 


antain is used. He may activate, deactivate, ог sts include collecting 
linge the destination of any p ithin Under- — new monsters and magic. After thousands of years, 
Bein as a standard action. ttle of either is really "new" to him. While waiting for 
аан Spells per Day: 4/6/6/6/6/5/5/2/4/3/A/A/Y. ghts, he amuses himself by manipulating 
EDC 20 + spell level, 22 + spell level for Enchantment events and politics to his whims. 
BiTiansmutation spells. Caster level 30th. 


Alike abiliti 


егег), Twin Sp 
Chosen Spell-Like Abilities: 


ring to any routine, shape 


унта! spray the Simba quencer (casting € еп wearing the form of a black 


auses the next three spells you cast af up to 


E f, shes heedless of personal appear 
be triggered simultaneously by a а т adventurer-booted, and 
h—mass charm, mind blank, pl 


k robe. Her hair is always a 


th—the Simbul’ spell trigger (as wild, tangled mess. Eve 


п her realm of Aglarond, 


ip up to 7th-level spells), the sim people fear her, avoid her, and th 


jonverts prepared spells into 2 hit points o 


healing — Wizards have been known to faint at the mere thought 
pe spell level), im 


ie spel level рика and Themen 

Spell The Simbul knows all the wizard spells of 

Bi level or lower inthe Mayers Hand ASS TA 
а араар зае Male Тер NEARS чале 
тае Wizard 17/Archmage 2: CR 31 


ih, 20 charges), wand of lightning Init «2; Spd 30 ft; AC 31 
(10th, 20 charges), «5 dagger touch 16, flat-footed 29; Atk +17/+12 


онон» of s wound melee (1d6+2, staff of power) or «15 
Jorh), chaos diamond, staf of melee (148+5 [Will DC 25 half] plus 
usage. As a powerful spell. paralysis, lich touch) or «17/412 


aster and ruler of a na 


he Simbul has access to 


п anged touch (by spell); SA Para 


ng touch, fear aura; SQ 
credible resources and 


ап acquire or make 
almost any nonartifact 


ane reach, spell power 


е +8, DR 15/41, Spe 
lem she might need, cialist defense (Место 
ven time mancy) +4, spell power 
Necromancy) +8, circle 
зга Silverhand, one leader, Scribe Tattoo, great 
{ihe Seven Sisters who 

n of Mystra, 
sknown to Faerünians 
day only as the Simbul. 
te is the Queen of Ag: 
rond (called by some “the 
Iitch-Queen; and many 
leve this latter term is 
fart of her official title) and 
is legendary powers of sorcery 


ircle leader, undead traits 
AL NE; SV Fort +12, Ref +14 
Will +25; Str 11, Dex 14, Co 
Int 22, Wis 20, Cha 20. 
Height 6 ft 
id Feats: Alchemy +26 
Concentration «25, Craft (g 
16, Diplomacy 
Heal +9, Hide +10, Intimidate 
11, Knowled 


Knowledge (a 


ecture and 
1, Knowledge 


an history) +16, Knowl 


She mastered metamagic long. 


ndedly 


Heated attacking Thayan armies 


ng ago, and has single-l 


ion) +11, Lister 


Move Silently «10, Profession (herbal 
ion (sailor) +9, Scr 


ombinations of 
s. King Azoun IV 
оттуг called the Simbul / 


ve +13, Spellcraft +32, Spot 
Lore +7; Craft Staff, Craft 


Improved Spell Capacity 


lH ood friend, but a deadly 
bemy” She is currently the lover 


{the famous (or if you prefer 


acity (11th), Increased Turn 


minster of Shadowdale. Thanks 


ie she has Mind Over Body, Quicken 


Siigated the worst of her dark berserker rages, which nature Spell (animate dead 
kes her even more formidable in battle— shes stili Focus (Evocation), Spell 
cess, but no long heedless of ће ата Mastery (animate dead, cone 


¢ still seems more driven to maste missile, teleport), Tatt 


to do so. Paralyzing Touch (Su): Creatures touched must 


succeed ata Fortitude save (DC 25) or be permanently 
paralyzed. 

Fear Aura (Su): Creatures of less than 5 Hit Dice in a 
60-foot radius that look at Szass Tam must succeed at a 
Will save (DC 25) or be affected as though by fear as cast 
by a 29th-level caster 

Arcane Reach: Szass Тапу touch spells have a 30 
foot range 

Immunities (Ex): Immune to cold, electricity, poly 
morph, and mind-affecting attacks 

Undead Traits: Immune to poison, sleep, paralysis, 
stunning, disease, death, effects, necromantic effects, 
mind-affecting effects, and any effect requiring a Forti 
tude save unless it also works on objects. Not subject to 
critical hits, subdual damage, ability damage, ability 
drain, or energy drain. Negative energy heals. Not at 
risk of death from massive damage, but destroyed at 0 
hit points or ess. Darkvision 60 ft. Cannot be raised; res 
uurrection works only if creature is willing 

Wizard Spells Per Day: 5/7/7/6/6/6/6/3/5/5/1/1; base 
DC 18 + spell level, 20 + spell level for Evocation, 31 + 
spell level for Necromancy. Caster level 29th. Special 
ized school: Necromancy. Prohibited Schools: Enchant 
ment, Illusion, 

Spellhook: As a very old lich, a powerful wizard, and one 
of the rulers of a nation of wizards, Srass Tam has access 
to virtually any spell that is known and has created many 
unique necromancy spells known only to himself or the 
other Red Wizards. He normally prepares a quickened 
teleport and several quickened attack spells 

Powssions: Given his position of power and advanced 
magical abilities, Szass Tam can easily acquire nearly any 
sort of nonartifact magic item (and has access to at least 
two known Netherese artifacts, the Death Moon Orb and 
Thakorsils Seat). He has a staff of power, bracers of armor +10, 
and a ring of three wishes in his possession at all times. He 
also regularly carries or wears a hand 
spell storing, a +2 ring of protection, a wand of ray ofenfe 
ment (heightened to 4th level), and a darkskull. 


Infamous for his wi 


cold cruelty and his longevity 
заве Tam is the zulkir of Necromancy in Thay, its most 
influential Red Wizard, and—observers say—the true 
ruler of Thay. A lich for the last two hundred-odd 
years, Szass Tam achieved his present power through 
great arrogance, the skills and preparation to back up 
his overweening ambitions, and the brilliant schemes 
of one of the most cunning and intelligent beings in 
all Faerün 


Like other Red Wizards, Szass Tam prefers to remain 
unseen, working through lackeys and servitor creatures 
including vast armies of undead led by vampire gener 
als) while he plots and schemes. His own undeath gives 
him patience. Hes quite prepared to abandon servants 
and attempts that fail, and simply try again later in a 
better way. Tiring of the continual betrayals and slaugh 
ter within the Red Wizards, he has decided that the best 
future for Thay and for the Red Wizards is united under 


him—controlled through his magic and through fe 
Hes not openly exerting power yet, because he wantsto 
preserve Thay strength as much as possible, and in 
doing so control as much as he can before any open co 
erupt 

Szass Tam possesses a truly incredible collection of 
magic items, ranging from rings, wands, and other tri 
kets up through staves and golems to artifacts In ht 
stronghold northwest of Tyraturos, hes almost uas 
able. Those who meet him (or seemingly real magial 
images of himself that he creates and sends far acr 
Faerin) discover Szass Tam to be calm, cultured, anl 
even pleasant. He appears as a richly robed, skeletal 
thin pale man. Balding, he has dark eyes, а thinning 
black beard, and hands that have shriveled to claws. He 
сап, of course, use magic to change his appearance. Hi 
favorite false form is that of a tall scholar, aging ba 
vigorous, with glittering jet-black eyes and a sol 
purring voice 

Srass Tam is polite but blunt, and he can be plunge 
instantly into cold, controlled rage by insolenceat 
deliberate defiance, On the other hand, he seem 
admire those who cross or foil him by cleverness, as ong 
as they treat him politely. He's always spinning mon 
simultaneous intrigues than most Faerünians have yen 
in their lives, and with his domination ever growing he 
seems content t 


ew existence as a gre 


‘game, wih 
plots and schemes as the playing pieces—or 
prefer, weapons, 


The epic Red Wizard is an example of how to build 
epic progression for a ten-level prestige class beyond 
those described in the Duxcrow Mastaxs Guide (which 
are covered in the first chapter of this book). The onl 
class feature that follows a consistent progression fr 
the Red Wizard prestige class is the spell power ablliy 

The specialist defense ability is almost regular, but 
because it skips sth level in the standard progression 
cannot be extended past 10th level.) The Red Магі 
caster level increases as with the loremaster. Because 
spell power isa powerful ability ће Red Wizards bonus 
feat progression is slow. 

Skill Points at Each Level: 2 + Int modifier. 

Spells: The Red Wizards caster level is equal to the 
sum of his class levels of Red Wizard and whatever other 
class his spellcasting is derived from. The Red Wizard 
does not learn additional spells unless he selects the Spell 
Knowledge feat (see Feats, below 

Spell Power: The epic Red Wizard's spell powe 
increases by +1 every two levels 

Specialist Defense: The epic Red Wizards specialis 
defense does not increase after 10th level, because the 
progression is not consistent during the first ten levels 

Bonus Feats: The epic Red Wizard gains a bonus feit 
selected from the list of bonus Red Wizard feats) every 
four levels after 10th. 


Epic Red Wizard B 


List; Augmented Alchen 
, Automatic Silent S 
Epic Mag 
Arms and Armor, Craft Epic Rod. 
raft Epic Staff, Craft Epi 
Wondrous Item, E 
'eation, Enhance Spell, E 


Spell Focus, Forge Epic 
nore Material Comp 
nproved Combat Casting, Ii 
ved Heighten Spell 
oved Metamagic, Improved Sp 


spacity, Intensify Spell, Multispell, 4 


Il, Spell Knowledge, Spell Opport 
Spell Resistance, Spontaneous 
ll; Combat Casting, Spell 
Spell Penetration 


REALMS C т Setting book are 
he bonus feat list for the epic Red Wizard. 
eater Spell Focus, Grea e 
п, Improved Counter 1 
viliar, Innate Spell, Magical Artisan, Sig 
е Spell, and the new item creation and 
feats presented ther f 4, Intimidate 
к " 0, Knowledge (the plane 
ин A1-1: THe Epic Reo Wizako к elig Knowledge (Waterdeep 
fed Wizard M Ki Wate 1 p 
m Special Р : SAN 
m. " ide hone) ч, cry +25, Se 
bo. Р Lon аА (n Craft Staff, C 
Ah Р Iron Will, Persi 
Jh Evocat Focus (Transmutai 
E P k ightning 
Arcane Reach: Khetben’ touch spell 1304 


а Mastery of Counterspell Khelben su 

Jule Human (Chosen of Mystra) Wizard terspe Р pell turning 

ge з: CR 31; Medium-size humanoid; Н. k on the origina A spell n 
в 3d4+24; hp 284; Init +3; Spd 30 ft; AC 3 я turning is merely counterspell 
footed 27; Atk +19/+14 melee (1d6+s, black st Mastery of Elements: Khelben can prepare an 
12 ranged touch (by spell); SQ Arca mas kı th th À, fire, electricity 
of counterspelling, mastery of elements, Chos s gnat 1 as a different element. For 
munities, Chosen spell-like abilities, detect magi le may be prepared to deal sonic damage 
hanced Constitution, enhanced Wisdom, silve е 

LIN; SV Fort +19, Ref +14, Will Dex Chosen Immunities: Khelben is unaffected 
126, Int 22, Wis 20, Cha 15. Hei е these effe ess circle o 
Skills and Feats: Alchemy +26 г х " c 
п +32, Craft (painting) «11, D ‹ Dto im 


Chosen Spell-Like Abilities: 1/day—Alusirel’ fa 

(causes the next weapon the recipient throws to return 
as if it were a returning weapon), am field, brain 
spider (allows the caster to read the thoughts of up to 
eight people and even pry for more information), гип 

let (sheathes one hand in a gauntlet of force that gives 
damage reduction 30/- to that hand and prevents all 
contact with it bur also prevents the use of that hand to 
cast spells), minor spell turning (as spell turning but affects 
only 1d4 spell levels and cannot partially turn spells 

Mutranas map (provides а mental map consisting of the 
recipient's location, another's location, and two land. 
marks known to the recipient), the Simbuls skeletal deli 
quescence (converts targets bones to jelly, turning it into 
an oozelike creature), the Simbul’ s 
verts prepared spells into 2 hit points of healing per 
spell level), sphere of wonder (a variant of globe of mvulner 
ability that allows the caster to choose which spell 
effects may enter the sphere), wraithform. 

Detect Magic (Su): Line of sight. 

Enhanced Constitution: The Chosen of Mystra 
template adds +10 to Khelben’s Constitution. 

Enhanced Wisdom: Khelben used wish spells to 
increase his Wisdom. His Wisdom score has a +4 inher 
ent bonus included in its value 

Silver Fire (Su): See Chapter 2 of the Fox 
REALMS Campaign Selling for detail, 

Wizard Spells per Day: 4/6/6/5/5//S/2/3/4/t; base DC 
16 + spell level, 18 + spell level for Evocation and Trans. 
mutation spells. Caster level 27th. 

Syellbook: Khelben makes it his business to know hun- 
dreds of worthwhile spells and a few odd spells that 
lesser wizards find of litle interest. He knows most of the 
wizard/sorcerer spells in the Players Handbook and the 
Ғоксоги REALS Campaign Setting, 

ns: The black staff (a staf of power with a perma: 
nent blackstaff spell upon it that allows it to dispel magic as 
an 8th-level caster by touch, channel various mind-affect: 
ing spells, or cause a touched spellcaster to lose a pre- 
pared spell or expend an unused spell slot), bn 
armor +10, ring 


Posse 


protection «5, ring of spell uring, pearl of 
ower (Sth), pearl of power (9th). As a very powerful wizard, 
Khelben has access to incredible resources and can 
acquire or make almost any nonartifact item he mig! 
need, given time 


A Chosen of Mystra and a grim, inflexible proponent 
of law and order, Khelben Arunsun (called "the Black 
staff” for his magic staff and several spells that create 
stafflike effects) is the Lord Mage of Waterdeep and 

husband of Laeral Silverhand of the Seven Sisters. 
Few know of Khelberis youth in lost Myth Drannor, or 
are aware of his true age—but many have learned to 
fear him. 

Khelben dresses in nondescript black robes and never 
appears in public without his black staff. He has a digni- 
fied, imposing manner. He prefers to intimidate or 
frighten people rath 


than revealing his dry sense of 


humor or his keen, playful intelligence and quick wits 

More than one shrewd observer of humankind say they 
see an old, underlying guilt in the Blackstáf, one that 
eats away at him—but no one knows (or will say) whit 
this may be. 

In Khelberis pursuit of law and order, he has founded 
or supported organizations (such as the Lords Alliance) 
and then abandoned them (the Harpers) when they no 
longer suited his purposes. He recently resigned from 
the Lords of Waterdeep and later broke with the 
Harpers over a disagreement about his methods, He 
formed his own group of likeminded ex-Harpers 
known as the Moonstars, 

Khelben acts as the gravely wise, stern tutor who 
manipulates agents and adventurers he meets by elu 
tantly dispensing information on a firm "only whit 
you need to know” basis, never volunteering even 
paltry tidbits. In his words, A secret isnt a secret if yos 
tell anyone. 

His beloved Laeral is probably the only person whois 
privy to Khelben’s plans. She is a match for him in both 
intellect and personal power, and their deep bond of tue 
love has created one of the most formidable magical 
alliances in contemporary Faerin 


RS 
Female Human (Chosen of Mystra) Wizard 20/Sor 
cerer 2/Archmage 2: CR 28; Medium-size humanoid 
HD 20d4+120plus 244412 plus 2d¢+12; hp 194; Init 7, 
Spd 30 fi; AC 28, touch 18, flarfooted 25; Atk «12/7. 

1d8/19-20, longswond-arm from sword pendan 

or +15/+10 ranged touch (by spell); SQ Mastery of ship 
ing, spell power +2, Chosen immunities, Chosen spell 
like abilities, detect magic, enhanced Constitution 
immune to nonmagical metal (ring of lesser ironguard) 
name and song attunement, silver fire; AL CG; SV Fort 
13, Ref +10, Will +24; Str 11, Dex 16, Con 23, Int 20, Wis 

17, Cha 17. Height 5 ft. 11 in 
Skills and F 48, Bluff +11, Concentra 

tion +33, Craft (gemcutting) 410, Diplomacy +13, 

Gather Information +11, Heal +5, Hide +13, Intimidate 
+8, Intuit Direction +5, Knowledge (arcana) «28, Know 

edge (religion) +10, Perform (dance) +8, Profession 
herbalist) +9, Scry +20, Search +21, Sense Motive ai 

Spellcraft +32; Automatic Silent Spell, Combat Casting 

Craft Rod, Craft Wand, Craft Wondrous Item, Forge 

Ring, Improved Counterspell, Improved Ini 

Quicken Spell, Scribe Scroll, Silent Spell, Skil 
Spellcraft), Spell Focus (Enchantment 
-ansmutation), Still Spell. 

Mastery of Shaping: Alustriel can alter area and 

effect spells that use the following categories: burs, 

cone, cylinder, emanation, or spread. The alteration 
consists of creating spaces within the spells area or 
effect that are not subject to the spell. The minimum 
dimension for these spaces is a 5-foot cube, For exam: 
ple, she could cast a fireball and leave a hole where her 


s: Apprai 


Focus 
Spell Focus 


Шу stands, preventing any fire damage. Fur 


thermore, any shapeable (S) 
| minimum dimension oi 
id of 10 feet. 

Chosen Immunities: 
iil is unaffected by attacks 
Huplicate these effects: ch 


h, disintegrate, feeblemin 
sh to stone, forcecage,lightnin 


ot, maze, polymorph other 
me sop, wes 

Chosen Spell-Like Abit 
ities: 1/day—antimagic 
jel, clairaudience/clairvoy 


ave, comprehend languages, 
аса thoughts, hold mon 

a, minor creation, polymorph 
any object, shapechange, tele 
ert without error. 

Detect Magic (Su): Line 


sight. 
Enhanced Constitution: 


The Chosen of Mystra tem 
plate adds +10 to Alustriel 
Name and Song Attune- 


nent 


Whenever Alustrlels 
тте or the Rune of the Cho 


!ship of her people. Her serene 


spells have. manner is legendary, and she tends and. 


£5 feet cherishes the places and people 
she rules, turning to battle 

Alus magic only as a last resort 

that Alustriel spent her rebellious 


hill 
п 


youth adventuring and learned 
very early in life thar happiness 
is something th: 
shared, not won alone. She tire 


lessly pursues dreams of peace, 


races dwelling together in har 
À a place where arts 
would be prized and nurtured: 


Its seemingly impossible to 


Alustriel confused or 


angry (though shell weep at the 


personal misfortunes of her 
people: 

ntration on multiple matters at 
‘once. This, coupled with her natural 
nale tly remembering 
faces, names, voices, and manner 


or to overload her con: 


for pe 


isms, makes her neatly the perfect 
Her wits and experience 
e her to better anticipate future 
in the North than almost 


spoken, she hears it along with anyone else in Faerün. 

he next nine words that person Folk of Silverymoon love her as 
peaks. their “Lady Hope” or “Shining Lady 
Silver Fire (Su): See Chapter 2 of the Alustriel has the knack of befriending 
coris RIALS Campaign Setting for details, most people she meets, helping them (even in small 


Wand Spells per Day 4/6/6 
spell level Li 
putation spells. Caster level 
нет Spells per Day: 6/5: b 
fell level for Enchantment 

" 


Sorcerer Spells Known: O 
мк hand, re ste 
aster level 2nd. 


Possessions: Alustriels sw 
fares arm into a nondisar 
minutes once per day; gran 
ficiency [longsword] as 
+10 boots of ¢ 


^st electio 


нат. rin 
1 


It 3 potions of cure serious wounds (10th-level caste 


ТЖ crystal ball with tru 
ing pear of power (Sth), per 
Be ruler of a small country, 
т» not listed here at her di 


le longtime High Lady 


fler of the Silver Marches is both a powe 


Si one of the Seven Sisters 


tion +8, wand of light, wan 


5/5/5/4/3/4/4; base DC 18 
jor Enchantment and Trans 


ways) with their concerns and needs of the moment 


ustice and intolerance anger her, but she seldom 
22nd. 


pase DC 15 


shows rage in anything more than cold, pointed speech. 
ler and an administ 
derstanding of o 


— — — _MANSHOON 


Male Human Wizard 23/Archmage 2: CR 25 
Medium-size humanoid; HD 23d4+92 plus 2d4+8; hp 
3; Spd 30 ft; AC 24, touch 15, flat-footed 21 
Atk «15/210 melee (146-2, staff of power), «16/411 
ranged touch (by spell); SQ Arcane fire, spell. like abil 
ity, enhanced Intelligence, permanent spells, SR 17; AL 
LE; SV Fort +14, Ref +14, Will +21; Str 10, Dex 16, Con 
18, Int 23, Wis 16, Cha 19. Height 5 ft. 9 in 
Skills and Feats: Alchemy +17, Concentration 
Craft (gemcu Diplomacy +9, Disguise + 
Handle Animal +7, Intimidate +7, Knowledge 
Knowledge (architecture and engineering) +10, 
wledge (Moonsea geography 
y) «16, Knowledge 
Profession (herbalist 
dragon) +9, Ride (horse 20, Spellcraft 
Spot +9, Wilderness Lore +7; Combat Casting, 


She is a bui 


+ spell level, 17 
and Transmutat 


rooted in her 


n spells. 


тр 


À languages feather f 
pendant (transforms th 
able longsword blade for 
nts the user Martial Weapon 
а bonus feat; di 
venkind, cloak of elvenkind, 
i loc 


nissible 


ue seeing and 


apt of proof against poison, As 
Alustriel has many other 


роза. 


10, Knowledge 
of Silverymoon and new hentil Ke 
s. Folk in the North revere 
indly thoughtfulness and 


8, Ride 
30, 


146р р 
Spell-Like Ability: 4 
Enhanced Intelli 
ead a 


bonus included 

Permanent Spells: Th the 
use of perm Mans - 
following p 


5 Manshoon kn 
than one hundred sp 


4 decader 
1 п 
th manage м 


organization to Fzoul Che 


T п of power among i 
thieves of Westgate, calling himself Orbak 

J has taken refuge with Halaster of Und 

nountain. Those who survive have mastere 
the slaying-compulsion by means of vari 

For all intents and purposes, th 
Manshoon with the Zhentarim appe 
be “the” Manshoon. A master t 


to employ a 


his will whereve 
can't dupe local 
thorities to d 
Relieved of the 
sponsibility of 
istering the Bla 
Network, he is fre 


- — — IYRACLEA 
Fem: an Cleric 15/Divine Disciple 5/11 
phant s of Auril: CR 


Medium-size outsider (evil) 


HI 5 plus Sd8+5 plus Sd8+5; hp 140; Init 
Spd 30 ft; AC 33, touch 10, flat-footed 33; At 
10 melee (1d8+4 plus 3d6 cold/x3 plus 9d 

145410 plus 1d 
i); SA Rebuke 
le lectricity resist 

s pecial abilitie 

е to cold, е with spell ability, sacre 

jefense +2, transcendence; AL NE; SV Fort +19, Re 
0, Will +26; Str 12, Dex 10, Con 12, Int 14, Wis 28, 


Skills and Feats: Concentration +29, Diplomacy +31 
Knowledge (religion) +30, Spellcraft +30, Wild. 
lore +24; Combat Casting, Craft Magic Arms a 
Armor, Empower Spell, Epic Spellcasting, Extend Spe 
Great Wisdom, Martial Weapon Proficiency (battleaxe 
Maximize Spell, Quicken Spell, Survivor. 

Divine Emissary: Telepathically communicate 
with outsiders that serve Auril or are neutral evil, 60 


foot range 
Hicrophant Special Abilities: Bl 
reach, spell power +2, «реке abili 


t infidel, di 


ce storm 4/day 

Immune to Cold: Iyraclea has used a miracle spell to 
make herself completely immune to cold. 

Imbue with Spell Ability: Spel-like ability usable at will 
Sacred Defense: +2 bonus on saves against divine 
spells and the supernatural and spell-like abilities of 
outsiders. 

Transcendence: protection from good as a free action, 
sable at will; +2 bonus on Charisma-based skill and abil 
ly checks when dealing with followers of Auril 
Clerc Spells per Day: 6/9/8/8/8/8/5/6/5/6; base DC 19 = 
rell level. Deity: Ані. Domains: Air (turn earth/rebuke 
lir 6/day), Storm (electricity resistance 5 
lin/rebuke water 6/day). Caster level 25th. 

Epic Cleric Spells per Day: 2; save DC 29, 

sessions: Staff of frost (45 charges; can't use 
ull of ice function), +3 icy blast batlleave, „ 
sie resistance full plate, «S moderate for 
Wication large steel shield, +5 m 
йи! composite shortbow 


Water (turn 


му icy 


+2 Str bonus) 
к 45 arrow, ring of evasion, ring of fre 


dm of movement, rod of flame extinguish 
P. periapt of Wisdom «6, amulet of natural 
Bmor +3, cloak of resistance «2, rod of 


shorption, minor circlet of blasting. 
The self-styled Ice Queen, Iyraclea f 
lives in or beneath a castle of 
sculpted ice somewhere in the 
forthern reaches of the Great 
Glacier. She is a mighty cleric of 
Ані, and embodies the Frost 
идеп» fury in her relentless 
маш! on the people of Sossal. She 
[served by gelugons, called the 
ky Claws of Iyraclea 

Iyraclea is said to occasionally 

ise spells to kidnap young, vigor 
his wizards from Sossal and even 
he southern lands of Vaasa and 
Dimara. Some speculate that she 
Seeds their life essences to pro- 


fhe her own, for she does seem | 
abe very long-lived. Perhaps 
B assembling a force of wiz 
iris loyal to her or coerced 
Bro her service, or somehow channeling 


spell power to extend the Great Glaciers reach 
о the Cold Lands 

Iyraclea is known for h 

ing such na 


fearsome epic spells, bear. 
ice fist, and cold claws, 


Evocation (Cold 
Spellcraft DC: 40 
Components: V, S XP 
Casting Time: 1 action 
Range: 300 fr. 
Effect: A bolt of cold 300 ft long and 10 fi. wide 
Duration: Instantaneous 
Saving Throw: Reflex half 
Spell Resistance: Yes 
360,000 gp; 8 days; 14,400 XP, Seeds 


To Develop: 

destroy (DC 29), energy (DC 19), Factors: t-action cast 
ing time (+20 DC), change target to area (+2 DC 
Mitigating factors: burn 2,000 XP (-20 DC), 1046 
backlash (-10 DC 


This spell creates a slicing bolt of energy that deals 
1046 points of damage plus 2046 points of cold dam. 
age to creatures it strikes. If the target is killed or 

yed by the bolt, the remains are utterly destroyed 


as if disintegi 


The caster takes 106 points of damage from the То Develop: 351,000 gp; § days; 14,040 XP. Seed: ener 
casting, DC 25). Factor: increase range to 20 miles (+36 DC 
XP Cost: 2,000 XP. Mitigating factor: increase casting time by 9 minutes 


лв DC), 4d6 backlash (-4 DC 


Evocation {Cold 
Spelleraft DC: 40 ge in weather takes 10 minutes to comple 
Components: V, S, XP nce the ca 
Casting Time: 1 action takes another 
Range: Touch blizzard со 
Target: Creature touched nd bitter cold; see the Dixcrow Masreas Guide fo 
Duration: 20 hours fic effects 
Saving Throw: Reflex partial see text The caster takes 446 points of dam; 
Spell Resistance: Yes 
To Develop: 5 

DC 19), Factors: increase d. 


П creates a blizzard within the area of the spel 


lete, lasts for 20 hours, nd 
» gradually return to normal 
nbines high winds, heavy snow (143 fet 


те 


ЕРІ МЕСУ 
ОЁ FAERUN, 


(000 gp; $ days; 14,400 XP. Seed: energ SHUR 
Male Human Fighter 20/Rogue 3/Wizard 7: Ch Y 
1,300 Medium-size humanoid; НО 20010 


APPENDIX I: 


DC), l-action casting time 


touched target (+4 DC), Mitigating factors 


XP (-13 DC), édé backlash (—6 DC plus 3d6+12 plus 74428; hp 28 
Init «11; Spd 30 ft; AC 36, touch 
This spell encases the target, whom you 1, flat-footed 36; Atk 438/43) 
must hit with а melee touch attack, 5/423 melee (246+18/17~20 p 
in a block of ice that radiates cold 246 unholy/sever head (or x2) & 


ergy. The imprisoned creatun keen unholy vorpal great 


£33/+28/423/+18 range 


takes 10d6+20 points 


damage per round it remains 14. ghty 
trapped in the block. The posite longbow [+4 Str bonus 
ice is 5 feet thick on every with +1 arrows); SA Sneak 


side of the imprisoned attack +246; SQ DR 50/4. 
evasion, electricity and fire 
resistance 10, traps, uncanny dodg 
Dex bonus to AC), SR 32; AL NE; SY 
Fort +26, Ref +23, Wil 
21, Con 18, Int 16, Wis 1 
eft tin 


reature (so each wall 
around the creature 
has 180 hit points, 
Any creature passing. 
through the ice to 
free the im) 
creature takes the same 


Cha 16. Heig! 


skills and Feats: Blu 
15, Climb +31, Con 
centration +18, Dipl 
macy +5, Handle 
imal +26, Intimidate 
+32, Jump +31, Know. 
edge (local) +10 


cold damage 
If the target 
cessful saving throw, it 


dodges the forming ice, 
but still takes 108 
cold фата 


points 


from your frigid touch. Knowledge (nobili 
The caster takes 69 M and royalty) +10 
points of damage from d Knowledge (religion 


the casting. 
XP Cost 


10, Listen +9, Rid 
horse) +30, Spot +9 
Swim +31; Cleave, Com 
bat Reflexes, Dodge, En 
Evocation [Cold ergy Resistance (fire, elec 
Spelleraft DC: 39 tricity), Epic Will, Expertise 
Components: V, S Extended Life Span, Grea 
Casting Time: 10 minutes Cleave, Heighten Spell, Improved 
Range: 20 miles BH сана) (greatsword), Improved Initiative, Improved 


300 XP. 


Area: A 20-mile radius, center Unarmed Strike, Iron Will, Lightning Reflexes, Mobil 
Duration: 20 hours ity, Power Attack, Scribe Scroll, Spring Attack, Stunning 
Saving Throw: None x, Sunder, Thug, Weapon Focus (greatsword), Weapon 


Spell Resistance: No tsword), Whirlwind Attack. 


Wizard Spells per Day: 4/5/4/3/1; base DC 13 + spell — remains a wild card in the complex political games 
level Unthers future. 

Spellbook: Shuruppak has access to all wizard spells of 

kh level and lower detailed in the Payers Handbook and Ring of Mirror Image: This ring allows its wearer 
the Foncorren REALS Campaign Setting to use the mirror image spell on command three times 


y, as if cast by a 6th-level caster (1d4 


th; Prerequisites: Forge Ring, mirror image 


Possessions: armor +10, +4 keen u 


peatsword, ring of protection +6, red skull т 


vulnerability) belt of giant strength +6, «2 mighty comp arket Price 12960 gp; Weight: — 
le longbow (+4 Str bonus), 50 +1 arrows, boots of speed, ring Robes of Resisting Enchantment: Shuruppak’s 
f mirror image (see below), robes of resisting enchantment k robes give him a +5 luck bonus on his saving 


below), wand of lightning bolt 


toth-level caster), dust throws against enchantment spells and effects. 


requisites: Craft Wondrous Item, 
6250 gp; Weight: Ib 


nk; Marke 


The former Chosen of Gilgeam, Shuruppak is still a 


force to be reckoned with in Unther, even since his 


pon deity demise While Gileam stil lived, Shu Appendix 2: Epic 


ippak was an assassin, the enforcer of Gilgeams will 


Bis. Known as the Respe be wandered among NPCs of Greyhawk 
ЖИТЕЛИ 
ت‎ САШО 


Cat Lord, Human Form: Rog37; СА 39, 
Medium-size outsider (Iycanthrope: cat 
HD 37d6+148; hp 277; Init +14; Spd 


бету of Gilgeam. Even in those days, he was a psy 
ра 


prone to fits of 


Gilgeam’s death, 


vestige of sanity 60 ft; AC 58, touch 58, flat-footed 
he still pos. 49; Atk «40/435/430 melee 
sessed, 1d6+15/15-20, +8 rapier); SA 


Sneak attack spell-like 
abilities, spit, summon felines 
curse of lycanthropy: SQ Blind. 
sight, DR 15/silver darkvision 
60 ft, defensive roll, evasion 
improved evasion, oppor 
tunist, scent, slippery 
mind, uncanny dodge 
9 against traps), per 
fect shape control, SR 
46; AL М; SV Fort 
27, Ref +36, Will 
6; Str 20, Dex 29, 
Con 18, Int 19, Wis 
17, Cha 25 


Shuruppak still wears the garb of hi 
mer office: black robes and a hı 
orned with a magical red skull mask that Diplomacy 
avers the top ha 11, Escape 
be terror his appearance causes among the natives of Artist «49, 
ther whos 


Balance «51, Bluff 


od +47, Climb +41 


If of his face. He seems to п 


he terrorized for so long. Despite th 


фи he is considered an outlaw against the occupying u 
ces of Mulhorand, he travels freely through both 
ee and occupied Unth lay a hand 
shim. He is being actively courted by both the 
d Wizards of Thay, both of 
om would like to see Unth 
e from Mull luctant to have any 
Bing to do with the goddess who killed his patron 
bd he has received the Thayans no more warmly. He — Án 


t Lord as semidivine. If you use 
ما‎ 

er things, this means that the Cat 

ts per HD. Deities ond Demigods 


hurch of Tiamat and the А 


regain its independ. 


rand. He seems 


Hide +49, Intimidate +9, Jump «47, Listen +43, Move 
Silently +49, Search +31, Sense Motive +43, Spot +43, 
Tumble +51, Use Magic Device +20; Blinding Speed 
x3), Combat Reflexes, Dexterous Body, Dexterous 
Will, Great Fortitude, Improved Critical (rapier 
Improved Initiative, Improved Sneak Attack, Iron Will 
Lightning Reflexes, Lingering Damage, Self Conceal 
ment, Sneak Attack of Opportunity, Superior Initiative 
Weapon Finesse (rapier) 


Cat Lord, Hybrid or Cat Form: Rog37; CR 39. 
Medium-size outsider (lycanthrope: cat; HD 37d6«222 
hp 351; Init +16; Spd 60 ft; AC 60, touch 60, flat-footed 
48; Atk +46/+41/+36 melee (1d6+21/15~-20, +8 rapier 
or Atk +38 melee (148+17, bite) and +36 melee (2 
2 claws); SA Sneak attack +20d6, spell-like abilities 
spit, summon felines, curse of lycanthropy; SQ Blind: 
sight, DR 15/silver, darkvision 60 ft., defensive roll 
evasion, improved evasion, opportunist, scent, slippery 
mind, uncanny dodge (+9 against traps), SR 46, AL № 
SV Fort +29, Ref +38, Will +26; Str 32, Dex 33, Con 22, 
Int 19, Wis 17, Cha 25 

skills and Feats: Balance +53, Bluff 
Diplomacy +11, Escape Artist «51, Hide +51, Intimidate 
+9, Jump +53, Listen +47 , Move Silently «51, Search +35 
Sense Motive +43, Spot +47 , Tumble +53, Use Magic 
Device +20; Blind-Fight, Blinding Speed (<3), Combat 
Reflexes, Dexterous Body, Dexterous Will, Great Forti 
tude, Improved Critical (rapier), Improved Initiative 
Improved Sneak Attack, Iron Will, Lightning Reflexes, 
Lingering Damage, Multiattack, Power Attack, Self Con 
cealment, Sneak Attack of Opportunity, Superior Initia 
tive, Weapon Finesse (rapier 
Spell-Like Abilities: At will 
ous wounds, detect evil, delect good, dimension door, displace 
ment, ethereal jaunt, hypnotic pattern, in 


47, Climb 447. 


astral projctio 


ied nvisabliy 
or tongues. Caster level 20th; save DC 17 


teleport without e 
+ spell level 

Alternate Form (Su): The Cat Lord can change form 
as though using the polymorph self spell (though his gear 
does not change) into a Medium-size black cat. He can 

edal hybrid form with prehensile hands 
and animalistic features. Changing to or from animal or 
hybrid form is a standard action. Upon assuming either 
form, the Cat Lord regains hit points as if having rested 
for a day: When in animal or hybrid form, the Cat Lord 
gains the use of Blind-Fight, Multiattack, and Power 
Attack. Likewise, his ability scores change: Str 412, Dex 
+4, Con +4. See the separate statistics block for the Cat 
Lords abilites while in hybrid (or animal) form. 

Spit (Ex): While in hybrid or cat form, the Cat Lord 
can spit at any foe within 30 feet as a standard action. 
The spittle is a ranged touch attack. If the spittle strikes 
a foe, the opponent is blinded as if by the blindness spell 
The Cat Lord has the option of dismissing the blindness 
if he desires. 

Summon Felines (Sp): While in hybrid or cat form, the 
Cat Lord can summon 1086 domestic cats, 346 lions or 


also assume a bi 


s, ог 246 dire tigers as а full round action, once per | 
day. The summoned animals arrive at the beginning of 
е Cat Lords following round and are completely op 
the Cat Lord, as if under the effects of an animal fo: 
pell cast at 20th level 
Scent (Ex): The creature can detect approaching ene 
mies, sniff out hidden foes, and track by sense of smell 
Perfect Shape Control (Ex): The Cat Lord never 
needs to check to control his shape, having automatic full 
control over his shapeshifting abilities. 
Possessions: Whisker (+8 nd gren Lun dim, 
oves of Dexterity +6, cloak of resistance +4, winged holy rm 
om of movement, Ring ofthe Cat Lor. 


pier), pink 


Ring of the Cat Lord (Major Artifact): This pros 
item grants the Cat Lord a total of nine tr 
each of which occurs in the round follow 


ng his dea 


he Cat Lord, or "Master Cat; is ће purported ruler 
felines everywhere, big and small (in fact, some sugges 
he is a cat deity, though others claim the Cat Lord ist 
malign creature of evil), Those who truly understand 
felines know that the Cat Lord is neither good nore 
but concerned with cat-things alone, To this end, be 
roams various planes, including the Material Plane. 

The Cat Lord appears alternately as a black cat, a black 
panther, a pale human male with dark hair, or a di 
skinned male human, or as a hybrid human-cat sharing 
traits of both cat and human forms. In human form be 
always wears black garb with simple gold accessori 
Many admire the Cat Lords unique style, others епу 
him his artistry, while those who meet him in personam 
often swayed by his animal magnetism. 


————— —ÉCLAVDES 


Female Drow Cleric 23: CR 23; Medium-iii 
humanoid (elf); HD 23d8+46; hp 150; Init +4; Spd” 
fr; AC 32, blinking, touch 17, flat-footed 28; Atk 
+25/420/+15 melee (148+8 plus 2d6 against good, + 
unholy morningstar); SA Rebuke undead 5/day; SQ 
Drow traits divine emissary, SR 34; AL CE; SV Fort +14 
Ref +14, Will +24; Str 13, Dex 18, Con 14, Int 17, Và 
26,Cha 1 

ills and Feats: Concentration +28, Knowledge (tl 
gion) «29, Knowledge (the planes) «29, Listen +13 
Search +4, Spelleraft +29, Spot +13; Scribe Scroll, Brew 
Potion, Combat Casting, Forge Wand, Heighten Spel 
Maximize Spell, Quicken Spell, Improved Spell Capacity 
10th), Improved Spell Capacity (11th. 

Clerc Spell per Day: 6/8/8/8/8/7/6/6/6/5/1/1; base DC 
18 + spell level. Domains: Evil (cast evil spells at 244 
caster level) Destruction (smite; +4 bonus on one attack 
+23 damage, 1/day 

Drow Traits: Immune to magic sleep spells and 
fects; +2 racial bonus on Will saves against enchant 
ment spells or effects; darkvision 120 ft; entitled t 
Search check when within 5 feet of a secret or concealed 


door as though actively 
11 + class level; 


for it; spell resistance 
+2 racial bonus on Will saves against. 
spells or spell-like abilities; spell-like abilities (1/day 
dancing light, darkness, and faerie fire as though cast by a 
sorcerer of ће drow’s character level 
blinded for 1 round by abrupt exposure to bright light. 
1 circumstance penalty on all attack rolls, saves, and 
hecks while operating in bright light); +2 racial bonus 
on Listen, Spot, and Search checks (already figured into 
the statistics given above 

Divine Emissary (Su): Telepathically communicate 
with outsiders that serve Lolth or are chaotic evil, 60 


light blindness 


Possessions: +5 elven (drow) chainmail 
npe metal shield, +7 unholy morningstar, wand. 
yf cure critical wounds, wand of hold person, 


wand of searing dark (as searing light 
асері unholy power, 10th level), р 
pl of Wisdom + 


of resistance 


rod of absorption: 


of m 3, Amulet of the 


jection 
Demonweb Pits. 


Amulet of the Demon: 
web Pits (Major Artifact): 
This token of Lo 

wil allows its user to cast 


his goo 


mun of vermin twice per 
day asa Зо level caster 
The vermin are n 


ip of spiders of every 
бегу. In shape, the 
inulet appears as a 
rider of deepest ebony 
with ii d eye 
hots that provide red 
ish illumination with 
Tr 


Of indeterminate 
ве, the ivory-haired 
Ind beautiful priestess 
амга is utterly cold and soul 

iss. She is the perfect instrument of 
lolthis will, and Lolth values her as 
sn emissary to evil enclaves through: 
ut the Flanaess. Her expression is 
generally that of a sardonic sneer, though m 
hen she moves in the realm of the semi. 

livine, such as when she treats with Luz and other 
powers at Lolth’s request, she schools her demeanor to 
pre respect where it is due, In fact, she nutures a long: 
standing hatred for luz, but feigns otherwise when 
hey meet. 

Eclavdra is never without few scrolls inscribed with 
bond of recall key 


4 to her home in the Underdark 
bow the Crystalmists. Likewise, she generally uses 


th-level spell slot to hold a heightened destruction. 
which means her enemies must make a Fortitude 
save against DC 29 to survive. 


—___LORD ROBILAR 


Male Human Fighter 24: CR 24; Medium-size 


humanoid; HD 24410+96; hp 228; Init «11; Spd 20 ft. 
AC 38, touch 16, flat-footed 37; Atk +36/31/26/21 
melee (1d10«15/15-20 (+146 on critical hit) plus 146 


cold (plus 1410 cold on critical hit), +5 keen icy burst bas 


lard sword), or +31/26/21/16 ranged (1d8+9/19-20/3, 
2 mighty compos bow [+4 Str bonus] with 

arrows); AL LE; SV Fort +23, Ref +14, Will +16; Str 27 
with belt), Dex 16, Con 18, Int 11, Wis 16, Cha 16 


ft. tin. 
Skills and Feats: Diplomacy 
Motive +12; Exotic Weapo 


Focus (bastard sword, 


12, Ride (horse 


19, Sense 
Weapon 
Improved Initiative, Power 
Attack, Weapon Specialization (bastard sword) 
Cleave, Point-Blank Shot, Improved Critic 

bastard sword), Great Cleave, Dodge, Pre 
cise Shot, Weapon Focus (composite long: 
bow) Improved Critical (composite long: 
bow), Mounted Combat, Blind-Fight 
Mounted Archery, Far Shot, Combat 
flexes, Penetrate Damage Reduction, 
Devastating Critical, Overwhelming Crit: 
cal (bastard sword), Dire Charge 


Posessions: Blade of Black lee («5 keen 
у burst bastard sword), metal destrier (see 
below), +2 m " iphow (44 Str 


bonus), 80 


arrows, belt of giant strength 


f flying, ring of spell turning, 


cloak of re 


Blade of Black Ice: This 
urs bastard sword is said to have be 
forged by Iuz, and was gifted to Robilar 
е Robi 


by Mordenkainen shortly bef 
endary last 

Castle Greyhawk. Tenser, who was pres: 
ent at the time, claims that the blade had 
been enchanted with special dispelling 
magics that aided Robilar in his release of 
the Old One 
that great ed 


agical prison beneath 
ice. Seemingly made of ice, 
the Blade of Black Ice deals an additional 186 
of cold датар; 


on every strike, plus an 

ld damage on a criti 
h. due to its keen edge, it is quite likely to 
achieve). Its wielder is protected from heat and fire 
because the sword absorbs the first 10 points of fire 
und that the wielder would otherwise 
of Black Ice also chance of 
hing any fire into which its blade is thrust. 


1 Re 
Special Qualities: c 


Saves: Fort +6, Ref +5, Will +6 
Abilities: Str 33, Dex 9, С 

Wis 11, Chat 
Climate /Terrain: Any la 


Organization: S 


Challenge Rating: 13 
Treasure: N 
Alignment: Alw 
Advancement: 19-24 
Lang 


А metal d 


Dire Charge (Ex): 1 


se as тва Magic Immunity (Ex): A metal destrier is immunes 
, : iM gical and supe 1 effects, except as fll 
Mm is the slow spell) for 3 r 
ма 128,335 E i v effect п 
Metal Destrier: Forged by А т Rust Vulnerability (Ex): A metal destrier is ай 
Caster L th Стаб Magic A : h Wee 
Armor, Craft ith tenance, deep 
wid Craft (a 1 ids Rary's armie 
th though 
M ach high-profile 
f both Otiluk 
Large Construct is career as an 
Hit Dice: 18 ft spot for th 
Initiative: -1 Г nd gold 
Speed: so ft з touch of brashr 
AC: 30 (-1 size, -1 0% He sought hi 
Attacks: 2 hi трапу of such I 
пагіез as Mord 
‹ lainen, Bighy, Ser 
the Mage, Lat 
Il except Rary, an 
med Lord of C 
Special Attacks: les are now Mar 


in the Bright Dese 
rs relationship with ¢ 
has cooled of late di 
ary's distant and incr 
ingly amoral demean 


Medium-si 


175; Init +8; Spd 30 ft; AC 
25; AC with epic mage arme 

ted 45; Atk +19, 1 
ALN: Ref +15, Will +2 


Skills and Feats: Alchemy +38, Bluff +11, Concentration 
31, Diplomacy +18, Knowledge 
Че (the planes) +23, Knowledge (re 

Sense Motive +9, Spelleraft +38; Scribe Scroll 
creat Fortitude, Combat Casting, Brew Potion, Improved 
Initiative, Lightning Reflexes, Quicken Spell, Hei 
Spell, Craft Wondrous Item, Maximize Spell, Spell 
tration, Craft Staff, Improved Spell Capacity (10 
improved Spell Capacity (11th), Improved Spell C 
12th), Improved Metamagic, Epic Spellcasting, Epic 


arcana) +38, Know! 


spell Penetration, 
Wizanl Spells per Duy: 4/6/6 
12/6/5/5/5/s/4/1/1/4; base 
DC 18 + spell level 
Spellbook: Mordenkainen 
ws hundreds of spells, 
many of which he researched 
himself (and have some come 


into wide use on Oerth and 
other worlds). He knows 
il the wizard/sorcerer 
in the Players Hand. 


ой. As new spells are 
searched by other mages 
ind come into circulation, 
Mordenkainen is not slow 
0 discover and pen them 
aio his own vast library 
f spellbooks 

Epic Spells per 0 
Epic Spells К) 
Page armor, greater spell 


Tossessions: +5 staff of fiery 
her, br 
аан of intellect +6, rod 
tion 

tof lying (6 ft. by б, 

natural armor 
f fireball (toth-level 
aster), ring of protection +5, 


pink foun stone 


ng of wizardry 111, erystal 


il silver key of portals 


Silver Key of Portals 
Minor Artifact): This 
ver skeleton key, a relic 
seated by the god Dalt 
tions like a chime of 


ning when it is touched 
the bars, door, lock, lid 
jortal, or shackles to be 
ed. The key аш 
ally dispels a hold porta 

lock with a caster 
incl of less than 30th level 


he wielder gains a +30 
ight bonus on Escape 


Ar 


lowing powers 


of the fol 
passwal, ethereal 


t checks. The wield: each 


can call 
ice per day, at will 


aunt, wor These spells are cast as if by a caster 


of 30th level 


Mordenkainen is one of th 


and respected 


[Эре 


n the Flanaess, Few spellcasters have not 
his fabulous exploits an е his skill 
and knowledge of matters both magical and political. In. 


ages know at least one spell originally 

researched by Mordenkainen, Currently, Mordenkainen 

leads а powerful group of wizards known as the Circle of 
жер 

inance over too much 


wer gains dom. 
the Flanaess, and 
that a balance of power remains constant 
throughout Eastern Oerik. 
Mordenkainen is in fine phys 
cal shape. He wears a dark beard 
, sports a shaved 
+ black 
satin coats, His apparent age is 
" 
is twice that). His penetrating 


and usually fav 


around 40 (though his tru 


with madness. Few gainsay his 
desires after meeting his powe 
ful gaze and listening to his per 


Mordenkainen sees h 
as a chief instrument of the 
phies 
are more complex than simple 
they are highl 
and extremely theoretical ideals 


mself 


Great Balance. His philo 


equality 


derived from decades of arcane 
research, Mordenkainen has 
fought ardently for the forces of 
he 
Greyhawk Wars) with his pri 


good (most recently durin, 


vate army, the Obsidian Citadel, 
as worked 


but just as often he 
the side of infernal forces. He 
prefers to maneuver behind the 


scenes, manipulating 


ensure that no side gains the 
upper hand, As a 


ult, the 


druidic Hierophants of the 
GS Cabal whe find his vision 

of balance wholly self 
З centered and some 


Bie what arbitrary 
Others count 


asan out-and-out 
enemy, including Evard 
the Black, Terik and Вагу 


DI VHANO 
40 SDN 3183 
2 MONGdd 


Appendix 3: 
Epic NPCs 


This section provides baseline statistics for NPCs of 
every standard class from 21st level to 30th level. 

The NPC descriptions summarize a lot of informa: 
tion about the NPCs. The format is identical with that 
presented in Chapter 2 of the Duxcrow Mastexs Guide 
in the Reading the NPC Descriptions sidebar. Rules for 
how to adjust these statistics by race or kind of mon 
ster, as well as notes on NPC design, can also be found 

Chapter 2 of the Duxcrow Masts Guide. As with 
the NPCs in the Dunictow Masters Guide, you will find 
it is easiest to use an NPC by copying out the relevant 

n for an NPC of a given level onto a separate 
ч record or character sheet. 


NPC BARBARIAN 
Ability Scores at 21st Level: Str 24 (+6 for bel 
16 (+2 for gloves), Con 15, Int 10, Wis 12, Cha & 
Increased Ability Scores: 24th, Con 21 (+1 for 24th 


Dex 


level, +5 for manual}; 27th, Dex 20 (+6 for gloves); 28th, 
Con 22 (+1 for 26th level, 
Starting Feats: Weapon Focus (greataxe), Dodge, 


Track, Blind-Fight, Improved Critical (greataxe), Power 
Attack, Improved Critical (composite longbow 

Feats: 21st, Thundering Rage; 24th, Penetrate Dam 
age Reduction; 27th, Damage Reduction; 30th, Damage 
Reduction. 

Class Bonus Feats: 24th, Mighty Rage; 28th, Terri 
fying Rage 

Starting Class Features: В, 
not winded after rage, damage 
dodge (Dex bonus to AC 
traps 

Class Features: 22nd, uncanny dodge (+5 against 
traps); 23rd, damage reduction 5/~; 24th, rage 7/day 
2sth, uncanny dodge (+6 against traps); 26th, damage 
reduction 6/- 28th, uncanny dodge (+7 against traps 


е 6/day, greater rage, 
duction 4/-, uncanny 
cant be flanked, +4 against 


Greataxe (Melee): «5 (21st 


28th); +5 thundering ghost 
touch (29th) 


ү ghost touch (30th) 


shock thunder 


Composite Longbow (Ranged): «3 mighty (+4 Si 
onus) (214-240); mighty (+5 Str bonus) Ся ЗА 
Arrows: 

Potions: 2 neutral 
haste, 4 heroism, 
Other Magic Gear: Roots of riding and springing ар 

of holding 2 belt of giant strength +6, cloak of wsstance 8 

rod of thunder and lightning; amulet of natural armor +) 

215t-22nd); ring of protection +3 (21st-25th); glows 
215t-26th); amulet of natural armor s 
of bodily health +5, used (24th); ата б 


се poison, 4 cure serious wound 4 


al armor +5 (24th-30th); ring of protection +4 
26th-30rh); gloves of Dexterity +6, ring of evasin 
27ch—30th); iridescent Ioun stone (28th—30th); cule 
ost resistance (30th) 


Other Normal Gear: Climber's kit, dagger, silver 
dagger, 3 flasks alchemists fire 


NPC BARD 
Ability Scores at 21st Level: Ste 10, Dex 13, Con 14 
Int 14, Wis 8, Cha 26 (+6 for cloak 
Increased Ability Scores: 22nd, Con 14 (42 for fo 
stone); 24th, Dex 19 (26 for gloves), Cha 27 
level); 28th, Cha 22 (28 
Starting Feats: Combat Reflexes, Weapon Hoc 
rapier), Weapon Finesse (rapier), Improved Initia, 
Skill Focus (Perform), Skill Focus (Spelleraft) Skil 
Focus (Diplomacy 
Feats: 21st, Improved Spell Capacity (7th 
Deafening Song: 2 
30th, Reactive Co 


E 
№, Improved Spell Capacity (sth 
intersong. 
Class Bonus Feats: 23rd, Lasting Inspiration; 28%, 
Hindering Song; 29th, Epic Inspiration. 

Starting Class Features: Bardic music, bare 
knowledge 

Armor: None. 

Rapier (Melee): +4 


Light Crossbow (Ranged): Masterwork (211-24 
+1 (25th); +5 (26th-30th 
Bolts: 25 41 (2180) 25 +2 (22nd); 25 «$ (23nd-240h 


25 «5 bane (choose monster) (25th~30th 

Potions: 2 tongues, 2 cure serious wounds, 3 fly, 2 ln 

Other Magic Gear: Horn of blasting, wand of pl 
self cloak of Charisma +6, eyes of charming (2 


ring of protection +3, amulet of natural armor +4 
2181-2610); bracers of armor 4$ (215t-29th); pink Inn 
TABLE A3-1: NPC BARBARIAN 
lee hp АС Init 5р9 Grestae (1412) Composiie Longbow (168) — FJR/U. а ш tim Ша эм 
їм M» з эз 608. IFN 12) зул? ejna эю эю э22 эю эй 
2nd 192 2 эз GOR =34/29/24)09 (612) 33M Ds (s Mop 20 эп эз эп эп 
wá 00 30 з OR 235200580012) +34 /29/24/19 эюм: эт эз эм зл эт 
2eh 276 з эз € 2000520012) 34/29/2479 (0 MIS Сэй + эз эп эй 
25h 27 31 OR UMEN MD C39 2 13) чүл эй MO 6 +з эю 
29 299 зз эз А 36/1/26) зора TIAM эй 3$ э) эм Oo 
эһ з. 3 53 OR GXJNDDIGM) -40/35/30/25 (3) чүм, эй H6 чый +з эж 
зын 3% зз >з 6% 37/82/2772 (612) 055005 19/15 +37 +29 +76 «1 
T зе эз эз OR  GNDANBUGUD 0626 (e13) B/S эй эв 30 эю ol 
X эз n 3 € +2 (012) 41/96/3126 (-13) 


f06 эп эз эи э? эз 


Spd__Longsword (148) Шан Crossbow (df) F/R/W выт ор Pe 
з 0f npe +19 (e1) APN эй эз эў 
з зоб 22/17/12 (44) ) pea Do +м >м 
+з 3» onpynqe) 24 65) eum эз эз oS 
- зой 26/21/16 (+4) +27 (e5) 0/-15/-16_ 234 36236 
е5 08. эту? +295, bane) | эмэ шу 937 ш 
5 юк 17 (+4) — 3 (3 bare) Tele) cx эз эз 
*$ OK адэ (е) эбзе фы? 537 эз эз 
35 JOR 28/23/08 (04) +4 (03, bane) 2/017/018 NEC] 
з OR Gap) 435 (69, bane) ч эш ш 
эз оюк 29/24/19 (+4) +35 (63, bane) "Pos эб 
АС dt 594 Morningstar (185) Light Ооо”) F/R/W 
жоо 20K DAD ET EET 
2 0 QR 9B (2) 1 Den 
ж 0 20% e 5/03) EM 
Ne 0 — 29K эло) КЕ 
ne o 30k mmm эл? 
3H 0 — 0% «22/07/12 («4 dept) з 
X 0 20А 23/183 (44 ruption) ашаа 
3*0 — 20K. «24/19/14 («5 danger) E 
35е 07 20А 926/216 (46 ruption) así 

Jh зз 39 O 20A 26/21/16 (6 durior 

inking 

Jone, dark blue loum stone, horn of goodness/evil 


2and-3orh); gloves of 


лету +6 (24th-30th' 
enchantment, wand of keen edge 30th) 
Her and green foun sone (28th~30th); circlet of 
mule of natural armor +5, ring of protection +9, В 
9th-3orh); lyre of building, ring of pro 
mor +7 (30th) 


wand of 


lion +5, bracers of 


Jus Cast/Known 


Cass Spell Level — — — 
Level 0 Ist and d аһ Sth th 
Mst-26h 4/6 6/5 6/5 6/5 6/5 5/5 6/4 
Th 4/6 75 65 6/5 6/5 6/5 6/4 
Mon 4/6 7/5 65 6/5 6/5 6/5 7/4 


CLERIC 

Ability Scores at 21st Level: Str 13, Dex 10 (+2 for 
fives), Con 14, Int 10, Wis 26 (+6 for periapt), Cha 12. 
Increased Ability Scores: 24th, Wis 27 (+1 for 24th 
Pel; 28th, Wis 28 («1 for 28th level 

Starting Feats: Scribe Scroll; Brew Potion; Combat 
sing: Forge Wand; Heighten Spell; Maximize Spell 
аске Spell 

Feats: 21st, Improved Spell Capacity (10th 
proved Spell Capacity (12th 
apacity (14th 
lah) 

Class Bonus Feats: 23rd, Improved Spell Capacity 
Uith); 26th, Improved Spell Capacity (13th); 29th 
proved Spell Capacity (15th). 

Starting Class Features: Turn or rebuke undead. 


24th 
27th, Improved Spell 
30rh, Improved Spell Capacity 


Armor, Full Plate: +3 (2ist-25th); +4 (26th~27th 
s(2sth—30th 
Shield, Large Metal: +2 (21st); =3 (2214-25) = 


Ssth-27th); +5 (2sth-30th) 


Morningstar (Melee) [or Deity's Favored Weapon] 
25th); 43 of disruption 
28h); +5 


+4 tst); +2 
26th 
29th—3oth 
Light Crossbow (Ranged): Masterwork. 
Bolts: 25 +1 
Scrolls: 4 p 
qoin. sure, 
true resurrection, ctherealness, анне shell, 2 heal, таз heal 
Potions: Blur, levitate, f 
Other Magic Gear: Wand of cure critical wounds, wan 
of hold person, gloves of Dexterity +2, wand of searing light 
1oth-level caster), елар of Wis absorption, 


2nd-24th 


+4 of disruption 


f disruption 


tection from elements, silence, neutral 


real jaunt, wind walk, implosion, 2 


spider climb, heroism, 


ng of blinking; cloak of resistance +3 (2141-20); ring of 
protection +1 (24st); ring of protection +3 (22nd~23rd); ring 

protection «$ (24th-30th); cloak of resistance +5 
25th~30th); orb of storms (27-30%); major circlet of blast 


ng (29th-30th); pearl of power (7th level) (30th: 
Speuis pee Dar 
Level 
2st (pel levels Оло) 6/8 //8/8/76/6 1615/1" 
22nd (spell levels O-10eh) 6/8/8/8/8)7/6/6/6/5, 
23d (opel levels б-ти) 6/8/8/8/8/76)66/5 Y 
24th (spel levels O-12th) 6/8/8/8/8/7/6/6/6/5/Y 
25th (spell levels O-12th) 6/8/8/8/8/7/6/6/6/5/1* Y 
26th (spel levels 0-13] 6/8/8/8/8/7/6/6/6/5/1*/1/1/1 
2th (spell levels 0-14) 6/8/8/8/5/7/6/6/6/5 VY 
28h (spel levels 0-1) 6/9/8/1/8/M/6/6/6/6/* VY 
2915 (spell levels 0-15) 6/9/8/8/8/8/6/6/6/6/Y* YI VY 
30th (spel leves 0-16) 6/9/8/8/8/8/6/6/6/6/1*/1/1/1/ 
mn 
0th and higher level spell slots are used for 0-Sth level meta 
magic spells. They can also be used to hold lower evel spells, 
Note: You must choose one spell per spel level from the 
appropriate domains 
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led hp АС init ‘Scimitar (146) 


Sing (184) ғали ма 
Tm оз л 2 3& илва эу 4€ эмпе эз E 
rd ‚їй 3 2 8 NDA) э 6 2/024 +26 » 
zw ws 3 а E 7 эю on E] 
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NPC DRUID 

Ability Scores at 21st Level: Ser 10, Dex 14, Con 13, 
Int 12, Wis 26 (+6 for periapt), Cha 8 

Increased Ability Scores: 23nd, Con 19 («6 for brac 
er); 24th, Wis 27 (+1 for 24th level), Dex 16 (+2 for 
loves); 28th, Wis 28 (+1 for 28th level); 29th, Wis 30 (+2 
for tome 

Starting Feats: Scribe Scroll, Track, Dodge, Combat 
Casting, Still Spell, Spell Focus (Enchantment), Maxi 
mize Spell. 

Feats: 21st, Plant Wild Shape; 24th, Magical Beast 
Wild Shape: 27th, Dragon Wild Shape; 30th, Colossal 
Wild Shape 

Class Bonus Feats: 24th Beast Wild Shape; 28th, Gar 
gantuan Wild Shape 

Starting Class Features: Nature sense, animal com 
panion, woodland stride, trackless step, resist natures 
lure, venom immunity, a thousand faces, timeless body 
wild shape 6/day, Large shape, Tiny shape, dire shape, 
Huge shape, elemental shape. 

Class Features: 22nd, wild shape 7/day; 26th, wild 
shape 8/day; 30th, wild shape 9/day 
Armor: +5 hide amo 
Shield: +4 large wooden shield 
Scimitar (Melee): + 
Sling (Ranged): Normal 
Bullets: 10 masterwork 
Scrolls: Heat metal, barkskin, warp wood, call light 
ning, neutralize poison, protection from elements, speak 
with plants, lame strike, ce f fire, antilife shell 
healing circle, fire storm, heal, true seeing, fi 
repel metal or stone, summon natures ally IX. earthquake 
elemental swarm 
Other Magic Gear: Ring of protection +2 (21st); 2 

диа!» feather token (tree 


phylactery of faithfulness, 
wand of faerie fire, druid’s vestment, stone of 
wand of cure moderate wounds, pertapt of Wisd 
of tricks (tan), orb of storms, ring of sh 
of resistance +2 (2151-2314 
22nd-23rd); bracers of 
protection + 


ооп stars: d 
lth +6 (23rd-3oth 
gloves of Dexterity +2 (24th-3 
24th); cloak of resistance + 
light (6th-level caster) (25th—30th); wand of reincar 
nate, wand of cal lightning (Sth-level caster) (26th-30th 
stone of controlling earth elementals (28th-30th 


ring of 
ath); cloak of 


understanding +2, used 


30th 
Animal Companions: 20th, legendary Беш, 
2151-22nd, legendary bear, dire rat; 23rd, legendary 
bear, dire weasel; 24th, legendary bear, dire bat; 290, 
legendary bear, dire ape; 26th, legendary tiger 
28th, legendary tiger, dire rar; 29th, legendary 
tiger, dire weasel; 30th, legendary tiger, dire bat. 


29th); iron bands of Bilan 


рца pen Day 


Level 

ht 'SIIITTIGISISISJA 
ЕЗ 6/8)7/7/7/7/5/5/5/5, 
29-30 


16/8/8/7/7/7/6)3/5/8 


NPC FIGHTER 

Ability Scores at 21st Level: Str 26 (+6 for bell) Dex 
13, Con 16 (+2 for Ioun stone), Int 10, Wis 12, Chas 

Increased Ability Scores: 24th, Str 27 (41 for 4th 
level): 28th, Str 28 (+1 for 28th level); 29th, Wis 14 (2 

Starting Feats: Exotic Weapon (bastard sword 
Weapon Focus (bastard sword), Improved Initiative 
Power Attack, Weapon Specialization (bastard sword) 
Cleave, Point-Blank Shot, Improved Critical (bastard 
sword), Great Cleave, Dodge, Precise Shot, Weapon 
Focus (composite longbow), Improved Critical (com 
posite longbow), Mounted Combat, Blind-Fight 
Mounted Archery, Far Shot, Combat Reflexes. 

Feats: 21st, Penetrate Damage Reduction; 24th, Dev 
astating Critical; 27th, Epic Prowess; 30th, Epic 
Prowess 

Class Bonus Feats: 22nd, Overwhelming Critical 
24th Dire Charge; 26th, Epic Reflexes; 28th, Epic 
Prowess; 30th, Epic Toughness. 

Armor, Full Plate: +4 (21st); +5 (23nd~30th 
Shield, Large Metal: «5 (21st); +5 (23rd-30th, 
Bastard Sword (Melee): «4 (2150); +5 (2214-2910) 
shocking burst (26th); +5 shocking hunt ro (27¢h-28th 
vorpal (29th-3orh. 

Composite Longbow (Ranged) 
bonus 

Arrows: 50 +2 (219-2204 
28th—3oth 
Potions: 2 cur serious wo 


+2 mighty (445 


Spd Sastard Sword (1410) Composite Longbow 148) ҒАЛЫ а ы Ride 

Ti) л ми з OR eMpNpAD9 (au) +272272 (sy SAN эз эз яз 
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5146 electricity) 

Mh юз 4 ә ORME (аз 32272280069) emassa E 
5286 electricity cold) 

Wh UE Ql +S юз eODSDOQS (015 +34/29/24/19 x10) 8 

Tho ёш с SOR аувзу 3570725720 (+10) moss 
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жою а з 20A RN эмэ, ЕЛЕ Ж 

inking (18 vera 

тє A3-6: NPC Монк 

level hp АСТ Init Spd Unarmed Kama nd) Sling (144) po 

We 06 28 09 1008 AMA (5) — Sm (e) =25/20/15 (18443) 1419/17 

and мз +9 100 «2MMASS(-5) С 427/24/21/18)N5 (8) 25/20/18 (da) эту э 

їй M9 28 9 08 «DATI G6) „элё? «26/21/16 (08453). 21519218. E 

2h 159 31 эз пой 28/20/17/14/11 (56) 26/23/20/17 3) «24/23/18 (dés) 218/.19/.19. Е] 

Jh ML 34 9 NOR GZMMUSAIGO: юалар) 29/20/19 (8455) -Mja9/09 ۳ 

Зи W939 49 OR. 24/21/18112 (т =20/27/24/атла (9) «Эле Ideo Ej 

Wh 195 40 29 NOR. эулет уаз} «3025/20 44:5) 217/«20/20 P 
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жетт grants 50% miss chance for all creatures ence sight or who have use oft sight or similarly powerful 

Mee 

en Strike feat grants unarmed attack а erica 

vorpal Strike feat beheuds foe who receives a 

Other Magic Gear: Eyes of the eagle, rope of climb Starting Feats: Dodge, Weapon Focus (kama 

ver of Ehlonna, belt of giant strength +6, pink Ioun st Mobility, Spring Attack, Improved Critical (unarmed 


em of teleportation; boots of spe 
181-2911); ring of protection +4, cloak of resistance +4 
21s1~25nd); amulet of natural armor +2 (21st-24th); cloak of 


(S rounds of haste/day) Combat Reflexes, Improved Initiative. 
Feats: 21st, Penetrate Damage Reduction; 24th, 


Keen Strike; 27th, Exceptional Deflection; 30th, Blind. 


киле +5, ring of protection +5 (24th-3oth); amulet of nat 
il armor +4 (2511-2618); amulet of natural armor +5 
221h- 0h); incandescent blue foun stone (2900-30 
Hiking, boot of speed (10 rounds of haste/day) (30th 


pC MONK 
Ability Scores at 21st Level: Str 20 (+6 for bell), Dex 
ї (+6 for gloves), Con 14 (+2 for Ioun stone), Int 10, Wis 
13 (+6 for periapt), Cha 8, 

Increased Ability Scores: 23rd, Str 22 (+2 for 
anual); 24th, Str 23 (+1 for 24th level); 28th. Str 24 (+1 
nt 28th level); 30th, Str 25 (+1 for n 


INONEPIC MAGIC ITEM 
loun Stone of Resistance: These loun stones (usually bur 
range in color) possess all the features of a standard loun 
lone. loun stones of resistance offer magic protection in the 
form of a +1 to +5 resistance bonus on all saving throws 

(fortitude, Reflex, Wi 


ing Speed. 

Class Bonus Fe: 
Vorpal Strike 

Starting Class Features: Unarmed Strike, stunning 
attack, Deflect Arrows, still mind, purity of body, 
Improved Trip, wholeness of body, leap of the clouds, 
improved evasion, diamond body, abundant step, dia 
mond soul, quivering palm, ki strike +3, timeless body, 
tongue of the sun and moon, slow fall (any distan: 
empty body, perfect self 

Class Features: 21st, AC bonus +4, unarmored 
speed 100 ft. (65 ft. for Small and dwarven monks 


s: 25th, Epic Toughness; 30th, 


Caster Level: Sth; Prerequisites: Craft Wondrous Item, resist 


‘ance, caster level must be three times that of the Ioun stone's 
bonus; M 
(+3), 32,000 gp (^ 


ket Price: 2,000 gp (+1), 8,000 gp (+2), 18,000 gp 
50,000 gp (+5): Weight: 
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| Ю%& +35/31/25/23 (09 «246 holy bane) — «2/24/18/13 (45) to om 

24th, unarmored speed 110 fr. (70 ft AC bonus Potions: 2 cure serious wounds, flying, tongues, wi 


th, unarmored speed 120 ft. (75 
Kama (Melee): +5, 

Sling (Ranged): +2 

Bullets: 25 +1 (2151-2304) 25 +3 (24th~30th 
Potions: 3 cure serius wounds, 3 haste 
Other Magic Gear: Belt of giant strength «6, cloak of 
displacement, slippers of pid 

of Wisdom +6 


climbing, pink Ioun stone 
peri 
+2 (21st-23rd); manual of painful exercise 
ring of protection +5 (24th-30th); br 
(ath; bracers of armor +7 (26th) 
(26th-30eh); bracers of armor +8 
s power iffon 
flying S ft by 7 ft.) (28th-30th) 
+3, used, pale green loun stone (30th; 


oves of Dexterity +6; ring 


used (23nd 
ring of char т 

'h-3oth 
h-3oth’ 
ainful exercise 


carpet of 


NPC PALADIN 
Ability Scores at 21st Level: Str 14, Dex 8, Con 14 
+2 for Ioun stone), Int 10, Wis 14, Cha 25 («6 for cloak 
Increased Ability Scores: 24th, Str 15 (+1 for 24th 

1); 28th, Str 16 (+1 for 28th level), Dex 12 

Starting Feats longsword 

Mounted Combat, Power Attack, Improved Critical 

longsword), Extra Turning, Cleave, Great Cleave 
Feats: 21st, Overwhelming Critical; 24th, Epic 

Toughness; 27th, Epic Prowess; 30th, Epic Toughness. 

Class Bonus Feats: 23rd, Positive Energy Aura 
26th, Improved Aura of Courage; 29th, Devastating 

Critical 

Starting Class Features: Detect evil, div 
on hands, divine health, aura of courage, smit 
undead, special mount, remove disease 6/we 

Class Features: 21st, remove disease 7, 
remove disease 8/week; 271 


4 for glows) 
Weapon Focus 


е grace, lay 


week; 24th, 


remove disease 9/week; 30th. 


Spells Per Day: 4/4/3/3 
Armor, Full Plate: +4 (21st 
Shield, Large Metal: 
Longsword (Melee): «5 
sword (26th. 
29th); +5 holy 
30th) 
Composite Longbow (Ranged): 
bonus) 
Arrows: 25 +1 arrows 


h-30th 
b—30th) 


#5 holy lo 


аһ); +5 (2 
1st-26th); +6 (27 
2141-25 Я 
th); +5 holy hane (choose type) longsword 
ane (choose type) de 


iding longsword 


Scrolls: remove 


analysis, 2 resist elements (fire), death 


Other Magic Gear: Нот of goodness, Keoghtom' in 
ment, phylactery of faithf 
of blasting (major 


s cloak of Charisma +6, cl 


pink Ioun stone, ring of protection f 
stone of resistance +3, ving of mind shielding 
22nd-30th); amulet of natural armor +3 (23rd~26th 
wand of resist elements, wand of shield other (24th-300 

vule of natural armor 


+4 (27th); amulet of natural arma 
gloves of Dexterity +4, stone of good luck (2808-30) 
Horse and Gear: Bit and bridle, military saddle 
saddlebags, paladins mount, +2 half-plate banling. 

Other Normal Gear: Dagger, silver holy symbol 
healer’s kit, 4 holy water, 


NPC RANGER 
arting Ability Scores: Str 18 (+4 for bl), Dex М 
+4 for gloves), Con 15 (+2 for oun stone), Int 10, Wis 6 

+2 for loun stone), Cha В, 

Increased Ability Scores: 24th, Dex 25 (41 for 
24th level), Str 20 (+6 for belt); 28th, Dex 26 (+1 for 
26th level 

Starting Feats: Point-Blank Shot, Precise Shot 
Weapon Focus (composite longbow), Rapid Sho 
Improved Critical (composite longbow), Improved 
Critical (longswond), Improved Two-Weapon Fighting 

Feats: 21st, Greater Two-Weapon Fighting; 24th 
Bane of Enemies; 27th, Blinding Speed; 30th, Death 
of Enemie 

Class Bonus Feats: 23rd, Two-Weapon Rend; 26h, 
Improved Favored Enemy; 29th, Epic Prowess. 

Starting Class Features: Track, in light or no 
armor possesses Ambidexterity and Two:Weapon 
Fighting, favored enemy (goblinoid, undead, gian, 
dragon, devil) 

Class Features: 25th, favored enemy (demon); 30th 
favored enemy (abomination) 

Spells Per Day: 4/4/3/3. 

Armor, Studded Leather: +4 
26th30rh 
Longsword (Melee): +4 (2150); +5 (2 
Short Sword (Melee, Off-Hand): +1 (21st); +2 
214-2300); +3 (24th); «5 (2sth—30th 
Composite Longbow (Ranged): +4 mighty (+4 St 
bonus 


21st-2sth); + 


d-30tb). 


Base Primary hand Of hand composite 
Level hp эс ка Spd Longewerd 80) Shortsword (146) отон (148) tj 

mw G9 G5 wR SNB (5 425/20/15 (e5) +35/99)25/20 элә 
ed 165 з э € +29/24/19/14 (9% 162.606) — +35/90)25/20 (10) — +16)=15)-10 
Bd п з эл e =30/25/895 (5) — «mense 26/20/26/21 © 16/15/10 
ив wo з эп GR “26/2/16 (0) — <29/-24/-19 (5) +36/31/26/21 (+10) т1л 
me wo з эп өк emynyupiev) эзге?  enpempe(M) лутт 
d їй и эп eR 32/27/22717 л} эзел} чаза) e2 
qw ж wR эзлэ (e10) xxn) оптат) эзара: 
Wh 0 м PT ээзи 310) =3/s28/023 (010) o48/38/38/28 (<14) 
sh 27 озм э: вк ээузопзпо (+10) 38/+30/425 (610) _+а5/40/35/30 (14) +19/019/213 
Зи 25 м а юк eMe +35000282010) =35/o30)/25 (e) — o45/40/35/30 (214) узул 


Note: Аз a ful attack action, ou can use longsword and short sword in combat. Dong so 
4-10 penalty бот the hes 
ranger urs the base 


n ihe highest attack value, once at -5 penalty and the last 
"If making a full attack action with оту he longsword, 
penalty бот the previous attack value 


жога Skitt Мория 
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Arrows: 25 +1 arrows (20st-24th 
тонн; 25 +5 (25th-30th| 
Potions: ноп of hide, 3 potions of cure serious wounds 
Other Magic Gear: Eyes of the eagle, cloak of 
lvenkind, Heward's handy haversack, bracers of archery 
ncandescent blue foun stone, boots of striding 
ing, gloves of Dexterity +4, pale green Ioun stone, r 
astenance, robe of blending, scabbard of keen edges, fig 
(obsidian steed), pink loun stone 
1 armor +1, ring of protection +1 
2nd); belt of giant strength «à 


3 greater slaying 


d spring. 


rine of wondrous pov 
amulet of nati 
ist 


flection +2 (23rd-251h); amulet of natural 
уд-2; 
Т 
f natural. 


hr); belt of giant strength +6 (24th—30¢h) 
1 +4 (26th~27th); ring of protection +5, amulet 
mor +5 (28th—30th 


ring 


4 of cure serious 


Sounds (28th- 30th); cube of force (29th- 30th); helm of 
Мау (30th 
эг A3-9: NPC Rocue. 
Composite 

lam bp АС Init Spd Raper (46) Shortbow (146) 

29 £6 30% 42/23/18 5) 328/28 (5) 

29 (6 30 29/24/19 (6) -30/25/20 +7) 
Bd 126 31 +16 30K. 30/25/20 (46) «3/26/21 (+) 
Mh 12 3) +16 J0R +3025 /20 (06) -1/28/2 (-9 
Bh 157 M +16 30& 326/21) 434/29/24 (9) 
Wh мз 3» £6 JOR зул «34/23/24 (29) 
It MB 25 £16 JOR 2312722 (4) 35/30/25 (59) 
b 14 J6 £7 0 033/28/23 (+8) =38/33/28 (0) 
hh 1з 36 «17 зой «MM (4) -19 459 (33) 
Wh 165 36 17 30f. 34/29/24 (4$) 39/34/29 (21) 


Backs have a 10% miss chance (the equivalent of one-quarter concealment), 


rd 4 additional attacks, exch succeeding stack at a5 


NPC ROGUE 

Ability Scores at 21st Level: Str 12, Dex 26 ( 
gloves), Con 13, Int 14, Wis 10, Cha 8. 

Increased Ability Scores: 21st, Con 15 (42 for lou 
stone); 24th, Dex 27 (+1 for 24th level); 25th, Str 16 (+4 
for bell); 28th, Dex 28 («1 for 28th level 

Feats: Improved Initiative, Dodge, Alertness, Light 
ning Reflexes, Weapon Finesse (rapier), Improved Crit 
{cal (rapier), Combat Reflexes. 

Feats: 21st, Superior Initiative; 24th, Epic Dodge 
27th, Sneak Attack of Opportunity; 30th, Self 
Concealment, 

Class Bonus Feats: 24th, Lingering Damage; 28th, 
slippery mind special rogue ability from the Player's 
Handbook 

Starting Class Features: Uncanny dodge (Dex 
bonus to AC, can't be flanked, +4 against traps) 
improved evasion, defensive roll, crippling strike, 
opportunist, sneak attack «10de. 

Class Features: 21st, sneak attack (increases shown 
оп table below); 23rd, uncanny dodge (+5 against traps) 
26th, uncanny dodge (+6 against traps); 29th, uncanny 
dod, gainst traps) 

Rapier (Melee): +4 (21st); +$ (22nd-30th 

Composite Shortbow (Ranged): +3 mighty (+2 Str 


bonus) (21st-27th); +5 mighty (+3 Str bonus) (28th—30th’ 
S «1 (21st); 25 +3 (22nd~23nd); 26 45 (24th. 
2sth—3oth 
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Tante A3-10: NPC SoRcERER 
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Potions: 2 neutralize poison, haste, alter self, 3 cure ser 


Other Magic Gear: Cloak of resi 
анну, bag o 
lavender ond 
tection +2 (21st-22nd); bracers of an 
ring of protection +4 (237d-241h. 
(a4th-2sth}; ring of protection +5 (25th- 30th); belt of grant 

2sth-30th); bracers of 
might (26th-30 of freedom 
(a7th-30h), т 
fore (30th) 

Other Normal Gear: 50-й. s 
thieves’ tools, 


of Dexterity «6, winged 


п stone, ring of pro 
or +5 (2181-2304) 


strength +4 


of enemy detection (290-30 


NPC SORCERER 
Ability Scores at 21st Level: Str 8, Dex 16 
gloves), Con 15 (« Int 10, Wis 12, Cha 
ak 
Increased Ability Scores: 24th, Cha 27 
24th level), Dex 20 
28th level 


for loun stone 


+6 fo 


6 for gloves); 28th, Cha 28 


Starting Feats: Toughness, Improved Initiative 
Combat Casting, Dodge, Maxi 
mize Spell, Craft Wand, Spell 
Penetration, 

Feats: 21st, Energy Resis 
tance (choose one energy type 
24th, Master Wand: 
Spell Stowaway 
one spell known); 30th, 
Familiar Spell (stoneskin 

Class Bonus Feats: 23rd. 
Familiar Spell (chain ight 
26th, Epic Spell Penetration 
29th, Spell Opportunity 

Class Features: Summon 
familiar. 

Spells Known (21st-3oth) 
9/5/s/4/4/4/3/3/3/3 

Shortspear (Melee): +1 

Potions: 5 
wounds, 
Scrolls: 


choose 


Teleport, power 
word, stun, domination, prismatic 
spray, Bighy’s clenched fist, horrid 


D 


Spells ре Day 
АЛЕН 


че ав бла 
Aene 22 ene pps 
pena ха өвалвлрлі 
эрле ЕТИ 
зама 30 esperar 

141-16 оз 5» — eM IST. 
тюзню 22 бї 
улут уз ^n — элле 
тулуп 2 sapere 
neas о зз 35 зала 
monster IX; horrid willing, meteor swarm (21-2618) 4 
hor willing, 4 meteor swarm (27th-30th 

Other Magic Gear: Bead of force, wand of lightning M 
лак! case), cloak of Charisma +6, пт of wizardry Ш 
nk Youn stone; amulet of natura armor +2 (24st-26th) 


of prote 


+4 (2tst); bracers of armor 
of Dexterity +2 (21st 


2181-22nd) le 
gloves of Dexterity +4 (2214-2060 
wand of knock (22-30), braces 
23nd-24th of fireball (6th-level caster) 
23rd-30th); gloves of Dexterity +6 (24ch—30th); brem 

‘25th-30th); wand of improved invisibili wande 
stoneskin (26th—30th); amulet of natural armor «3 (27 
boots of speed (5 rounds of haste) (27th—30th); amulet ofn 


ring ef protection 


ural armor 4$ (28th-30th); crystal ball with telepathy 
29th-30th); earl of power (6th) (30th) 
Other Normal Gear: Dagger, alchemists fire 


NPC WIZARD 

Ability Scores at 21st Level: Str 10, Dex 16 

gloves), Con 15 (+2 for Ioun stone 
band), Wis 12, Cha & 

Increased Ability Scores: 22nd, Dex 18 (44 for 

gloves); 24th, Int 27 (+4 for 24th level 

+1 for 2 


for 
Int 26 (+6 for hal 


28th, In 


h level 

Starting Feats: Scribe Scroll, Toughness 

Combat Casting, Brew Fotion, Improved Init 
tive, Lightning Reflexes, Quicken 

Spell, Heighten Spell, Craft Wor 

drous Item, Maximize Spell, Spel 

Penetration, Craft Staff. 

Feats: 21st, Improved Spell 
Capacity (10th); 24th, Improved 
Spell Capacity (12th); 27th, Spell 
Stowaway (choose one spell known 
30th, Familiar Spell (teleport wit 

Class Bonus Feats: 23rd, n. 
proved Spell Capacity (111), №, 
Epic Spell Penetration; 29th, Im 
proved Spell Capacity (13th). 

Class Features: Summon 
familiar. 

Quarterstaff (Melee): Staff 
fro 
Light Crossbow (Ranged): +1. 

Bolts: 25 +1. 


ate A3- TI: NPC Wizaro 


[rr Crossbow 
led hp AC ка Spd (146) nan 
Te 5 25 4 OR ATEN зуп 
tnd 02 27 ой YT (+1) — asma 
за we n юк ien o men 
з om n YOR npn — +17/12 (2) 
ma ns om зок. Men — men 
Wh 100 29 СТТ 
ah mM 29 юк плом) NACA 
hh 129 29 »t T) — эмр) 
m» onn BOR Hd) 205 (2) 
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II (ıoth-level caster), tee out 
ry cloud, shapechange, wail of the ban 
lenched fist, horrid wilting, ma 


aro. acid fog, 
see, gy 
soter IX 
Potions: Cure serio ter self, hase ly 
Other Magic Gear: bracers of armor +8, headband of 
illt, staf of frost, rod of absorption, pink Iun st 
sings of flying ring of wizanlry 1 (21st-26th 

Bon +2, glover of Dexterity 42 (2180) 
imer +2 (2tst-24 


wounds 


ring of pro- 
пие of natural 
bj; gloves of Dexterity +4 (22nd—30th 
+3 (22nd-251h); wand of fireball (10th 
251-300); ring of protection +5 


v of frost 


ng of protect 
level caster 
зе зо); rin 
2sth—30th); amulet of natural armor «5, wand of 
link (29th—30th); crystal ball with detect invisibility 
ДУ) 

Other Normal Gear: Dagger. 


цз pen DAY 
mi 

Ast (spell levels 10th) 
nd (spell levels 0-10) 
ied (spell levels 0-110) 
lh (spell levels 0-12th) 
Ah (spell levels 0-12) 
2éth (spell levels 0-12th) 
Mh (spell levels 0-1%) 
Uth (spell levels 0-12th) 
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Spell slots of 10h level and higher are used for O-9th level 
feamagic spells. They can also be used to hold lower-level 
pels 
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EPIC NPCS AND EQUIPMENT 
Table A3-12, below, gives the gold piece value of the 
gear an NPC should have at a given level. If youre сте 
ating an NPC from scratch, select equipment whose 
total value is this amount or less and let the balance 
simply be cash (gold or gems). The NPC tables in this 
appendix use these figures for total equipment value as 
well. The value of an NPC’ gear increases more slowly 
at epic levels, just as epic treasure and epic PC equip: 


and for the same reasons. 

Because NPC gear accumulates more slowly, youll 
discover that it is very difficult for 21st- to 30th-level 
NPCs to acquire epic spells or epic magic items. They 
simply cant afford them until long after PCs can. In the 
case of epic spells, feel free to just give an epic NPC the 
epic spells youd like her to have, within reason, Epic 
spells are not "lootable; so when your PCs defeat an 
NPC with epic spells, the game balance isnt skewed by 
the PCs picking up equipment whose value breaks the 
expected average gp value they would otherwise gain 
for defeating a challenge at that level. 

If youre creating an NPC of higher than 30th level, 
simply continue the progression, increasing the trea 
sure value by about 10% from the previous level 


ment does 


Taste A3-12: NPC Gear VALUE 


NPC Level Value of Gear 
28 240000 gp 
2and 265,000 gp 
E 290,000 gp 
E 320,000 gp 
25th 350,00 ep 
ien 390,000 gp 
E 430000 gp 
28 470000 gp 
29 520000 gp 
30th 570000 gp 
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LEGENDS 
^! BEGIN HERE 


Songs are sung and tales are told of heroes Who 
haveadyanced beyond most adventuring careers. 
They confront mightier enemies and се deadlier 
challenges, using домів and abilities that rival. 
even he gods. RS 
PUE 
This supplément for the Ü&D" game provides 
Jevetything You need to transcend the first twenty 
levels of experience and adyance characters to 
virtually unlimited levels af plag. Along with epic 
таў items, epic monsters, afid advice on running 
an epic campaign, the Epic Level Handbook also 
featufes epic NPCs from the FoxGOTTEN Reains® 
and GREVKAWK campaign settings: 


Ta use this Supplement, a Dütiqeon Master also 
needs thexPlayer's Handbook, the DovGton 
Master's Guide; and the Monster Manual. 

A plauer needs anlirheFlager's Handbook 
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аара йш should help ther Mul eter ep po 
resin x needed. Spy бый clam (ther here ot 
tthe Fp Ll Handa) Бай oughly rt our 
chosen prestige clans and чап there 

To use this web enhancement, you should already 
have the EE evel мий xccenry by Andy Callin, 
Brace А. Cordell, and Thomas M. Reid 
Тыз коша material throught —— 
se Bascom ficial иеме: 

‘oul note bat every рга: clu аде in his 
enhancement i a 10e] clon. Tha no accident. 1a 
general epic progresions work best when applied то 
‘Prestige later witht lest 10 level Sch clase truly 
present бе facit of the character carer ina ay 
that shorter prestige classes [such a hose with only 
five levels) simply cant. The Wisto/Lort0 probably 
cll herself a шешәне (eventhough he eve dit 
bution sequal, but the Wis17/Wayfarer Guide 3 
seno сау оса wo Ња азмаз 

“That san some cases Байй ав epi progression 
for shorter prestige clas might be appropiate to your 
Campus Be very careful when cating eich a ore 
sos rom a rules standpoint, building an epic pore 
Son for shor prestige classes very had since many 
оине increases i power that can be accurately 
‘raped yor their url endpoint Some ight 
imply be a enllectina of similar but unrelated шы ас 
aures meaning that the ei progresdon would be ine 
more that a list of bon fete: Other ight demon 
state power intel rch tel bone ply 
‘rest balance when extended out toii 

Every epi level progesioninludes ast of bonus 
feats Thats Because точ prestige cases simply dont 


acum clas {енше at the — M 
level Mos prestige clases gan Bom feats at ate of 
оге every three or four levels based ов their the fe 
бита and ables (don forget include На Des all 
points, and elt alll Late when evaluating а clan's 
Power level} 1n cases where the epuclevel character 
hat lie elke going for t might gain а bonas fest 
tery we levels On the other had, class that min 
tain тон of thei class fetus acumltion might 
pina bonus feat only every ie level 

The bons fest help balance clases with one another: 
whe maintaining the general elo he prestige le 
Dos be sid toa to thee lists if appropriate fr 
your campaign but try not to go overhaul A bonus 
feat iat hat includes half the eic fet in the game 
doers really iit choses, пог dest diente that, 
character from those of other clauses. Ао, while the 
эше af a list significant їп determining the class 
power level и not nearly a important a ite rate of 
p 

Note thatthe epic feats described in the Erie Level 
Hyak эе designed fis snd foremost foe the char 
acter clase found inthe Mayer andis and Du 
aon Maret бише. Forme of the clase below ри- 
еу these with samo niches, you may not Bnd 
many ери ess to your liking youve playing such 3 
character, work with our DM ta create new epi feats 
taloed o your character aptitudes. for iste, эп 
pleas might wat more ing ted fons while 
э ерк. elemental savant may dese ets tht focis om 
bet lene magie 

Оне inal note advice: When yur epi ve hae 
tere ealatng his options upon gaining a sew lec, 
remember thar he hs lees at les ре other ши, 
to dont forget to check the advice from биче chiesa 
dL 


— — —EPIC ANIMAL LORD 


‘rom Maer of he Wald 
The epic animal lard is a paragon of natural prowess 
deo mone mima thu ame 


еринен of your chosen animal feats sich э Fast 
Healing and поба Health help yeu get slong in the 
wl. Ignore Mater Components allen you o forgo 
the awiorardsea of tranefesting your component 
ch taal frm. Select eter Бан bated yout 
азайта and peter made of combat 

чш spelling Б based са Wisdom, ae many of 
oor cll Your rela animal orm may аһо direct 


‘ths choice to Strength, Бедени, or amy other aii 

Other Options: Diminutive Wild Shape snd Fine 
Wild Shape may open up additional options for your 
‘eter wild chap diy 

Wit Dies ds 

‘Skill ines at Each Additional Level: 2+ tnt mod 
fer 

Spell The epic sal lds сше lve etl о 
her clans level The epi simal lords number ol spells 
per day increases until her caster level reaches 0th 

simil Bend The epic animal ld asima Hit 
Tice of animal companions equat twice her anal 
poen 

‘Animal Sense: The range of the epic animal lords 
animal етае ability ts equal to her las level quand, 
pem 

‘Summon Animal The epic animal Lond may se this 
sly one ational ane per day for every ик levels 
‘ined afer ый. Beginning at 12h level, de may ue 
the ability to summon 1d3 legendary animals of her 
selected group 

"Totem: The ер: animal lord does not gain ny ade 
вова tere afer Mh level stead he may eet her 
onis feats cer from her ela list or бот a list 
ат 

‘Bonus Festi The epic animal lord gains a Honus feat 
(lected from the а of epi animal lord feats or from 
thelist of bomi fest affiliated with her etocited 
animal) every three level йет. 

Epic Animal Lor Bonus Feat Lis: Diminunive Wild 
ре, Epic Weapon Focus (any naturel weapon зро. 
pelate to chosen animal), ent Healing, Fine Wild 
Shape, Ignore Material Components, Improved 
Combat Casting, proved Spell Capacity Тее 
Health 

тре Ald is Hel Litt pe Toughness, Legendary 
limber 

Ep Маден Bom Fel Lis: Damage Reduction Epic 
‘Weapon Foca (la or bite) 

"Epi Blond Ron Fal Lil Blinding Speed, Epi Skill 
Foca [Spo 

Epc Called a Fal Lol: Epic Skill cus (Move 
Sent), Superior iit 

"pi qoid Romi et Lt Epie Endussuce, Epi 
Speed. 

pe Матин Rou el Lt Armor Skin, Ele Skill 
Foca (Si). 

Tp Sold Boi Fn Lit Arte Skin, pied 
Combat ийге. 


pi Volford nas Fia ШЕ Epi Skill Focus (Wilder 
sens Lore) Legendary Tracker. 


Animal Lard 
mI юн 
H ‘Sima ane ent йй 
H ‘Simon anal tn] 
From Teme and Bld 


Condbising choice elements ofthe epic opie ud 
pie wizard, the epic arcane tikster i once to be 
reckoned with unless youre looking ovato having 
your aul booted 

Tn general, ow epic areane techies fous on ip 
pina ран роле combats selecting euch fem ae 
Minding Speed, Epi Skill Focus, and Self Conceal 
ament But since that deen lays work, think about 
Improved Sneak Attack and Improved Combat C 

бесеу and заемка ae importa dites or 
your skill Dont forget Charms, particularly if that 
ly influences your spelling sli 

Other Options Those arcane caters with panic 
larly noteworthy apllesting power should look to 
Automatic Silent Spell Automat Sl Spell, and Spell 
Opportunity. Both Lingering Damage and Sneak 
Ack Opportunity ме great options you can qual 
КЕ 

Ji Diels 

‘hil кыма м Each Additonal Level: 4 Int ier 
Spells: The epic arcane trickster’ easter level 
‘increases by one рег evel gained above tih. The epic 
sane мег павета spell er dry inetentes 
Re case level cher 20h 

Seale Азас: The epic arcane rihster sneak анас 
damage increases by de every 2 levels above Loth 
ogrompta Snesk Attacks The arcane tester ay 
ине this ality one additional time per day for every 
{our levels above Ph 

‘Ranged Legendemain: The arcane ticker may wie 
ibi ability one adil time per day for every four 
edes th, 


оны Fees The epic teste ticker guint» bonis 
e (selected font lt eic капе ticker ets) 
every 4 level ert 

Тук Arcane Ter yan Beat Lil: Automatic Silent 
Spell Automatic Sil Spell Blinding Speed Epi Skil 
Focus Improved Combet Casting, Improved Sneak 
Arsch, Improved Spell Capacity, Lingering Damage 
‘Sel Caneralment, Sneak Atack of Opportunity Spell 
Kaowledge, Spell Opportunity, spell Stowaway 


Arcana Titer 
m ipee 

М Myer ыу 
Й one prema dj 

h gionis ten жый бау 
Й one eprieran ау 

н прота ана Ма, 


— — —EPIC BLADESINGER 


perm 

‘The epic Hesinger melds эп. orp and magic 
ишә a hrattaking, deadly display of combat prowess. 

"pie Weapon Focus and Epi ипле» boost your 
sensi alsa does Minding Speed. Epi Tough 
Sete ep ak ир for yor low it potus паран 
Combat Casting and Improved Spell Capacity help 

Destroy Strength, and Intelligence ate you mont 
зарона lay scores so bump hoe up wen you сав. 

Other Options: Ашотане Sel Spell proves quite 
valuable to рео орет who can ually frie 

Ti Die de 

Ski ints at Each Additional Leve:2 ot ier 

Spell: The epic здейадег caster level s equal 10 
her clans level The epic bladesingers number of spells 
per day doesnot increase aie 1h level 

Road Feat: The eie дейре git а bon fut 
(selected fromm the ist of ei bladestnger feats] every 
heee level sher ath 

pie lange Boras Fa ШЕ Automatic Sul Spel, 
Blinding Speed, Epi rower, Epi Spell Focus, Epic 
“Teughes Epi Weapon Focus (кормой, proved 
Combat Casting, Improved Combat Reflexes, 
er Lowi ped pl as 


desir 


m 
— — EPIC BLOODHOUND 
‘rom Maer ofthe Wald 


‘Gace an epic Mood itn your ail you might 
wel мор suming, since nothing ов the planet can 
‘ep him nc mckiog you doe 

Legendary Tracer is a no-brainer, but Epic Skill 
Focus is another solid choice Epis Endurance helps 
you stay on the тай, and Epic Prowess and Epic 
Tonghneat wake sure you'll be able to handle your 
тий when you etch up 

"Wisdom and Dextety эге important fora variety of 
reasons Dont overlook Strength or Constitution, 
though. 

Other Options: Epi Boodhounds often fin them 
selves on the teal of powerful extraplanar сташ xo 
Вела Damage Reduction can be useful, And f 
oui rather take out your mark fromm 3 safe distance, 
conser Distant Shot 

Wit Die dio 

Skill Points 
pers 

Determination: The epic bloodhound insight 
onis to Cather Information, Spot, and Wilderness, 
Lore checks ade to deter the whereabouts 


Exch Additional Level: 6 + tot 


utk nete by +1 for exch level pened, 

Mark An ере bloodhound may have ane diosa 
snark per two levels gained above 10th (round up 

‘Bonus Feats The epic bloodhound gains bans Fest, 
(elected бош фе 1ш of eic Blood бав) every 
thre level fer th. 

yi Шай Bemus Fat Le Distant Shot, Epc 
Endurance, Epi rowes, Epic ЫП Focus Epi Speed, 
Epic Toughness, Epi Weapon Focus Fast Healing, Leg 
endary Tracker, enetie Damage Reduction, Ier 
ныш. 


ГЕЯ 
m spec 


porem 
The epic cavalier i der whens pea toe mater 
юзмей combat 
"кесш on feat tha 


жргн your combat proe 
auch ss Бис Weapon Soe or Онеге Conc. 
‘Armor Skin and pic Toughness Боом your defensive 
“Ши м wel, And af ese no wel eepeting epee 
ser pases up pi kil ecu (Rie), 

Strength ithe mot import ability score for mont 
po 
oor Ride dll modifier te signiîcant a well 1 hand 
{ogo wrong by adding point to Const 

Other Options: Command a powerful соһон ага 
legion of troops by selecting Epic Leadership or Lag 
cary Commander If youre good и mounted archery. 
conser some ol the archerybase feat, such аз Dis 
tant Shot or Sem of Aros 

Hit Dies duo 

Skill Point at Each Addi 
E 

Tall tn che Saddle The epic caaier¥ bonus wo ide 
checks made to negate» hit against his mount 
‘crests by 1 point every odd-numbered leyel above 
p" 

ей Charge The epic cavalier may ше ioci 
ns asia е рег day oc every ve lere bove 
pes 

‘Mounted Weapon Bons The ei cavaliers bons 
to attack rolls when using а ког} while mounted 
эстене by 1 every even-numbered level above tih. 

н bors to attack тойа when ting lance while 
mounted increases by 1 every odd-numbered level 
aoe lo 

‘Ride Bont: The epic alert coenpetenee bo o 
Bile checks mmereases by З ро, every oll numbered 
level above tod 


боа бош 


——— 


ona Feats: The epic eaalice gui а bom fent 
(lected frm the lit of ерис cavalier fati) every four 
levels air 10th 

= Canter Bras Fa Lt Amor Skin, Devastating 
Саг (lance or any sword) Epic Leadership, Epi 
Ракем, Epic Reputation, Epic Skil Focus (Ride) Epic 
Toughness Epi Weapon Faces, Legendary Comman- 
des Legendary Ries Overwhelming Ciel (ance oe 
any word). 


over 
ич et 
ıa Bey Cre ja паат weapon nar 
м Балу Chg ap помні weapon nar 
Se Балу Chg ia noua weapon nar 
то ead Chg spy помні weapon nar 
за Dedi Charge a mourn weapon nar 
rom Mater of he Wi 


The epi deptood ipe hat bist and ead 
her target das are almost certsinly over 

Since ost all bout archery, you should focus om 
thove feats that арене that spite such at Ditant 
Shot, Ege Werpin Focu proved Manihot, arm 
prepa mium 

Dexterity is the brend and buter of he epic deep- 
wood epee Wiskon ian cepe second choice. 
‘Other Options: For those unpleasant stations 
when you find yourself closer to 3 target than youl 
prefer, pickup Combat Archery Crossbow Wilders, 
‘hold ook to tote Reload. 

мате 

Skil Point at Each Additional Level Int melt 
fer 

Concealment Reduction: An epic detpwood 
sniper niet chance nint opponents with conces 
ment drops by 10% for every fou levels gained ser 


1h tain of 0 edo at heel This 
cat eds the mit chance to let thas ON 

Consistent Aim: The ei deepwood sniper may we 
this ality one ational time per day for every three 
levee gained afer th 

Projectile Improved Critical The critical damage 
‘multiplier of the epic deepwood snipers projectile 
weapons increases by 1 for every five levels gained 
жел. 

Roma Feute: The epic deepwood sniper pia 
onus feat (elected from te lt of eple deopund 
sniper eat) every four eels er th. 

ye Deel Supr Ro Ft Lit: Combat Archery, 
йш Shot, Epic Prowens, Eie Weapon Focus (am 
bow or соз}, Improved Mano, botas Kel, 
елене Damage Reduction, Swarm of Arrows, 


Despesed Sniper 
m Spel 
H orn m ay pre nord 


И aint om fay concealment 


‘rom Mal ofthe Pe 

‘he epic divine agent may well be her deity most 
ower mora servant. 

‘Since mos divine agents are formidable spellers, 
look to the yous feats hat improve thor sy such 
Epi Spell Penetration (particularly ше against 
the many outsider youre likely to face), proved 
Spell Capacity, end Epi Spelling, To help ensure 
quus survival in dire cieetmnetanees, pick ар Epc 
Toughness 

Ara divine арасан, айлаа ia your most por 
tant ais score, Charisma i often a good option es 
well Other choices may depend on your career before 
becoming dine ape 

Other Options: Extremely powerful sellers can 
Jacket feat such as Ашап: Quicken Spell and inen 
чу spell ата Turning isa great choc for ep dine 
agen Во began their career ак lence oe pili. 


Hi Die dt 
‘hil Points м Each Additional Level: 4 Ine ier 
Spells The epic divine agents caster level increases, 

rone level for every to level азай above 10d The. 

ple divine agent stie of pelle per бау асма 
til her carer level reaches 2h 

‘Godly Git: Every three levels after oth the epic 
Aine agent gain another gly This te usually the 
sling wee spl бом oe f the epic divite get 
‘domains (up to 9 level) a4 3 spelklike ably Altern 
sively, the epic divine agent may gain one additional 
sie per day ofa godly it he already posses 

‘Bons Feats: The pe divine арин inta bona ut 
(lected frm the lit of erie deine agent feats) every 
thre level fer 100, 

p Dine Age Honus Fea Lt: Automate Quicken 
Spell, Automatic Silene Spell, Automatic still Spell, 
onus Domain, Enhance spell, Epi Spell Focus, Epic 
Spell Penetration, Epc Spelling, Epic Толев, 
Eutended Lifespan, Ignore Material Components 


Improved Alpnmentdsel Casting, Improved 
(Combat Casting, Improved Heighten Spell, Improved 
NMeramagie, Improved Spell Corsi nens Spell 
Muleiepell, лыг Turning, ermanent Emanation 
Spell Stowaway, Spell Opportunity, Spontaneous 
‘Domain Accom Sponttects Spell Tenaciout Magie. 


Divine Agent 
€ ш 


EPIC DRAGON DISCIPLE 


“rm Teme and Bld 

ТЬе rare dragon docile who continues his progress 
‘beyond apotheosis finds even prater drseonle power 
seating him. 

‘Mite your drsconie ancestor with feats such ae 
Armor Skin, Damage Кейисе в, Epic Toughnes and 
Extended Lifespan Epc Powess snd erect Malt 
n———— MM 

improve you Strength ond Charms above all other 
pros 


Other Options: To become n legendary athe moet 


реже droga бишей ele feats ich ш Epi 
epuaion and Ери Leadenhip 
Tia Dies dio 


Sl Point at Each Additional Level 2 + Int mad 
fer 
Spells the epi dsgon disciple doesnot gain any 
‘a spells sher ot eve 
Natur Astor: The epic drin идр аш] 
эгин bonus increases Бу 1 oin for every thee levels 
Merit. 
ih Weapon: For every three levels afer th, 

the epic dragon disciples breath weapon deals a 
sddisonal twp dice of damage i his breath weapon. 
{fies эк dice st 10th evel or ап addons one die 
of damage (i ls breath weapon inflicts three dice at 
Jd level), Any additional dice are of the same type 
(4, de di ordi) a his breath weapon normally 
pr 

"Bonus Feste The epi dragon disciple gains a bons 
feat (lected from the list of epi dragon disciple feats) 
very four levels afer tb 

pi Dragon Disciple Konus Feat Late Armor Skin 
Damage eduction, Eple Leadership, Epic Powe, 
Epi Reputation, Epi Toughness, Extended Lifespan, 
Improved Combat Casting, improved Darkvision, 
Improved шту Vaio, proved Spell Cape, 
кейга uliweson Fighting 


Drngen Disciple 
ич озшш 


EPIC DUELIST 


porem 

The epic дийди dot ad werte in combat, sly 
ing on hic extraordinary agility and cunning to win 
pen 

Corbet selaned ем» should cecupy met of your 
Vas det Lock to Epic Weapon oc, Epic owes, 
sod Superior Initiative o gain the upper haad. Of 
course, no delist ts complete without widespread 


cognition, and Epic Reputation does the tick well 

“The epic desi mr варата ability асте De 
rey Intelligence bumps help increase your салу 
lese. Stent tant as significant for mos duco 
tince thoy tend a бног ee тарона, dick 
"lier on intercon ail should conde instat 
(Chane fn time tne 

(Other Options Epic diclis favoring esp 
coria should lok to Pere Two-Weapon Fighting 
tnd Two-Weapon Rend fora boot To really show ff 
айт ker morts ck up Exceptional Deflection 
sr Infinite Deflection and watch the enemy scher 
perum" 

pum 

Skil Point at Each Additional Level 4 Int modi 
fer 

Precise Strike: Every four levels above 10th, бе ext 
damage inflicted by the epic ducite precise strike 
‘merase by de 

Bonus Feats: The epic duclist gains а bonus fes 
(lected Som the Ба of epic ducit feats very thre 
авала. 

"pie Duelist Bonus Feat List: Blinding Speed, Epic 
риле, Epi йериайов, Epi Skill cas Epi Speed 
Epic Weapon Focus (rapier), Exceptional Deletion’ 
Improved Combat Reflexes, Improved Whirlwind 
Апае, Infinite Deflection’, Perfect Two-Wespon 
Fighting, Superior Inia, Tuo Weapon Rend. 

"The sic duzlint need not have prive Unared 


Strike gual or these бв. 
p 
m зна 


EPIC DUNGEON DELVER 


po 
ИГ you plan co venturing каравеле dungeon 
empl there no one beter to ae song dh the 
plc dungeon deer. 
‘The eie dungeon deler sprint Ње vus of ets 
thar keep her ше rm harm, such as Eple Dodge and 


тор Sere ou сий go wrong With pe ЗЫП cto 
Legendary Climber. 
Осен and Inteligence help most of your impor 
tant skill, Depending ов your other aptitude, 
Constitution, and Wisdom ar al rstonable 


sn: Epi dungeon delvers who fae 
combat frequen should consider Superior Initiative 
oe Fst Healing 

Wit Die de 

‘hill int at Bach Addisional Level: $+ Int modifier 

Danger Sense (Ex) The epic dungeon delvers 
‘ight bonus on Reflex saves avoid traps, dodge 
bonus to Armor Clo against stacks Бу пара, and 
‘insight bon on Spot check male 1o spot creature at 
the beginning ofan encounter increase by 2 every Ave 
levels gained above th 

‘Blindsight: The epic dungeon delves blindsight 
range improves by 20 feet for every ix levels gained 
above th 

Treasure Sense: The range of an epic dungeon 
delver treats tent creates by 100 fen for every 
level gained above Lk. 

Bonus Fest The epic dungeon deve gains a bonus 
{ea elected fom the li of epic dungeon dele feats) 
very thee levels fier 10th 

pe Dungeon Deher Hons Feat Lt Blinding Speed 
pie Dodge, Epic Sl Foes, Ei Speed, ан Helin 
Improved Darlvision, Legendary Cimber, Superior 


Dungeon Dever 
ч Sin nee 
HE E 
Hore 
EPIC ELEMENTAL 
SAVANT 
Toro 


The epic elemental savant нен for power ond sot 
end with her tranfoemation ino еше мы] form — 
эней, the ean conte and discover even greater 


Spelkseing i you forte, o look to feats that стене 
ibat apts, sch өз Epic Spell Foes, Epic Sela 
ing, and Improved Spell Capacity Armor Skin and 
[age Reduction boc your defensive rows. 

Tocut pri Ње ality se (Charis tel 
gence or Wisdom thar айесь your ареал. 

Other Options levee following this path should 
consider Planat Turning, since these likely to 
К many hostile explant cesar 

Wit Die de 

Skil Point at Each Additional Level: 2 Int modi 
fer 

Spells: the epic elemental savant caster level 
increases by one per level gained above th, except for 
any level tht ends ta (ch a 20th or] The epic 
mena savas number of spells per day increates, 
ttl her atr level reaches 20h, 

Elemental Focus The sve DC for any spell iting 
the epic elemental sxvatt’schoten typeof energy 
ама Бу 11 for every three level aftr Sh 

емен enetetiot: The competence modifies to 
caster level checks made by the ei elemental savant 
‘when casting a spell using her chosen typeof energy 
‘erases by 11 for every бите level fier ih 

"Bonus Feats: The epic elemental vane panes bonus 
{eat (elected бога the lt of eic elemental eant 
feats) every thee levels ser tod 

"pi Elemenlal Savon Sonus Fel Lot Armor Skin, 
Damage Reduction, Epc Spel Focus Epc Spending 
Extonded Lifespan, Improved Combat Сынар, 
юрней Spell Capacity, Hanar Turing, Spell Knowl 
edge Spell Stowaway, Spontaneous Spell 


Bemenal Savant 
T [o 
EPIC FRENZIED 
BERSERKER 
“rom Mae of he Wid 


Few mortal beings сал ирин the destructive capabil 
саће ope ted eser. 


Feit that augment yout белар ability ae obvious 
choices but dent evetlock mene ийнан options 
such pe Prowes and fast Healing 

‘our Seng and Const cores should Ье 
five ably boost mow olen Dexterity god thin 
option 

‘Other Options: those few Беда Белеет who 
care shout hosting thet defenses can pickup Damage 
Selicticn or Egi Toghte 

[ws 

Skill Points at Each Additional Level + 1t mod 
E" 

renzy- The epic frenzied berserker may enter 
say coe aditonl iie per day fo every тко lica 
‘ined after ath In addition, tthe DA option, any. 
pelea chat alee rage our as Chaotic Hage) has the 
ste effet on the Бешдей Босе fen ability. 

Inspire Frenzy The epic frenzied berserker may use 
ын ЫШ one вашта time рег day for every tro 
levels gained ler 10. 

Bonus Feats: The epic евна berserker gaint 2 
onis feat elected from the lint of epi fenzied 
erre feats) every thee eel fier tih 

pe Freie Becker Bii Feet Lo Chaotic Rage, 
Damage Redaction, Devastating Catia, Fic owes 
Epi Toughsew, t Healing Overwhelming Cote, 
retra Damage Kedron, Ruinous age ering. 
Rage Thundering Rage 


red Besser 


m pen 
D Foy ay 

u spen fer jy 

Й Fry Tay bona eat 

h re 

H Ine fero ny bon feat 
5 re 

н Fy Vy Pena eat 

Н Кеете 


ЕРІС САТЕСКАЅНЕК 
“rom Maal ofthe Nama 
The epic queer i quits оенду а headache of 
commie peopestione to thote who der to maintain. 
deren the planes 
‘Since the epi gatecrasher cant help but get into 
trouble, he sould lnk fr Gent меб in eh etur 
tons, including Binding Speed, Epic Touplnes and 
‘Superior iive Energy Resistance, Epc Spell Nene 


‘ration and елеше Damage Reduction help him deal 
sth the denizens of the planes Бе vit 

teligene,Chasama and Deroy al help the epic 
ратан keep hls wite ош kim and his feet under 
p" 

‘Other Options: Few gateerashers would mind 
faving an Epic Reputation, and once youve established 
that why net stick around with Extended Len? 

iit Dice dé 

Skill Point at Each Additional Level: + Int melt 
fer 

“Analyze Portal (Sp The ele pteceher gains one 
additonal daily se of ee ability per level gained 
Above 10th. 

onus Language: The epi peche gains a free 
language every three levels after 10th, chosen from 
thom etamonly spoken on ойыс planes 

ona Feste The epic grscrer guna bonis Ба 
елей from the ist of epic goteerasher ea) every 
mrs dert 

Tpic башкым» Honus Fat Li: Blinding Speed, 
Damage Redaction, Energy Resistance, Epic Кери 
"ion, Epic МЫП Focus, Epl Spell Penetration, Epi 
Toughness, Extended Lifespan, Tenctrate Damage 
Reduction, Туды, Superior Initiative 


сикти 
а spel 

‘rm fede of the ale 

The eic holy Шеннон i an enduring pebol of i 

sty und feed fom ree 


You can Boost your ollemsive power with Epi 
Provess Overwhelming Critical, and similar et bt 
dant ovesook defensive bont such at Actu Skin 
sod Epic Toughness. Crest Sting and Holy Strike 
‘ode сазовар lr your nite xl bl 

Charisma, Strength, and Wisdom ae all critical for 


(Other Options fp holy liberatos who Ше to turn 
кейе! ny wt to select Pasar Turning o Posie 
Energy Aura Wid Epi Leadership you ean obtain the 
service of poeta ly to Your cate. 

Wit Die dio 

Skil Bois 
= 

Spells The epic holy berate caster level is equal to 
эи eat level. Tbe epic holy liberator’ simiber of 
spell şer day does not incre aie b evel 

Бане Evil (Su) The bonne damage inflicted by an 
epic holy Шынай emite evil апос бизче by 1 


ach Additional Level: 2 Int mad 


goin per evel inel 
Turn Undead (Su) The epic oly liberator urns 
rend aa lee of ruo ers uet ar tora, 
Celestial Companion: The ci holy Маат све 
til companion continues to increase in power Every 
fhe level lier 10th, the celestial companion gain +2 
bons HD, its natural armor increase by +2, its 
Strength uljitment increases Бу +1, and ita Intell 
agence increases by +1, The celestial companion spell 
‘sistance equals the hol liberator character level 
‘Bonus Feats: The epic holy liberator gains s bonus 
н (elected nthe ito epic hey Mbertr fea) 
very thee levels fier 10th 

Tp Нау оа Roue Fat Li Amar Skin, Deva 
‘ating Cota, Epic Lese Epic Powe Epic Rep 
Staton, Eple Toughness, Epic Wespon Facts, Crea 
Smiting, Holy Serike, Improved Combat Casting, 
рине Spell Capacity, Legendary Rider, Overwhela 
ing Сакай Permanent Emanation, Planar Turning, ow 
‘sve Energy Аша, Spectral Strike, Spontaneous Spell 


Holy ibertor 
T тз 
EPIC HOSPITALER 
rr finder le Fal 


The epic homer ves only tà potet thate of his 
‘uth wherever inthe world hey right be 


In many eases, the epic hospltslers sword and shield 


ell that tind between het charge and the forces of 
kl. Epi Powe, Armor Skin, Epi Toughness, Epic 
expen Focus, and Overwhelming Critical ace all 
osea 10 you Epi Reputation helps you get ff on the 

ibt foo no шонет wt farli nd you vii 

The epic hospitalr depends on her Charit and 
Senge above all ee 

Other Options: Those ерис hospltalers who nd 
themselves facing undead wid frequency sould look 
зотон Energy Аша or Spectral Ste By selecting 
Epic Lesdesip You can ensure that your quest wos 
Гота 

Wir Die de 

p————— 

Spell The epic оңа citer level nests y 
оге per level pine above 1th The eie spiders 
umber of spells per day increases unt her сае level 
тасма иһ. 

Lay an Hende The amount of билне an ер hon 
ийт can core by touch continues to тезе as her 
Баасан, 

Turn Undead: The epi оар urn idend ма 
ees fru level lowes roce. 

‘Bonus Feats The ерис hospi gains а bonus eat 
elected бош the list of epic hospitals feat) every 
to evel firth 

Fj Hae Ronas et ———— 
сие Epic Leadership, Epic Ponens Epic Корша 
Чоп, pie Toughness, Epic Weapon Focus, Improved 
(Combat Casing Improved Spell Capacity, Overwhelm 
ing Critical erect Health, Iermanent Emanaton 
Faser Turing, Positive Energy Aur, Speer Sere 
Sponeanet Spell 


а spel 


peram 
Aire de pe matte miris the cs within the 
storm: tin bale, he eames the storm isl. 
The cp mater toe! shoul balance pe power— 
symbolized by such feats at Epic Weapon Focus and 
(Overwhelming Саса ий cunning, using such 


hole at Minding Speed мй Superior ie. 

The epic master кипы values Strength above al but 
Dexterity and Charisma are sao important 

Other Options: To build за army the epe master 
sae Ше} to need Epc Leadership and Legendary 
(Comino Taking Epic Reputation сий hun, either 

ГҮ 

Ый йыма at Each Addisional Level: — 

Strengths The epic matr tert say ме his 
айну one odio! tne per dy or vey тко levels 
ined shove ah. 

"Attack The pi master mural may use this di 
diy one additional time рег day for every wo levels 
satel shove зө, 

‘Bonus Feats: The epie master атша рина abonos 
dest (elected fom the loto epi master samira ets) 
very the levels aie 1h 

pe Maer Запалі Ro Fes Lût Armor Ski, Blin 
ing Speed, Devastating Critical, Epic Leadership Epic 
Bowes, Epic Reputation, Epic Toughness, Epic 
‘Weapon Focus usar sor), Legendary Conan 
Ча, Overwhelming Critical, Super анан 


Master Samara 
m spel 

x ‘teen ny 

H Varna den, 

H p ушу Бома at 
H КЕ 

H ‘cen iy 

x ara és tms at 
H шее ja 

M каа тап, 

H шари jdn bone fet 
Н КЕТУ 


EPIC PLANAR 
CHAMPION 


‘Pom Maal of ihe Paes 

The ерис planer champion victories dont just span 
olds they span erie uires 

A этап ерис planar champion balances offense with 
defense, alternating choices such à Epic Weapon 
Focus Epc owes, and fenettate Damage eduction 
‘with Armor Skin, Damage Reduction, and Energy 
Бешимге. Of ete, ocr epi planar changin, 
who doesnt take the time along the way to build on 
Epic Reputation far kere 

Depending on the epic planar champions combat 
aye, either Strength or Dexterity shouldbe her int 
hoic frailty increases Her specific background 
moy dica other options well 

‘Other Options: Once the epi planar champion has 
carved out her domain, Legendary Commander helps 


m————— нЫр 
saree shell have a powerful lieutenant at her cide. 
"iie Spell Ientaiom or Hanar Turning night ln be 
good choices she has the right background 
мане dio 

Sk Points м Each Additional Leve» Ine ier 
Favored Hane: The epi planar champion may select 
ene addicional favored plane for every ve levels 
guid above Loh, Boite fe povitsEvered planes 
passum 

‘Bonus Feats: The epic planar champion gains а 
trons fet Gelecied Eon he Ба of epic plat cham- 
pln eats) every thre levee afer 10. 

pi Planar Champion Sonus Fel Li: Armor Skin 
Damage Redaction, Energy esistance, Epic Leder 
ship Epic Poe, Epic Reputation, Epic Spell eret 
tion, Spic Toughness, Epic Weapon Foci, Epic 
Weapon Specialization, Extended Lifespan, Improved 
Favored Enemy, Legendary Commander, Пее 
Damage Reduction, Perfect Healthy, Pasar Turning. 
“May instead apply to natives of one ofthe epi planar 
ашар food planes 


Pana Champion 
m pon 


EPIC PLANESHIFTER 


p 
the epe planer ast voit it из probably 
sot worth calling a pne 

The epit planeshifiet is best olf picking frate that 
tod le splicating рине, uch м Enhance Spel, 
Epi spell Focus, and Epic Spelleating Energy Rest 
tance and Epi Spell ementi helps him deal with 
the inhabitants and hazard of the planes he Vt 
Focus on improving the ability core (Intelligence or 
Charisma) tha alic your arcane sellasing ai. 
Anything else ia distant second 

Other Options: Extended Liferpan lett the epic 
plese enjoy his demiplne for even longer tha 
mod. 

Wir Die: dt 

‘hil Points м Each Additional Level 4 овог 
Spell he ерк planers cae level increases by 


one level every time he gain clas level ending tn 2,3, 
A610 oid OL The eic planeshfersnimber of pelle 
per day increases until Ыз caster level reaches 20h 

Analyze Portal (Sp: The epic plancher paa onc 
additonal daily use of this abl 
above oth. 

Morphic Stability (ts The range of shte ability 
астаан by 30 feet per level gained above ОБ. 

Семи Planar Survival (Su: The epic раена 
am extend his planar survival oli to one addtional 
enon per level gained above tud. 

Planar Area Swap (Sp: The radius ofthis effect 
игене by 100 feet per level gained оне той. 

‘Bona st The ei planer galt bor fut 
(elected fom the hr of epic planesbter Fests) every 
thes evel sher 10 

pc Hanif Bro Бы Lt Antia Quicken Spel, 
Automat Stlent Spell Automatic Sl Spell, Cri pie 
‘Wonder Басы hem Creation стіна tem) 
Energy Resistance, Enhance Spell Epc Spell Focus Epi 
spell Penetration, Бри: Spelleanting, Extended Шап, 
pore Mae Conponets,Inpeed Coit Caring 
Improved Heighten Spell, Improved Матад, 
Lampe Spell Capacity Mulopel Permanent Emons 
чоп, Spell Knowle, Spell Stowaway, Spell Oppo 
iy Spontaneous Spell Tenacious Маре. 


per level gained 


тием 
Г 
тац перас gee pins 
2b lm bin ge pane 
yen ane pert more aby, 
тэл ашы шин, pras шар 
Malm dian gute 
wo elma. guns 
Я ret ne prd mrp bin, 
rt аш шм, ралы эта шар 
Nelms gu ine 
bl mrt. guns 
ОО Gon ot sa portal more aby 
тэл аш sev pra эта шар 
а роодо ble E 


EPIC NINJA OF THE 
CRESCENT MOON 


Fan Seded fi 

The epic ninja becomes Ше living hadi, ning 
dessen peels cf darkness without Кенири trace 
excep her vit, 


‘While combat feat sich a pie Bowens кый 
improved Sneak Attack эге quite useful 1o he epic 
inj i often beer to bypass combat lingether: Epic 
ЗЫП oes, Legendary Climber and Self Concealment 
cun then the diffrence beeen succi ct iure ов 
the ardeat isons 

Deserity i the epic ninjas bestfriend. Charisma 
helps her kuj kir sly and Wisdom ie god foe hel 
ig her pick out hidden сеш. 

‘Other Options: If oa routinely ace bow-wielding 
nuns pick up lit Deflectiono flc Arrows It 
‘ou can meet ереен анау by pling up 
lest 10 levels of rogue think hard about Lingering 
Dosage or Sneak Апас of Opportunity 

Hit Dies da 

Sil intent Each Additional Level: ¢ Int modifier 

Sneak Attack (Ex) The epi nin 
damage increases by tdi every odd-numbered level 
above 10th 

AC Bonus: The epic ninjas Armor Class bonus 
increases by +1 for every five levels gine above th 

эрде Abilities The epic ninja саа ше kut rian 
изачЫйу one additional time per day per level gained 
shove 108 The darn ofthe ере тшд} pseu fem 
Incresesbyt ound per level pained above 10th. 

‘Bonus Feat The epi Ninja ol the Сенсе Moon 
рона bonus fat (elected feo the lac ope Kinja of 
the Crescent Moon fests] every three levels afer 1th 

yi Nin of the CM Вне Бы Lt Bing 
speed, Epic Dodge, Epic owes, Epic skill Focus Epc 
‘Speed, Exceptional Deflection, Improved Combs 
eese improved Sneak Attack, Infinite Deflection, 
Legendary Climber, Lingering Damage, Reflect Arrows, 
sel Concealment Sneak Аза of Opprtsity 


soni tack 


Nine ofthe Crescent Moon 
lant Spa 


EPIC SPYMASTER 


p: 

Theepie урина would be legeadesy or hardly 
tw sume strate dents arl anyone ine 
‘whose wat 


"pic Skill Focus and Polyglot can help you matan 
cover dentes сато Fo 


inde sod Deters 


Mind are peat at helping you vnd dangerous spell 
«беа» Ac for combat stations there ne denying the 
‘ale of Improved Sak Attack or Superior niit 

“he epic spymaster should keep three abilities in 
mid when selecting her ability increase Charisma 
(Chavis, and Charisma. Bering that choice think 
shout Wisdom чейре все or Deer 

‘Other Options: you can qul consider Linge 
sng Damage or sneak Atak of Орон 

Wit Die de 

‘hill дыма at Each Additional Level: 8 Int modifier 

(Cover Identity (Ex An epic spymaster can mai 
опе additional cover identity for every three levels 
pr 

‘Sneak Attack: The epi spymaster sneak stack 
damage inerenses by «tdi every odd umbere level 
above to 

Required Ranke: At every spymaster level the egi 
spymaster must spend st lease 2 il рош ов а Cri 
Profession ar Knowledge skill lating to one of her 
cote cot iets 

‘Hons Feste The epic spine різав Боны fnt 
(selected fom the ist of epic spymaster feats) every 
thee evel sher 10 

pi Spmader Bonus Fel Lol Deaterous Fortitude, 
ешеш Mind, Epic Sil Focus, proved Sneek 
‘Attack, Lingering Damage, Ыры, Sneak Attack of 


m PE nd 


H ed ae bon cnr ty 


EPIC TEMPLAR 

rr Dile e Fal 

The epic templar ia mighty chosen protector of her 
ety holy ground 

You live and die with your combat capabilities, s0 
dcos on feats such ss Epic Prowess, Armor Skin, and 
Damage Reduction. Epic Weapon Focus and Epic 
‘Weapon Specliaión demonstate you devtion to 
your days chosen weapon Great Smitin and Тепе- 
trate Damage eduction help even the odds against 
pour 


Your Stength and Constitution keep you alive, so 
aoa them Wiener yo сш. 

‘Other Options: Templars wha favor ре Шевни 
sold look Improved Combs Casting or improved 
Spell capi, 

T Dies dio 

sil тым» м Each Additional Level: 2+ Ine modifier 

Spell The epic паар ester level ia equi to ber 
tlie The epi шуш ber of pell per dy 
doc zo icrene aer th level. 


Soie The epic templar may use her smite dispone. 
аата rime per Jay for every Sie levels gained 
above Mth The bons damage i equal to her clase level. 
Damage Reduction: The eit templar damage 
reduction increases by 1 polnt for every three levels 
above ath 

Renae Feste; The epic нар! uiné x bonus fnt 
(deleted Som the йи cf epic temper ii) very ur 
levee afer a 

Ep Templar ema Fel Lit Aemor Skin, Damage. 
eduction, Devastating Спіса, Energy Resistance, 
ple Endurance, Epic lowest ріс Weapon Focid 
(dics favored weapon), Epic Weapon Speciation 
(deity favored weapon), Great Заң, Improved 
Сон Casing Improved Spell Capacity Overwhelm 
ing Сине. тене Damage Reduction, 


Terplr 
а эн 
H Srna alay DRA, benu 
А Des 
a En 


EPIC TEMPLE RAIDER OF 
— —————— OLIDAMMARA 


ron Song and lene 

‘he epic temple тает dosnt ин wipe religious icons 
{fom shrine ос wandering pilis planning how 
tw ck Boeats own sph out ah study 

pic Skill Focus help you get the job done like no 
iler Sst. Tip Sene and Epi Speed help you ned oe 
‘outrun danger. And or chore timer when you js сий 
‘id combat ry Improved Sneak tack improved 
со Casing. 

ырыр your Пену ated Intelligence help out 


yo мон nent dill ile a incened Windom, 
sr your арена proven 

‘Other Options Г you meet the preroguites comer 
poling up Lingering Damage or Sncak Ata af Орт. 
ein The ене tol idee wh oris ов pelle 
ing dendd thnk abo greed Spell Capacity 

Wit Die: de 

‘Skil Fines at Each Additional Level: Int medi 
= 

Spell: The epi tape der сше ae equal to 
hl clot level The epic temple rater number cf pelle 
per day does aoc incre air 1h evel. 

Sneak Attack: The ei temple der shea attack 
dismage зама by 16 every thre eel above ih. 

ve Bonus: The epic temple sider luck Бош o 
sng throws increases by 1 point for every three 
vcre t 

"Bona Fett The epic temple der of Ода 
‘pica a bonus fen (елей rm tbe lat of ei empl 
‘ides fea) every three evel sher th 

"с Тир Raid Bom Foal Lil Blinding Speed, Epic 
Sl Focus, pie Speed, peeved Combat Casting 
Improved Sneak tack, Improved Spell Capacity Lin 
gering Damage, Sneak Ааай of Opportunity, Тар 


“Temple Raider of Oldammara 


— —EPIC THIEF-ACROBAT 
‘rom Song and Silence 

ше simpy de epic thief acrobat сап olen get ио 
(and ош of) pest no one cee сой even drezm of 
Legendary Climber, Legendary Leper: and Epic Sill 
Focus are key for boosting your primary ati of pe 
lalizaton. Blinding Speed, Improved Sneak Attack, 
and Superior diae ae rent 1o have when you must 
бм рән эв atc, 

“The epic thieFacrobat should boot er анар and 
ресе whenever posible 


Other Options For even решен ней, look to Self 
Concealment Thotethiefacrobate who сва qualify 
sien enjoy Sneak Аный of Opportsity 

it Die de 

sil Points м Each Additional Level: —— 

Slow fall The falling distance thar an ерис басо 
киси ignore ncesies by M oe every tree eels 
te ter th 

‘Sneak Attack The epic thief acrobats anek attack 
mage creer by ide for every ive evel above th 

‘Bonus Feats The epic hic acrobat gains 3 bonus 
eat Беан from the list of ele te aerbat feats} 
tery two level afer t0. 

Tp Tc Acha Rena at Lil: Binding Speed Epic 
Dodge, Epic Sal Focus Epi Speed Improved Combe 
Reflexes, Improved Snesk Анас, Legendary Climber, 
Legendary Leper, Sel Concealment, Sneak Ане of 
(Opportunity Superior Inti 


m" 

"M 

Я Сананы 

j Em 

Po mene 
EPIC WARPRIEST 

DEDIT 


The epic зерден lue for the sound of bate, len 
commanding series that stretch ta tbe ortnm and 
pen 

For building and keeping an amy you cant beat Epic 
Leadership pi Reputation and Legendary Commas 
des Armor Skin and Spe Toughness herp you ave and 
well in the sca chat of battles Бени ich a Bona 
Domain, Improved Spell Capacity, and Spontaneous 
Domain Access оон your spellcasting powers 

Your spellessting depende on Wisdom, but you 
shouldnt neglect your Charms Strength and Cons 
tution make reasonable options for ability boosts a 
m 

‘Other Options Evil warst should consider Neg- 
ие Energy Burt, Undead Mastery, and Zane af At 
ration to build and suport armies of undead minions 

Wir Die ds 


Sal Points at Each Additional Level 2 nt mad 
= 

‘Spells The eric warpieats caster level increases by 
cone level for every level gained above 10th The 
pis warprets number of spell per day increases wl 
‘is cater level ences d 

Tum or Habu Undead: Levels of warpiat count 
tewal cleric or paladin levels when tuin or eke 
ig undead 

"Rally The monde bees hile ra to the pic 
sonent allies increases Бу 1 point per level gained 
dove 10h. 

laflsme: The totale bonus ihi ability gents 
‘increases by +3 a each even-numbered level above. 
xb The ficri duction scenes by one mini er 
level gained 

eae Aurz The DCto reda thi ably cease by 1 
point every two levels ined above 10th (тибет chan 
by 1 рош every level) The epic warpiet may ue dis 
ability one additional time per day fr every three 
levee gained afer th 

"onus Feate The ере witpiet gens hona fnt 
(selected from the list of ele warpriest feats) every 
four levels dier td 

pi Warr Боти Fal Lot: Armor Skin, Bonus 
Dormia, Epic Leadership Epi Reputation, Epi spell 
Foros, Epic Spell Penetration, Epic Toughness 
Improved Combat Casting, Improved Spell Capacity 
Negative Energy Bur, Permanent Emanation, Planar 
“Turning, Кийе Energy Аша Spectral Ske, Spon 
secs Domain Acts, Пейн! Mastery, Zane of Asi- 


СЕ 
ич Spc 

а ама (jin ane 
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